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Welcome to the official strategy guide for one of the most breathtaking games not just of this year, hut 
of any year. The universe introduced in FINAL FANTASY XII is huge, deep, beautiful, rich, and complex. 
The quests are many, the foes fierce. As always, secrets and mysteries abound. Fortunately, vou bold in 
your hands the ultimate insider's guide to that universe. 


Perhaps best of all, though, is that this guide provides an in-depth look at FINAL FANTASY XIf$ 
challenging new game play elements: licenses, gambits, and an all-new battle system. Before you dive 
into the main story or tackle any side quests, make sure you check out the coverage of these important 
topics. 


The Story of Ivalice,!*' 

A great era of peace and prosperity is fading. The stability bestowed upon Ivalke in the founding days of 
the Dynast-King has been darkened by the likelihood of war between empires. Rozarria and Archadia 
seem destined to collide, crushing whatever stands between them. 


Indeed, the Archadian push west toward Rozarria has already consumed Nabradin and its sibling 
sovereignty, the small, peaceful Kingdom of Dalmasca, FINAL FANTASYXII opens with a quick 
glimpse of the last throes of pre-Imperial Dalmasca and its desperate fight for freedom, followed by an 
equally desperate negotiation for peace. In the opening tutorial mission, you participate in a final, fateful 
attempt to deliver land and king from the clutches of Archadian domination. 


Fast forward two years: In the Dalmascan capital city of Rabanastre, a new consul, Vayne Solidor, son of 
the Archadian emperor, arrives with a message of hope and renewal for the citizens of that subjugated 
land. However, his silver-tongued speech doesn’t fully convince Vaan, an orphaned street boy who sees 
the Empire as a thieving bully that has robbed his country of wealth and dignity. 


Vaan dreams of escape, seeing his future in the skies as a sky pirate. First, though, he wants some 
measure of revenge. His bold attempt to infiltrate the Royal Palace during the consuls inaugural fete to 
rake back some of the treasure that belongs to Dalmasca leads Vaan straight into the Hasp of a destiny 
none could foresee. It is a destiny that includes an exhilarating adventure in the company of pirates, a 
princess, and a great fallen Knight of the Order. As such, the tale begins. 


Using This Book Jr 

Our guide has the level of help you need, whether what you seek is as simple as an overview map or as 
complex as an in-depth look at the intricacies of the games battle system. This guide provides a step- 
by-step walkthrough of the main story, a thorough guide to the game s myriad hunts, secrets, and side 
quests, and comprehensive data for all the enemies, items, equipment, magicks, and technteks. 


















Races of Ivalice 



Some call it the race of “dominance." Many Humes have an abiding attraction to power,.much more so than the other races of Ivalice* The Hume's insatiable 
will to power could be a cause of the rising fury that threatens to consume Ivalice. 



Silver Hair : There is no Individual hair color in the Viera race, as all Viera have silver hair. Those few who migrate into 
_ the world of Humes, though, often dye their locks* _ 

Feet Viera have pointed feet. These unique appendages make stiletto heels the best footwear for maintaining 
balance. 


However, the race’s deep-seated 
curiosity and desire for knowledge 
has driven the creation of innovative 
ways and technologies. Sophisticated 
and stable internal political systems, 
Stunning and nun need architecture, 
and the dogged pursuit of a better, 
more secure Ufo are the culmination 
of the Hume race* 


Why? Because the Viera see themselves as an inextricable parr of “the Wood,” almost as a biological component of a 
greater being. They have long considered interaction with the outside world to be against the will of the Wood* Those 
rare Viera who do leave the forest become objects of con tempt within their race. However, the imperial conflagrations 
ol recent years, with much ot the great forest burnt and villages lost, have awakened many more Viera to doubts about 
their tradition of seclusion. 


Long Ears * Prominent, highly sensitive listening organs. Worthy of their name ' forest hunters : 1 Viera can detect even 
the most subtle sounds. 


To the Viera, seclusion is a way of life, a given. This nubile race has avoided all political and cultural contact with 
Humes and other races for hundreds of years. The timeline of their unique history seems uneventful, in an almost 
monastic way. Over the centuries, the Viera have never migrated beyond the tangled interiors of the forbidding central 
forests of Ivalice. 






















Moogles have a great tradition of expertise in the area of engineering, as the race has long relied on the clever 
development of machines* An obvious adaptation to their small size, this mechanical skill puts them on equal terms 
with other races* In particular, Moogles excel at the creation and maintenance of airships, although they are very adept 
at other types of technology. 
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Special Characteristics 


Pom-Pom. A Huffy fur-ball headpiece is the trademark of the Moogle race. Each individual Moogle has its own color 

of Pom-Pom, 


Special Characteristics 


Face. Highly reptilian facial features with tiny eyes. Because Bangaa don't rely much on their eyesight, 

_ some of them actually sport blindfolds as a fashion statement! __ 

Hanging Ears . The characteristic Bangaa ears are split in two and droop downwards. Some individuals have 
_ short ears* though. __ 

Physical Frame. Always big and brawny. Even ascetic Bangaa monks are blessed with considerable brawn! 


Wings. Small wings, not unlike those of a bat. Due to the near-vestigial quality of these wings, only a few 
_ Moogles can use them to fly, _ 

Hands * Deft, dexterous, highly skilled hands are perfect for delicate technical work or playing instruments. 

Moogle musicians often provide accompaniment for public ceremonies or parades. 


Bangaa body color has many different hues. At one time, many believed that 
these colors determined the personality and physical abilities of each Bangaa* 
For example, the yellow skinned “Rugua Bangaa” was said to be friendly and 
intelligent, while a blue skinned ‘'Fierce Bangaa" displayed a strong sense of justice 
and great physical prowess. The red *Bista Bangaa” and the steel gray “Sanga 
Bangaa” featured other social traits of note* However, today there sire so many 
Bangaa of mixed blood that this theory- doesn't apply anymore* 






Special Characteristics 


Physical Frame . Seeq have strong and stable frames that are capable of bringing power to bear quickly. Females 
have a slightly different frame than males. 


Mouth , With its upturned nose and narrow oral cavity, the Seeq struggles mightily with verbal 

_ pronunciation. Seeq cannot speak quickly and rarely talk for long periods of tune _ 

Skin Color. Although there were originally only three Seeq skin colors (mauve, light yellow and orange), 
the interbreeding of Seeq with these skin types has created greater variation 


Tic Seeq also have a strong interest in the acquisition ofgil. Because of their fairly low intellect* 
simple personalities, and penchant to immediately spend whatever gil they get their hands on* 
very few Seeq ever achieve significant financial success* 


The Seeq arc a more primitive race. They don’t wear much clothing and display little in the way 
of intellectual curiosity. What they do display is a passion for “shiny things** like jewels and 
gold* that they love to drape across their bodies. In the eyes of most other races* Seeq exhibit 
somewhat poor fashion taste and often end up looking unbalanced and* well* comical. 
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30 1111-1203 34-127 30 

40 1552-1314 111-176 44 

50 2257-2650 134-217 50 

60 2870-3387 156-255 55 

70 3230-3802 172-282 61 

80 3637-4281 188-309 66 

90 4192-4933 199-325 72 

99 4318-5633 204-330 77 



‘‘A boy who sees freedom in the skies. ” 


After losing his parents to the plague and Ns brother Reks to treachery and 
war. Vaan is now a child of the streets. He's now a leader of a sub-culture of 
war orphans who roam the slums of Rabanastre, 
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'A princess who had iost everything. ” 



The daug liter of the Dalmascan king and heir to the throne. Lady Ashe first 
loses her newlywed husband Raster and then her country to the Archadian 
luggemaut. The official story is that she took her own life in the aftermath of 
the Imperial conquest. However, resistance Is in her blood, as is the legacy ot 
the Dynast-King. 





4 loyal knight branded as traitor. ” 


This great hero of/Datmasca, captain of the Order of Knights, now stands 
accused of the assassination of his oathsworn liege. King Rammas. Word is 
that Basch saw the King s attempt to sue for peace with Arehadia as a betrayal 
of the kingdom. But is that word true? 
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Renelo 


Vaan’s friend. 
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Pemlo loves Vaan Irke a brother. Her own parents, who were lost In the recent 
war toDk in Vaan after his loss and raised him as one of their own, She sees 
the natural leader in him. even if he doesn't quite see it himself. 

: __ 
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A dashing sky pirate. ” 


A man of Wit charm and a mysterious past, Balthier owes allegiance to no 
crown or council. He prowls the skies of tvalice with his partner Fran in search 
of treasure and perhaps something else... 
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A master of weapons. 



A Viera female with a strong sensitivity to the Mist. Fran Is a loyal partner and 
co-pilot to Balthier, $he k s quite a formidable warrior and a mechanic to boot. 
Her adjustment to the greater world since abandoning the forest dwellings of 
her race is nearly complete. But can one ever completely forsake the voice of 
the Wood? 














































Guest Party Members 


Vossler 


York Azelas 


A captain of the Dalmascan Order of Knights 
and sworn protector of Princess Ashe, 


in 

MiHi 

Milum CTiii EBEza rm ect 

6 

211-228 

26-36 

29 

22 

21 

24 

10 

323-360 

36-49 

31 

23 

22 

25 

30 

715-520 

62-95 

36 

27 

25 

26 

30 

12191416 

89-143 

42 

31 

23 

28 

40 

1696-1979 

122-202 

47 

35 

31 

29 

so 

2457-2033 

151-252 

53 

39 

34 

31 

60 

312^3680 

177-290 

56 

43 

36 

32 

70 

3510-4126 

197-331 

64 

47 

39 

33 

30 

3950-4646 

217-364 

69 

51 

42 

35 

00 

4550-5356 

230-364 

75 

55 

45 

36 

99 

5227-6160 236-390 

60 

58 

47 

37 


Vanns older brother and a volunteer soldier 
in the Dalmuscan army, 
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Larsa 

Ferrinas Solidor 



Youngest son of the Ate had i an emperor. 
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A sky pirate and denizen of the Port of 
Balfonhcim. 
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Yayne 

Carutlas Solidor 

Son of the Archadian emperor and 
new consul-governor of Dalmasca? 


Empei 
Gramis 

Gana Solidor 


Ruler of Archadia, 

















Al-Cid 

Margrace 

A member of the ruling family of Rozama, 
Archadias great rival to the west. 


Director of Draklor Laboratory the primary 
weapons research center of the Archadkrt empire. 


Father of Lady Ashe and benevolent ruler of Dulmasca, 












Lord Rasler 

Heios Nabradia 


Newlywed husband of Lady Ashe and heir to 
the throne at Nabradia, the sister kingdom of 
Ddniiiscii. 


Marquis H" 
OndoreIV 


Head minister of the S kyci ty ofB h uje r b a 
and longtime friend of DaJmascas 
King Raminas, 














Judge Magisters 

Elite guard and the chiet arbiters and enforcers of Imperial law 5 ji 
A rchadia, 







Character Relationships 
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Licenses determine a characters growth, abilities, and— 
ultimately—usefulness throughout the game* Magick, tech nicks, 
weapons, armor, and even accessories require a license before a 
character can wield or equip them. Each character enters the game 
with a few basic licenses* You can use these “suggested* skills as a 
basis for growth, or players can break from the mold and develop 
all six characters in any manner they choose* 


How Does It Work? 

Licenses are purchased with LP (License Points) earned during 
battle. Most creatures are worth 1 LP, so it can take a long time to 
earn the LP needed to unlock some of the best licenses* Check a 
characters LP by entering the Licenses sub-menu within the Main 
Menu* Each character can have as much as 99999 LP accumulated; 
al though collecting that much LP would be a highly unlikely 
scenario, any LP past the amount you need to fill out the characters' 
license board is wasted. 


WANDERING BRTTLEB 

Most battles are optional. The parly can flee past enemies and 
avoid combat, if you so desire* The gambit system makes battle 
less tedious by automating simple battle commands. Let your 
gambits do the work and lake down those lesser enemies* It's 
worth fighting low-level creatures for LP gains even when the 
experience earned is minimat. 

Ik - -Ji 


A character’s license board is divided into eight sections. Hie top 
half focuses on magick, technicks, accessories, and augmentations* 
The bottom half is composed primarily of weapons and armor 
licenses* Expect to spend more time on the top section early on, 
since weapons and armor are slow to appear and augmentations are 
extremely valuable from the outset. 


At first, most of the board is hidden from view and won’t be 
available until much Liter in the game* Fortunately, you have this 
guide to provide a sneak peek of the board and allow for better 
planning from the beginning. A few panels are already unlocked 
when a character joins the party, These panels represent the 
character's experience prior to joining the party. It also enables 
them to wield basic weapons and armor while using some low-level 
magkks and technicks too, so they can do a little more than just 
attack at the start of the adventure. 


Next to the unlocked panels are locked panels. These panels 
are readable, hut haven’t been purchased with LP. Press the *1* 
button over a locked panel and the game will ask you to confirm 
the purchase if the character has enough LP to complete the 
transaction. Agree to do so to unlock the locked panel* Any 
unreadable panels adjacent to the recently unlocked panel arc 
uncovered, becoming readable. These are now available for purchase. 
Each time a new panel is unlocked, as many as three unreadable 
panels may become readable* 

Whal Should 1 Buy? 

LP isn't easy to gather, so spend wisely. Come up with a 
development plan for each character right from the start* Decide 
who will lead the party into battle and absorb the bulk of the 
damage* Determine who will play a backup role and act primarily 
as a caster. Then use these determinations to chart each character’s 
progress throughout the game. 

Someone must lead the party into battle* That character should 
focus on the lower-half of the augmentations section and on swords 
and heavy armor. Augmentations can rapidly increase a character’s 
HP (Hit Points), ability to block with a shield, and physical attack 
power. Swords cause reliable damage and heavy armor helps to 
reduce the damage sustained when fighting. 


THE ULTIMATE 1 ^ 

‘ “ FIGHTER 

Anyone focusing on physical attacks should collect certain 
augmentations as early as possible* The three "Shield Block" 
panels are extremely important* These panels enable the character 
to deflect many enemy attacks, which drastically reduces the need 
lor heaiing* The five “Bathe Lore" panels increase a character's 
physical attack damage. The five "+HP" panels are also extremely 
important* as they greatly Increase a character’s HP early in the 
game. This makes it much easier to survive when fighting powerful 
, ^ bosses. _ ^ 


Backup characters, those who rarely fight at close range, should 
focus more on magicks and the top half of the augmentations 
section. This area focuses on lowering MP (Mist Point) costs, 
increasing magick potency, and overall magick proficiency* 
Characters can wear light or mystic armor and they perform very 
well with ranged weapons (bows, guns, crossbows, hand-bombs) or 
mystic weapons (staves, rods, maces, measures). Light armor is best 
tor those who plan to use close-range weapons despite their backup 
roles (daggers, poles, ninja swords, axes, hammers, spears, katana). 




























Be stingy when purchasing licenses for armor, weapons, accessories, 
and magi cks. There's no reason to buy the licenses until the items 
become available, even if that means diverting from the main story 
long enough to accumulate the LP when tire items arrive in local 
shops. A little extra combat never hurts! 


Technicks are somewhat unusual. They can be useful in some 
combat situations, however, some are used less often than others. 
Grab “Steal” and “Charge" early in the game, but wait tor others 
until you purchase more important augmentations. 


There are certain panels that everyone should have. White Nlagick 
is important to every characler, as it enables the party to restore 
lost HP and revive defeated allies. Each member of the party 
should have these abilities. 




The three “Swiftness” augmentations reduce action time and 
improve the party's efficiency. Steal" and “Charge" are the only 
technicks that everyone needs. “Steal" increases the amount of 
loot the parly gathers during their adventures, which is eventually 
sold for gif and used to unlock new Bazaar items. “Charge” 
restores a smalt amount of MP when a character's MP is low, so 
purchase this one immediately. You will most likely use “Charge” 
from the start of the game to the very end. 


What Are Gambit Slots? 

Throughout the augmentations section, there are 10 Gambit Slot 
panels that increase in cost from 15 LP to as much as 100 LP. 
Unlocking a Gambit Slot panel adds a gambit slot to that character. 
This allows for the creation of additional gambits so that you can 
automate more of a characters actions. Don’t invest in these panels 
at the very start of the game; Instead, wait until the gambits are 
needed. A character can never have too many gambits, but extra HP 
and quickness are for more important at the beginning of the game. 



There arc 18 Quickening panels scattered around the board. Each 
character can unlock as many as three Quickening panels. Any 
of the panels will suffice, bur note that once a Quickening panel 
is unlocked it is immediately and permanently removed from the 
other characters'license boards. Thus, it's important to plan ahead 
which characters will go after the different panels to ensure that 
everyone can unlock three without having to purchase too many 
un desired abilities. 

It pays to go after these panels early in the game, because 
Quickenings are very powerful attacks. They can often decimate 
a group of enemies or a boss. Upon unlocking a second and third 
Quickening panel, the character also gains an additional Mist 
Charge.The Mist Charge is equal to the characters maximum MP 
(Mist Points), effectively doubling and then tripling the characters 
available MP! 



Where Are the Espers? 

Espers don't appear on the license board until the party finds them 
and subsequently defeats them. These slots appear as empty spaces 
until that time arises. Characters can learn any number of Espers, but 
a character can only summon one Espcr at a time. More importantly, 
only the person who unlocks the Espcr may command it. 

It requires from one to three Mist Charges to summon an Esper. 
Try to evenly spread out the Espers amongst the party members, 
but try' to assign the ultimate Esper, Zodiark, to the character 
used most frequently. Generally, this character should be a melee 
specialist, since it takes three Mist Charges to summon the beast 
and a swordsman can quickly restore lost MP by simply attacking. 
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Breaking Down the License Board 




The full license board is shown in this section. Each character has access 
to the same licenses, so the party can develop in any way you see fit. 
Feel free to create six melee masters or six menacing magick users. This 
system is designed in such a way as to give the player absolute freedom 
to decide the fates of all six main characters 
With that said, there is a recommended approach that involves balance. 
To really master the game, you must learn to use every advantage avail¬ 
able, That requires careful planning and strategic thinking when spending 
the party's LP Let's take a look at each section of the license board and 
discuss the best approach for each piece. 
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The Top Half 


The top of the license board focuses on commands granting magJcks and technicks and useful passive 
bonuses provided by augments and accessories. This portion of the board is split into four sections (refer 
to the board): 
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ful spells used to inflict damage, cum 
wounds si mug (tie n the party, end weaken 
the enemy 


'SSrMife 


tlmisuat and sometimes uselul ablhltns that 
don't require MR 


Accessories 

Wearable items that provide passive 
bonuses, Immunities, er increase the 
effectiveness of abilities. 


fl Ujnisifo 


Passive bonuses that greatly enhance Ihe 
party's effectiveness ip battle. 




Magicks are split into five unique groups: 


Focuses on healing and restora¬ 
tion. 

HTErift 

Largely elemental attacks that al¬ 
low the party to strike an enemy's 
weak spot, 

0333D 

Status effects, both positive and 
negative, that are used to fortify al¬ 
lies or weaken enemies. 


®ZB 

Speed-enhancing magick that im¬ 
proves the party's efficiency or 
slows the enemy and DOT (Dam¬ 
age Over Time) attacks, among 
other things. 

/itemro 

Often unpredictable, but very pow¬ 
erful magick. 
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White Maaick 
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White magick is all about healing and reviv¬ 
ing party members. These spells are critical 
to all party members. Even those characters 
who focus on melee should invest in White 
Magick 1~6, These six provide the basic 
Cure and Raise magicks along with status 
restoration magick. The most useful abilities 
include: 

Heal an individual party member. Curaga is an enhanced version of Cure 
that restores more lost HR These are absolutely essential; pick them up as 
early as possible. 

These are ^group heals" that affect every ally within a small area. These 
powerful spelts will eventually replace Cure and Curaga. 

You can use these spells to revive a fallen ally. This Is essential as the game 
progresses and enemies become more and more vicious. Players may 
also use Phoenix Downs to restore downed characters faster, but at an 
added expense. These spells are the perfect choice in most situations. 

Negative status effects can cripple party members. These magicks make it 
easy to erase the negative status. Although they don't affect every status, 
they take care of the most common ones. 


! RND THE UNDERD 

Healing magick has a reverse effect on the undead. Casting 
Cure on a zombie causes damage equal to the magick’s normal 
healing effect. Likewise, casting Raise can sometimes kill an 
undead enemy instantly. Thus. Cura and Coraja are powerful 
area attacks when facing a horde of undead creatures. 



Black IVlaaick 


Black magick can be a powerful ally in some 
battles. Enemies with an elemental weak¬ 
ness may suffer critical damage from these 
magicks when other weapons and magicks 
seem to bounce right off. Make sure casters 
are equipped with the following: 

1 mil mm> anwn? 

These are the three basic elemental attacks. 

Any caster should be ready to use these at a moment's notice. 

This is a powerful, non-elemental attack that sometimes leaves a Sap ef¬ 
fect on its victims. The HP Sap continues to drain HP from the target until 
the status effect is removed. This is especially effective against targets with 
a tough physical defense. 

This extremely powerful magick delivers a devastating, nomelementat 
blow. It's perfect to use when the enemy is immune to the basic elements 
and tends to absorb magick damage. It s also good to use during some 
boss fights. 


Green Maaick 
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Green magick is all about status effects. 

These abilities can either protect the party 
or hamper the enemy. The most essential 
ones are: 

These two improve the party’s defense 
against physical attacks. This is essential 
when facing a powerful foe in battle. In 
tough batties, the damage reduction can mean the difference between 
death and a narrow victory. 

Much like the previous magicks, these increase the party's magick de¬ 
fense, It reduces the damage of enemy magicks significantly and can also 
prove to be a deciding factor in a major battle. 

Casters are ineffective when they can’t use magicks. Silence robs an en¬ 
emy of its ability to use magicks until the effect is removed. This effect 
never runs out on its own, so cast it early and it may last throughout the 
entire fight. 

Blind and Blindga can cripple a character who relies on melee fighting. This 
type of magick robs the victim of his eyesight, drastically reducing the ene¬ 
my’s chance to hit. This effect never wears off, so use it early in battle. 
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TimeMagick 


The status effects found in Time magick 
increase the party s speed, slow down en¬ 
emies or stop them altogether, and cause 
damage over lime. These are especially ef¬ 
fective, since speed is a huge advantage in 
any battle, Magicks that damage over time 
are also an effective way to take down crea¬ 
tures that are otherwise too powerful. 

The Slow magicks are key to use when facing tough opponents like boss¬ 
es or marks. Slowing the target reduces the damage it can cause over 
the course of the battle and it gives the party more time to react and heal. 
This effect eventually wears off during long battles, so you may need to 
recast it 



Haste speeds up the party's actions, allowing them to react and attack 
much faster. Combine Haste on the party with Slow on an enemy and the 
party will gain a huge advantage! These spells also eventually wear of! 
during a long fight so you may need to recast it. 


Arcane Manick 


Arcane magick is very powerful, but often 
unpredictable. The status effects found in 
this group are some of the best and prove 
vital near the end of the game. 



These magicks are powerful elemental at¬ 
tacks that are effective against many crea¬ 
tures early in the game. 


Bubble magick doubles a character's HP with one cast. Although the effect 
is temporary, it is crucial when facing the later bosses. 


SPEED EFFECTS 

There are three magicks that atfecl speed: Slow, Haste and 
Berserk. The tallowing magick combinations result in different 
bonuses: 

Haste + Berserk = 3x Speed 

Berserk or Slow 4 Haste 4 Berserk* - 2 x Speed 

Haste = 1,5x Speed 

Slow 4 Haste* or Slow 4 Berserk - lx Speed 
Slow - 0.5x Speed 
Slop = Ox Speed 

‘Only occurs whan one of the effects is provided by an 
accessory, since Haste removes Stow and Stow removes 
Haste. 


These magicks temporarily remove the target from battle, They're most ef¬ 
fective when facing large groups of lesser enemies, Mote that most bosses 
are Immune to Disable and Stop. 






This curious magick reverses the effects of attacks, magicks, and tech¬ 
niques, This means that something that would normally cause damage will 
heal the target instead. Or, things that give life cause death. It s very useful 
when facing powerful enemies, trying to thwart an enemy’s restoration 
efforts, or overcoming an elemental resistance. 

Enemies are drawn to attack the character under the effects of this magick. 
Decoy is a great way to control the enemy and keep casters safe. Try to 
use this magick from the moment it becomes available until the end of 
the game. 

It is sometimes difficult to maintain MR while inside a large dungeon, but 
Syphon helps. This magick strips the target of some MR and transfers 
it to the caster The undead and stronger enemies commonly resist this 
magick, $0 don't rely on it all of the time. 


After casting Break, a 10-second countdown begins. If the effect isn't 
removed in time, the target will turn to Stone. This is a great weapon to 
use against high-level enemies that are otherwise too strong for the party. 
Most bosses are immune to Break, but many random enemies aren't. 

This magick enables the party to float over traps instead of trying to run 
around them. It never hurts to set this one up as a gambit, so that it's al¬ 
ways in effect while you're exploring areas where traps are very common. 
It's also a good way to counter Earth magick. 
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Techmeks are much like magicks except that they typically cause physical damage (except Shades ot Black) and they don't require MP to use. 
Many of these abilities have limited usefulness, since they rely or unusual conditions such as time played and steps taken, A few of the most 
useful techniks are: 


fUCnn 

This handy spell reveals more information 
about monsters, but more importantly, 
ft also reveals traps. Keep it on a gambit 
from the very beginning of the game. 

SMI 

Almost every monster carries loot. Steal 
enables the party to snatch an extra item 
from enemies, which greatly increases 
the amount of loot you can collect. This 
in turn provides more gil and better weap¬ 
ons. armor, magick and technicks. Steal 
whenever possible! 

When MP is running low, there's no eas¬ 
ier way to earn a few points than to use 


Charge. The only risk is that a miss re¬ 
duces the user's MP to zero. Only use this 
technick when a character's MP is low to 
avoid misses and wasted MP 

S0ES3 

This technick reduces the target's de¬ 
fense, Expose also works well against 
most bosses. 



There are few more reliable attacks than 
1000 Needles, as it causes 1000 points 
of damage each time! It s a great attack 
to use against enemies with high defense, 
or when a character just can t inflict 1000 
points of damage otherwise. 
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The accessories found throughout the game play a huge role. They offer constant effects that are extremely valuable in any fight. Always ensure 
that characters have a good accessory equipped. These are some of the best available: 


Gold emAmiJf et 


This item doubles the number of LP 
earned by the wearer. This is one of the 
most useful accessories in the game. It's 
always a good thing to equip it on char¬ 
acters held in reserve, since they earn LP 
from every battle. 

Need to quickly level up? This item dou¬ 
bles the EXP earned from each monster 
defeated. It only works on characters in 
the battle party, though This is great if you 
desire to reach Level 99 with your charac¬ 
ters, or help a tow-level character catch up 
with the rest of the party. 

This item has the same effect as the Bub¬ 
ble magick—it doubles the wearer's HR 
The difference between the two is that the 
effect is constant and can t be dispelled or 
removed by death. 


Diamond 


mm 

This armlet is essential for finding the rar¬ 
est treasures in the game. 

This accessory greatly increases the 
wearer s vitality and speed. Think of it as 
a constant Haste effect This is useful at 
any time during the game. 

The Sage's Ring cuts the MP cost of 
magicks in half, rounding down. Improve 
the efficiency of casters with this handy 
item. 

^rjVVr] 

The Ribbon always has been, and always 
wili be. the ultimate FINAL FANTASY ac¬ 
cessory! This accessory prevents all 
negative status effects, which makes even 
the toughest battles much easier. 
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Augmentations 


Augmentations provide a character with passive bonuses that remain in effect throughout the course of the game. Purchase these early and use 
them to truly tailor the party into an effective fighting machine. 


da? 

These augmentations provide extra HP Although the bo¬ 
nuses are initially small, they are worth the investment for 
every character. 


EMbDfilZBflEIHnftSl D m 

These augmentations increase the party's attack power 
and magic power, respectively. Purchase Battle Lore for 
melee characters and use Magick Lore tor spellcasters. 

Speed is everything and these augmentations reduce ac¬ 
tion time by 10% apiece up to a maximum of 30%, Unlock 
these as early as possible to drastically improve the party's 
efficiency in combat, 

fftafliEffiifl 

Channeling helps to conserve MP by reducing the cost of 
magicks by 10% up to a maximum of 30%. These are criti¬ 
cal for healers. 


Invest in these augmentations tor each character, since 
they provide additional MP under various circumstances. 
You can never have too much MP! 








































The Bottom Half 
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Oils category contains I ho three typos 
of armor (Heavy, light, and Mystic), as 
wet) as shields that cm he used based 
on the character s role In tire parly. 


HeavviWeapons 


Light Weapons 


Daggers. Guns. Poles, Hand-bombs, 
Crossbows and Ninja Swords make up 
the tight Weapons category. 


The Staves, Rods, Maces and Mea¬ 
sures to and in the Mystic Weapons 
category are groat for castors. 


The bottom half of the license board focuses entirely on weapons and armor. Characters can t use a particu¬ 
lar piece of equipment until the proper license is obtained. Don't bother investing in these licenses until the 
equipment is available. There are four sections to mention; 


ra 




Choosing the type of armor a character wears is 
more important than it may initially seem. Armor af¬ 
fects most attributes except for attack power. Equip¬ 
ping the right type of armor for a character's role is 
vitally important, Equip the primary melee characters 
with heavy armor for strength and defense, and equip 
backup melee characters with light armor for speed 
and vitality. Equip mystic armor on casters for magick 
power and resistance. Shields are also essential for 
the primary meiee characters early in the game, since 
they drastically reduce the damage taken from physi¬ 
cal attacks. 


The game has a helpful feature called Optimize in the equip menu that automatically selects the best equipment tor your character. 
This is great at the start of the game, but becomes toss useful as the game progresses. The reason for that is because the selection is 
based entirely on equipment stats and not on the overall usefulness. Take the time to manually equip your party members and select 
the equipment that fits the character’s rote, net just the strongest gear available. 




































































































This section includes Smallswords, Swords, Bows, Spears. Axes, Ham¬ 
mers, Katana and massive Greatswords, Swords, Smallswords, and 
Greatswords tend to be the most reliable weapons since they cause con¬ 
sistent damage with each swing. These are the best choice for the primary 
melee character in the party. 

Hammers and Axes can cause tremendous damage, but they're quite un¬ 
predictable. The number of big hits and little hits tends to balance out 
in the end, though. Bows serve as great ranged weapons and they are 
very effective against flying monsters. Katana aren't as powerful as Great¬ 
swords, but they are fast and combo often, Spears are powerful, two- 
handed weapons that are great for a backup melee fighter. 








































































































Gambits arc brand new to the FINAL FANTASY series* They introduce a simple way to guide your 
party in combat without having to micromanage every encounter* A gambit is a programmed command 
that instructs a character to react automatically in a predetermined manner when faced with a specific 
situation. Think of it as a user-controlled AI (Artificial Intelligence). Gambits allow you to take as much 
or as little control in each battle as desired. A carefully crafted set of gambits can handle most battles 
against common enemies* Bosses and rare monsters often require a more hands-on approach. 



Gambit Building 101 


Each gambit consists of two separate parts: a condition and a 
reaction. Thus, the character assesses the situation and reacts in the 
programmed manner* The gambit conditions focus on an ally(s), 
a toc(s), or the character (self)* You can use them with nearly any 
learned command from magicks, technicks, and items. As you 
would expect, the party starts off with very few gambits available, 
but the commands grow throughout the game as new gambits are 
found or purchased until nearly anything can be automated* 

For example, you can attach simple commands Like “Attack” to 
gambits such as “Foe: nearest visible” to automatically initiate 
combat whenever a hostile creature wanders within range. Later on, 
rbe commands become more complex and specific as magicks Like 
Dispel or technicks Like Soulcater arc added to the equation. For 
example, a player can dictate that a character always casts Dispel 
whenever the Toe: status - Protect," or use Soulcater whenever 
Toe: character HP > 90%*" 


FI WORD GF CRUTION ' ^ 

Always test new gambits before going into a major battle One 
small mistake can tiro a great gambit into a disaster. Make sure 
everyone Is attacking the enemy and mi each other. 

Also, check for gambits that repeat themselves endlessly, making 
a character nearly worthless during a tight. This is simple enough 
to do. Just watch each chancier closely and ensure that he or she 
! reacts as anticipated. It not. consider rebuilding or reordering 
the character's gambits or eliminate the problem commands all 
! together* 

^_ h 



Alter creating gambits, you must arrange them in an order that allows them to work properly. The gambits at the top ol the list are given 
priority over the others. Let s take a look at a sample fist at gambits For Vaan: 
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-a 

Ally: Any/Phoenix Down 

a 

Self/Decoy 

2 

Ally: HP < 40%/Curaja 

8 

Foe: tlying/Telekmesis 

3 

Ally: status = HP Critical/X*Po1ion 1 

9 

Foe: lowest HP/Attack 

4 

Ally: status = Confuse/Attack 

■00 

Sell: MP < 10%/Charge 

S 

Foe: status = Haste/Dispelga 


Self/Lihra 

6 

Self/Bubble 

m 

Seif/Berserk 
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In this case priority 1$ given lo resurrecting a downed ally over all alder 


actions Vian always slops older actions, unless manna If y m putts if, lo tiring 
someone beck lo life. Then he chocks to ensure Ida! everyone has el least forty 
percent of I heir health left. II not, he casts Curaja en I lie entire party This Gan 
be a lillle wasteful when only one party member needs healing, bul better sate 
I dan sorry. Note that reviving lakes priority over healing, this doesn't mean that 
Vaan Is always the one who revives a fallen ally When two er mere characters 
share a gambit, the party leader always acts brat. The older characters move 
on down the fist to see If anything else needs doing. 



The inclusion at the Ally status = HP Critical/X-Potion M helps when the 
enemies are numerous and hitting hard. Potions are fast, so Vaan may be 
able to quickly restore a desperate ally's HP before the enemy lands a final 
blow Players can also use Ida First Aid technick for a similar effect without 
consuming a potion, but the amount at HP restored may not be enough lo save 
the victim. Either way sued a gambit helps overcome the lengthy casting times 
in desperate situations 





Hems are faster than magieks, A gambit for using a Phoenix; Down 
will always take effect before a gambit tor casting Raise, so keep this 
m mind when a character is burning through the party's entire stock 
of Phoenix Downs or Potions Try making the gambit a lower priority 
for that character, or rely on manually triggering item usage. Gambits 
tike “Ally: item AMT > 10" can also limit waste and ensure that the 
party doesn't ran out of a critical Mem in the middle of a battle, j 



The next gambil Incuses m very specific and unusual situations. “Ally: status 
- CenfuSB/AMack ‘ only triggers when an ally has been hit with the Contuse 
status He Immediately sirlkes the contused ally breaking the ettect. it's 
usually best that Ihe attacker Is a player with a weak weapon and attack 


power, or he may accidentally kill Ihe ally. When used with a Measure fa type 
at weapon! It becomes even more effective since it also provides a positive 
status effect while removing Ihe negative one. 




Tho filth gambil, Foe: status = Hasle/Dispeige' looks tor enemies with a 
specific positive slatus effect and removes ft. Another character In the party 
may have a more general Dispel gambil tike “Foe: any/Oispelga bul ibis 
one ensures lliaf Vaan breaks tram his normal attack pattern ami removes 
Haste it the older character has been unable to do so. AuteDispel gambits are 
extremely useful in areas where enemies lend te appear with a positive status, 
or are known for casting Ibem on a regular basis, 

L A 
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Foe: status - Haste/Dispelga 






The "Seif/Bubbie" and 'Self/Decoy' gambits ensures that Vaan is typically the 
character taking the brunt ol enemy attacks amt that he has the HP necessary 
to survive Normally it wouldn't be wise for Vaan to cast Decoy on himself, 
since it has a tendency te miss all leo often and may lead to him standing 
around casting instead of lighting. In Ibis example, though, both gambits are 
lew enough in the chain to ensure that Ihe magick is cast when Ihe primary 
caster is out of commission due to Silence Slop, Disable, or even the 
occasional untimely death. 

L__J 


0 MISSING MRGICK 






If magteks like Berserk, Decoy, or Reverse miss frequently when 
cast on your party, it may be due to a high magick resist and 
magick evade versus a low magick power. Try reducing the target's 
magick resist and magick evade while increasing the caster's 
magick power with equipment and Faith to make the spells miss 
less often. 



Toe: fewest HR,'Attack is a very basic battle command It instructs Vaan to 
seek out Ihe weakest enemy and fight It unlit It tells Early In the game, the 
same action may require creeling two gambits such as Tee: party leader's 
large!, Attack and Foe: any/Altack" and maybe even Toe. status * HP 
Crilieal/Atteck." The Toe: parly leader s target 1 gambit goes lirsi to ensure 
everyone attacks the same creature. Foe: any/Alteck' follows ibis gambit 
to trigger combat whenever a hostile enemy is near. You can place the third 
gambil, Foe status = HP Critical" in html ol the other two te ensure that 
nearly defeated enemies aren't left atone te wander aimlessly and wreak havoc 
when they could be easily eliminated Toe: flylng/Tetoklnusis' overrides the 
Attack command when hying creatures are near and out of sword s reach 



The tenth gambil ten t effective unfit Hie Tell’ conditions became available. 
Charge enables the character to restore a portion of MR However, there is a 


risk in that if the technick fails. ihe character's MR drops to zero. By combining 
Charge with Sail: MR < 1DV" you can ensure that Ihe character rarely wastes 
MR by using Charge too soon. Note that Vaan isn't used as a caster with this 
setup; someone focusing on magicks would likely have the Charge gambit much 
earlier In the list In tad, if Vaan casts little magick in this scenario, there’s no 
real reason to worry about wasting a gambit slot on Charge in Ihe first place. 











































RRTIFICIRL INTELLIGENCE 

Characters aren’t dim-wilted. They make intelligent choices based 
upon the gambits created. They won't recast a status effect on 
something already affected by the same status. Don’t worry about 
someone endlessly recasting Protect or Shell on one person and 
wasting MP, 

Unfortunately, some skills doiff work the same way. For instance, 
Steal would be a wonderful thing to automate, but doing so usually 
means the character steals endlessly even though the enemy’s 
pockets may be empty. Although you can tweak such iechnicks 
with conditions tike “Foe: HP = 100%,” they typically lead to the 
character running off alone and simply aren’t worthwhile. Save 
such things for manual controls unless there's something specific 
you want to steal. 


flQ Seif/Lihra 


The Libra gambit is found near Ilia bottom. During downtime. Vaan casts Libra 
on hlmsfiU to unsure the party can see enemy mlarmatlan and traps. It a one 
ol the simplest gambits around and one of the most useful. Placing gambits 
alter the attack command ensures they only occur after combal is completed 
This is useful tor casting status effects like Prated ot Shell, or even topping 
oil the party’s HP alter a relatively easy fight. 



Self /Berserk” rounds out the botlom of the list. Roly on another character 
to cast this magick on Vaan so dial he doesn’t waste time on misses during 
battle and let Vaan lake care of it outside of battle Even Bacchus's Wine, an 
item with the same effect, tends to miss often, so don't Id a powerful lighter 
waste time recasting the same magick over and over until it sticks. Berserk is 
a great—and often underused—magick that puls the character into a state of 
rage. Although the allotted character s actions art uncontrollable white the 
effed lasts, his speed, attack power amt chance to combo greatly increase 
However, you should ensure that there is someone nearby 1o keep Ihe Berserk 
character healed, since he can't do it on his own. 

In this example, Venn's primary focus is on resurrection and healing. Ah 
characters should start with similar gambits, then you can customize the rest 
ol them U> fit your own style Always try to throw in a few special situations 
like dealing with hying enemies and eliminating enemy status effects 
Remember, though, that the main fighter should primarily focus on attaching 
Ihe enemy A caster should center an attacking ihe enemy s weaknesses and 
restoring consumed MP, A sup part character should focus on maintaining 
Ihe most useful statuses like Haste and Bubble throughout the battle and 
eliminating negative status effects, This support character should also be the 
first one to use Healing gambits la recover lost HP Try to save non essential 
gambits like Libra until you're out of comhat. as these things slow down the 
battle and leave ihe party vulnerable. 


Disabling Gambits 

Gambits aren’t always a good thing. In major battles against extremely tough enemies, it's sometimes best 
to use only a few simple healing and attack gambits and leave the rest up to manual input. Ibis keeps the 
party from wasting valuable MP, or accidentally using a teehniek that has no effect on the enemy, 

Starns attacks arc a common issue, as most bosses are immune to several status effects. Unless such Status 
gambits are disabled tor that battle, the caster will stand back and cast an endless stream of worthless 
magick while expending lots of MR 



Ally Gambits 
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| Ally parly leader 


| Ally: Vaan 


| Ally: Astie 


I Ally: Fran 


| Aliy: Ballliier 


I Ally. Basch 


I Ally, lowest HP 


50 


50 


50 





Gambit 

Cost 

Ally: sirongest weapon 

50 

Ally: lowesi defense 

50 

Ally: lowest magick resist 

50 

Ally: HP < 100% 

50 

Ally: HP < m 

50 

Ally: HP < 80% 

50 

Ally: HP < 70% 

50 

Ally: HP < 60% 

50 

Ally: HP < 50% 

50 

Ally: HP<4d% 

50 

Ally: HP <30% 

50 

Ally: HP < 20% 

50 

Ally. HP <10% 

50 

Ally: MP< 100% 

50 

Ally, MP^ 90% 

50 

Ally: MP < 80% 

50 

Alty MP c 70% 

50 

Ally: MP < 60% 

50 


. 

Gambit 

Cost 

Ally: MP^ 50% 

50 

Ally MP < 40% 

50 

Alty: MP <30% 

50 

Ally MP<20% 

50 

Aliy MP < 10% 

50 

Alfy status - KG 

50 

Ally stains = Slone 

50 

Ally: stains - Petrify 

50 

Ally : status = Stop 

50 

Ally stains = Sleep 

50 

Ally- status * Confuse 

50 

Alty: status ^ Doom 

50 

Ally stains = Blind 

,50 

Ally: status = Poison 

56 

Ally: status = Srleoce 

50 

Ally: status = Sap 

50 

Ally: status = Oil 

50 

Aliy: status = Reverse 

50 





































































































Foe: party leader's targel 

- 

Fob: nearest visible 

- 

FoBjin^^ 

50 

Foe: targeting leader 

100 

Foe; targeting self 

100 

Foe: targeting ally 

100 

Foe: furthest 

50 

Foe: nearest 

50 

Foe: highest HP 

50 

Foe: lowest HP 

50 

Foe: highest max HP 

50 

Foe: lowest max HP 

50 

Foe; highest MP 

50 

Foe: lowest MP 

50 

Foe; highest max MP 

50 

Foe: lowest max MF 

50 

Foe: highest level 

50 

Foe: lowed level 

50 

Foe: highest stre-ngih 

50 

Foe: lowest strengih 

50 

Foe: highest magick power 

50 

Foe; lowest magtek power 

50 i 

Foe: highest speed 

50 

Fob: lowest speed 

50 

Foe: highest defense 

50 

Foe; highest magick resist 

50 

Foe: HP > 100,000 

50 

Foe; HP > 50,000 

50 

Foe: HP >10,000 

w _ 


Foe: HP >5,000 

50 

Foe; status = Immobilize 

50 

Foe; hying 

100 

Foe: HP > 3.000 

50 

Foe: status * Stow 

50 

Foe: character HP = 100% 

100 

Foe: HP > 2.000 

50 

Foe: status = Disease 

50 

Foe: item AMT £ 10 

too 

Foe: HP i 1.000 

50 

Foe; staius = 

Prated 

Foe: character status = Blind 

too 

Foe: HP > 500 

50 

Foe: status = Shell 

50 

Fob; character status - Silence 

100 

Foe: HP < 100,000 

50 

Foe; status =. Haste 

50 

Fob: character status a Bravery 

too 

Foe: HP <50,000 

50 

Foe; status = Bravery 

50 

Fob: character status = Faith 

100 

Foe; HP <10.000 

50 

Foe: status = Faith 

50 

Fob: character status =■ 

HP Critical 

too 

Foe: HP < 5,000 

50 

Foe; status = Reflect 

50 

Foe; HP < 3.000 

50 

Foe: status t Regen 

50 

Fob: character MP > 90% 

too 

Foe; HP < 2,000 

50 

Foe: status = Berserk 

50 

Fob: character MP > 70% 

too 

Fob: HP <1.000 

50 

Foe; status - HP Critical 

50 

Fob: character MP > 50% 

100 

Fob; HP <500 

50 

Foe: fire-weak 

500 

Fob; character MP £ 30% 

100 

Foe: HP = 100% 

50 

Foe: light ring-weak 

500 

Fob: character MP £ 10% 

100 

Foe: HP £ 70% 

50 

Foe. ice-weak 

500 

Ffir- riuuif inr MP •• y*:i 

too 

Foe: HP £50% 

50 

Foe; Barth-weak 

500 

Foe: character MP < 70% 

100 

Foe; HP £30% 

50 

Fob: water-weak 

500 ~ 

Foe: character MP<50% 

too 

Foe: status = Petrily 

50 

Foe; wind-weak 

500 

Foe: character MP<30% 

100 

Foe: status = Slop 

50 

Foe: holy weak 

500 

Foe; character MP ■ 10% 

too 

Foe: status« Sleep 

50 

Foe: dark-weak 

500 

Foe: character HP £ 90% 

too 

Foe; status = Confuse 

50 

Foe: fire-vulnerable 

250 

Foe; character HP £ 70% 

100 

Foe: status * Doom 

50 

Foe: lightning-vulnerable 

250 

Foe: character HP £50% 

100 

Foe; status ■= Blind 

50 

Foe; Ice-vulnerable 

250 

Foe: character HP £ 30% 

too 

Foe; status - Poison 

50 

Foe: earth-vulnerable 

250 

Foe: character HP > 10% 

100 

Foe: status * Silence 

50 

Foe: water-vulnerable 

250 

Foe: character HP < 90% 

100 

Foe: statue * Sap 

50 

Foe: wind-vulnerable 

250 

Foe: character HP < 70% 

too 

Foe: status = Oil 

50 

Foe: holy-vulnerable 

250 

Foe: character HP <50% 

too 

Foe: status = Reverse 

50 

Foe; dark-vulnerable 

250 

Foe: character HP < 30% 

too 


Fob; status ~ Disable 


5D 


Foe: undead 


100 


Foe: character HP < 10% 


100 


Self Gambits 


Gambit 

Cost 

Self 

50 

Self. HP < 100% 

50 

Sett: HP < 90% 

50 

Self . HP < 50% 

50 

Serf. HP < 70% 

50 

Sell: HP < 60% 

50 

Self: HP < 50% 

50 

Self. HP < 40% 

50 

Self: HP < 30% 

50 

Self: HP < 20% 

50 

Self HP <10% 

50 


Gambit 

CtKt 

Sett: MP< 100% 

50 

Sett: MP < 90% 

50 

Sett: MP<8Q% 

50 

Sett: MP < 70% 

50 

Sell: MP < 60% 

50 

Sell: MP < 50% 

50 

Sell. MP < 40% 

50 

Sell. MP <30% 

50 

Sell: MP < 20% 

50 

Self: MP < 10% 

50 

Self: status = Petrify 

50 


| Sell: status = Doom 


I Sail: status - Blind 

50 

| Salt: status = Poison 

50 

| Salt: status = Silence 

50 

| Sell: status = Sap 

50 

1 Sell: status = Oil 

50 

| Sell: status - Reverse 

50 

1 Sell: status^ immobilize 

50 

Isetl: status = Slow 

50 

1 Sell: status = Disease 

50 

| Sell; status = Lure 

5^_ 


50 


Gambit 

Cost 

Self: status - 

Protect 

Self; status = Shell 

50 

Self; status - Hasle 

5D 

Self: status = Bravery 

50 

Self; status = Faith 

50 

Self: status - Reflect 

50 

Self; status = Invisible 

50 

Self: status = Regen 

50 

Self: status = Feat 

50 

Self: status = Bubble 

50 

Sell: status ^ HP Critical 

50 



FINDING GRMBIT5 


You can typically find gambits "- 

in shops for a small price. 

However, urns anti diesis . - 

sometimes contain them as j ^ ? 

well. The party holds one • i' 

copy of the gambit no matter , 
how many copies are found, ^ 

Although finding gambits In 

the field saves a liHle gil, shop 

prices are very reasonable and worth Ihe investment. 


SL.J ^ 




















































































































































































Helpful Gambits 

The possibilities seem endless, but here arc a few useful gambits to get things going in the right direction. Use these as building blocks 
for more complicated gambits later on in the game. Remember to ahuays check your gambits before entering a major battle. One simple 
mistake can ruin an encounter! 



MANUAL REVIVE 


Some players may prefer to revive fallen allies manually, 
especially those who would rather swap out downed characters 
for reserve characters and worry about reviving later. There are 
certainly advantages to this strategy, but it does increase the 
party’s overall risk of losing the battle while the player's attention 
ts elsewhere. Figure out which way works best for you. 


Healing .Gambit, 



Ally: HP< Wo/(Cure. Cura, Curaga, or Curaja] 


This is perhaps (he second most important gambit. Make sure it always tot tows the 
Revive gambit. Healing is extremely Important in every battle, regardless at what the 
party is lighting. Unless, ol course. youYe just fighting weaker creatures ler sport or tool! 
Close In 50% is a good trigger during a fight Try staggering the percentage between Ihree 
characters to ensure there’s a primary, secondary, and emergency healer (For instance, 
use 60%. 50%. and 40%.} Doing so keeps the damage dealers lee used on fighting Instead 
ol stopping la heal all ol the time. 


^^-Status^EffecMtemovalGambits 

Ally: Status = rany staius)/(any status remover) 


Automating status removal Gan be a big help. Typically, It's best to refer to The bestiary to 
see wtvai type of status attacks the enemies are using, or Just pay attention while fighting. 
Find the proper gambit for the status in question and match if up with the cure. Esuna and 
Esunaga can eliminate most common status effects like Blind and Silence, white others 
require a specilit cure nr item. Sea the tallowing table tor a complete breakdown: 





AH characters who use a lot of magick should consider using one or 
both MP restoration gambits. Place the "Self: MP < 10%/Charge" 
gambit first tor maximum effectiveness. Remember to turn off the 
Syphon gambit when fighting immune creatures or bosses. 




^^^^^^Weakness^Gainb its^ 

Foe: | Arty element) wea^(ma1chltt a si ament] 

Foe: (Any eiemem) vulneral}le/(fnalchino elemenl) 


Most enemies have a weakness to at least one element. Casters cart take advantage ol these 
weaknesses by using the correct type of magick For Instance, cause eilra damage by casting 
Fire magick on an enemy with a low lire resistance, or Aero on a creature with low wind 
resistance. Lale in lbe game, gambits wilt enable you to automatically take advantage of such 
weaknesses and vulnerabilities. Make sure the caster has an MP restoration gambit before tire 
weakness gambits so he or she never runs out ol Mist Points. 




WEAK VS. VULNERABLE 






The difference between these lerms may not be obvious. Creatures 
liial are weak to an element sustain extra damage when hit with 
such magick. Vulnerability merely suggests that It is possible to 
damage the enemy with the spell; no extra damage is caused. 
Some of the toughest enemies lack weaknesses, but they may be 
vulnerable to more than one element. 









































































Post-Battle/Beneficial 

^gg^^^^^^^^^^^StatusiGaniblts 

Ally: Any/(positive status} 

Ally: HP * 601 q/C lira 
Ally: Any/fEsuna/Fsunagal 


Any gambit placed alter the attack gambit is Initiated once all nearby enemies are 
delealed. This is useful tor positive status eMeets such as Haste.. Bubble, Faith, Bravery 
and even Decoy and Berserk. By placing these gambits at the end, II ensures the 
characters focus on attacking during combat and spend less time protecting, This also 
means the player must lake over during longer baltles to ensure that necessary positive 
stales ell acts remain intact throughout the e nil re light 


Gambit Oddities 

The following aren’t the most practical gambits! but they are fun to use. Give them a shot and have some tun. They may even spark a few 
original ideas. 



Ally: (Melee specialist s nameJ/Bersark 


This tricky gam hi! sacrifices control 01 one character in favor of drastically increasing 
his/her attack power, speed, and combos. The character won I consider gambits when 
acting and may also run Irom large! to target rather than focusing on one, II isnt perfect, 
but it can be extremely affective. 



Self: Stains = blind/Sight Unseeing 


Sight Unseeing Is an amusing lechnick thal only works when the characier suiters from the 
Blind status. You can put this lo work by intentionally blinding the character and giving him 
or her a gambit such as Ibis one. Keep In mind that many enemies are immune In Sight 
Unseeing (In particular, the undead), so he ready lo turn off the gambit whan necessary. 

■■■ 




low on MP? ho worries. Shades ol Black enables a caster to fire a random Black magick 
without consuming any MP The only drawback is that you never know what will happen I 
The spell may be extremely powerful, inetteclive, or even absorbed by the monster. Ibis is 
mainly effective against lesser enemies so, unless you feet like taking a risk, don't use il 
against bosses. 




Foe: (Untie a ti/( Cure, Cura, Curat; a Cura|a, Raise, or Arise} 






The undeed may have a bunch of resistances, but they can t stand up against Holy magicks. 
This includes most restoration spells. Try bombarding a group ol urtdead wilb Curaja end 
watch them melt away 


Foe: HP * 1&D°WCharnt 


This is another lechnick that can be useluJ, bul more often than not, an enemy will resist il. 
Placing Charm with the "Foe: HP = 100%" gambit ensures that the easier will try to Influence 
someone other (ban the leader's target. Il can be useful when fighting large groups. 


Foe : Character HP > 90%/StwlBafer 


Soutaater Is a powerful lechnick thal consumes the user s HP to damage the enemy. 
Although il doesn't work well against the undead, il is effective against other enemies, it's 
especially effective against enemies with a high defense 


Bsmassa 


r 


Reverse magiek is unpredictable at best. It often misses and doesn't last long, but it can 
be benelicial when facing a particularly difficult enemy. Try casting Reverse en the party 
leader and watch as the enemy's attacks actually heal thal person. This Is best used in 
combi net ion with Decoy. Also, make sure all Healing gambits are turned of I white this 
gambit is active, or someone may actually end up killing the party leader while trying to 
heal him/her Alternatively, change the restorative gambits ol your non Reversed party 
members lo "Sell: HP< 50%/Curaga" so that they doni undermine your el forts. 


Foe: Flying Telekinesis 


This lechnick comes along very lale in the game, but d's incredibly uselul With this gambit, 
a character equipped with a melee weapon can strike a flying loe for random damage based 
oil the equipped weapon. This Is a huge advantage, since melee weapons usually cause more 
damage than ranged weapons. 











































FINAL FANTASYXII introduces a new battle system that will seem very foreign to FINAL FANTASY devotees. Don’t panic! Tie new 
system is more like the battle system of old than it first appears. It may take a little getting used to, but in the end, you'll love it. 


ADB: Active Dimension Battle 


So Why Fight al All? 


Perhaps the most notable difference is that there are no longer 
breaks between battle and exploration- Enemies are visible from a 
distance, so you choose to avoid or attack them. The party doesn't 
enter a battle screen that 
contains and limits the action. 

Tliis also means that additional 
enemies may join the battle as 
it progresses and the party can 
sometimes use the landscape to 
its advantage. 
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Unlike other FINAL FANTASY games, the battles aren’t random 
and you can choose to fight or avoid most enemies. Continuously 
avoiding enemies has its drawback, though, because batdes provide 
EXP (Experience), LP (License Points), clan points, item drops, gil 
drops, and additions to the Bestiary for defeating the games foes. 
Note, however, that some of the larger enemies—such as bosses, 
mini-bosses, and certain hunts—will not reward EXP or item 
drops, but they do offer large amounts of LP 



Battles take place in real time as before, but you can still select the 
“Wait” option from the Preferences menu .This grants the player 
more time to select actions and consider alternatives* Use this 
option if you’re new to the series or until you get accustomed to the 
new system. 


Pressing the © button brings 
up the Battle Menu. You can 
then choose actions by pressing 
up and down on the D-pad and 
pressing the © button again to 
confirm. A small timed meter 
appears next to the character’s 
name in the lower-left corner of 
the screen (see screenshot).The 
rate at which the meter rises is based upon the character’s speed. 
When the timed meter fills completely, the character performs the 
action. You can choose actions individually for each character by 
bringing up the menu screen and pressing right or left on the D- 
pad to cycle between the characters. 

While the new battle system might seem like a radical departure, it 
really isn't. With Wait mode on, the game's battle system is virtually 
identical to that of older titles, jusr thrown onto a 3-D plane. The 
main distinction here, then, is the Gambit system. Gambits enable 
you to automate many actions you would normally have to perform 
manually. 



Its possible to avoid most enemies while exploring,but as soon as 
the characters and enemies spot each other, the party enters a battle 
stance. The battle is then initiated unless you or the enemy decides 
to flee. Vaan and the rest of the party usually walk around with their 
swords sheathed. They're in 
battle stance if rheir weapons 
arc drawn. Once a battle stance 
has been initiated, it's usually a 
good idea to stay in one place 
and finish the battle, lest you 
draw more enemies into the 
fray and be forced to take on 
several at once. 
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Most enemies with a green life bar are non-aggressive and will not 
attack unless provoked; the exception to this rule are Elementals. 

It can be a good idea to fight these enemies to add them to 
your Bestiary or collect their dropped items. In some cases, like 
facing elementals, its a good idea to just walk past them. If you 
accidentally target one, it will stay non-aggressive until a hit lands, 
so there’s time to cancel your attack if you accidentally target a 
creature.There are a few exceptions to this rule regarding foes with 
green life bars. Elemental^, a powerful and unpredictable enemy 
with a green liar, often appear to be non-aggressive at first, but they 
will attack if the party casts magic. The other time non-aggressive 
enemies will attack is if they see your party attacking another one of 
their kind. 












Oh No! Whal Ifl in Seen? 


If you initiate a battle that you would rather not fight, hold down the R2 burton to trigger a retreat. Molding this button causes your 
characters to sheathe their weapons, in effect cancelling all actions and disabling all gambits. On occasion, an enemy will continue to chase 
after the party when they attempt to Bee. If other enemies spot the party running away; they may join in the attack. Eventually, some of the 
foes may give up on the chase, but its best to find an exit from your current area. Another way out is to run toward a set of cnemics/non- 

aggressive enemies that are natural enemies of the enemy in pursuit- This sometimes causes the enemies 
chasing after the party' to flee, but may' instigate a fight with the new enemies. 
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Hie plus side to running away is that the party 
slowly gains MP (Mist Points). It can sometimes 
be a good idea to temporarily run away from a 
win n able battle if the party needs a few more MR 


Restoring HP and MP? 


Here are a few ways to solve the problem of restoring HP and MP: 


(?) Touch a Save Crystal to tally restore all lost HP and M P. 

(?) Run around to restore MP. 

(?) Trigger a lucky Rejuvenation trap to gain HP. 

(?) Hit a lucky Manatont trap to gain MP; 

(?) Use an item from the Potion family 1 to restore HP. 

® Use an item from the Ether family Lo restore MP. 

(?) Use an Elixir item to restore HP and MP. 

( ?) Cast a spell tram Ihe Cure family or use the Revive technick to gain HP. 
(?) Use the Charge technick to restore MP. 

(?) Use Drain magick on an enemy to steal their HP. 


® Use Syphon magick on an enemy to piller their MP- or use it cm a 
herserked character since they restore their MP last and won t need it 
while in this stale. 

(?) Let your character get hit by a Magick type that his or her equipment 
absorbs to restore HP. 

(?) Cast Regen on a character to slowly restore their HP. 

® Although this rarely occurs- a character may pick up a dropped item thai 
may restore HP, MP, or both. (This happens randomly as a chain combo 
increases in level.) 

(?) Unlock certain spots on the li cense boa rd to reveal other ways to reslo re M P. 

(?) Take damage when a character has the Reverse magick cast on them to 
restore HP equal to the attack's damage. 


When a character loses all of his HR if s not the end of the game. Get the character back in action by 
casting Raise magick or using a Phoenix Down, or swap them out for reserve characters. Tie game 
doesn't necessarily end if all three active party members lose their HR When this occurs, you can swap 
in any reserve party members to continue the battle. The game only ends when all of your active and 
reserve party members have no more HP (hit points). 



Whal Else Is There? 


Iii certain parts of the game, the general rules will be slightly modified to create a more challenging experience. Occasionally you'll have to 
fight a battle as your HP or MP slowly seep away, or you may be forced to fight without using items. This is a very rare occurrence, but it's a 
good idea to know what the icons mean when this does occur. 



HP Sap: The active party's HP decreases as the fight goes on. 
Hie effect isn't lethal, though: a character with 1 HP won t die 
until be gets bit. 
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MP Sap: The active party's MP decreases as the fight 
coni In ties. 


No Magick: This el I eel prevents Ihe use of all magick or any 
gambits lhal cast magick. You must rely on physical attacks 
and teclinicks to cause damage and items lu heal. 
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No Technicks: This means that all tech ni cks are lacked. With 
Charge stricken tram your arsenal; It becomes necessary to 
rely on other methods ot HP restoration 


ss 


No Items: This effect prevents the use of items or gambits 
that use Hems. Healing and recovery must be accomplished 
through magick. 


Magnet Icon: Any characters equipped with metal armor or 
accessaries will have their ADO slowed dawn significantly. 
Remove aoy equipped metal and/or replace it with cloth or 
leather equivalents to speed up a character's actions. 


Charge Time Speed 


Stalus Effects 

Spaed 

Haste + Berserk 

speed 

Berserk or Slow + Hasle + Berserk' 

2a speed 

Hasre 

I.Sx speed 

Slaw * Haste* ar Slow + Berserk 

lx speed 

Slow 

Q,5x speed 

Slop or Stone 

Ox speed 

‘This effect only occurs it a character ties an accessory equipped that automatically provides one of 
these status effects and the opposite tnagick is cast on him. 


(►) Certain areas have no exits: During most boss battles, there is no 
chance to exit Ihe zone. 

..►) Instant game aver: There's just one ot these in the game and It occurs 
when yoo are lighting Ihe Demon Walls in the Tomb ol Rafthwall. 

(►) Battle timer: A certain battle has a timer that limits the length ol the 
tight. The enemy will have its HP Instantly rose! when ihe timer hits 
zero. 


Charge Time 

Every action has a certain time cost associated with it. The charge 
meter, which measures time for actions, is located in the right-hand 
corner of the screen next to each character's mime. After selecting 
an action or having a gambit automatically select one for you, the 
action is displayed above the 
meter and the meter begins 
to fill. When the meter is full, 
the word “action” will appear as 
soon as you're within range of 
the target character or enemy. 

After an action has begun to 
charge, you can stop it by doi ng 
the following: 


Parly 

Your party consists of several different types of characters who each 
play a different sort of role* 


® Batt le M er: A p a rly me m be r who I s c u rrg ntiy o n lb e ball I efteid. 

You arc limited to three bailie members at a time and any extra parly 
members are forced to sit on the bench as reserve members. 

(►) Reserve Member: Reserve members are parly members who are no I 
actively fighting, bul are members ot your party. 

; >,j Guest Member: A story-related ch a racier who joins your party 

temporarily. This person is not considered a parly member, so gambits 
do not work for them, Other party members can heal these characters 
and use items on Idem. 

® Other Member: A non-siery character whe jpins liie party tomporarlly 
and does not appear In your party list. This person Is also not 
considered a Party Member. 


Watch the information section in the right-hand corner of the 
screen to notice that the character names change from red to blue 
depending on what actions arc being performed and what actions 
arc bei ng performed against them. If a battle member's name 
appears in red, this means that you cannot swap out the character 
for a reserve character. Instead, you must wait until the action is 
finished to perform the swap. 



® Salecling another command 
(►) Entering escape mode 
® Changing equipment 
® Switching maps (zones) 

(►) Examining a treasure box or speaking to someone 

(>) Having higher priority gambits tultllling their conditions, which restarts 
the charge bar in favor of the highest priority action 


The Parly Leader 

One battle member is always designated as the leader. The lead 
character can be identified by either having their name highlighted 
or having a red Bag attached to their portrait. This is the character 
who you move around the field. To change the lead character, go to 
the Party Member screen, change the current battle members, and 
watch the leader Bag jump around between leaders, or simply press 
the D-pad up or down while exploring. If the lead character runs 
out of HP, you will he forced to designate a different battle member 
as the leader before continuing. 

























Sinking a Balance 

Reserve party members do not receive EXR when enemies are 
defeated, but they do receive LP. Depending on vour preference, 
you can choose to focus on a single set of three characters as battle 
members for most of the game, or continuously swap out battle 
members and reserve members to keep their levels somewhat even. 
WARNING! If von locus on a smaller number of characters, you 
will be more susceptible to defeat when your main group of battle 
members is defeated. 



It s best to keep the party at a uniform level throughout most of 
the game. This Is less critical once everyone hits 40. At this point, 
it s usually host to select a primary battle group and focus on 
promoting them for the side events to come, It’s much easier to 
raise three characters to 99 lhan It Is to raise all six. 


Attributes 


Character effectiveness is comprised of several statistics that are 
altered by things like a character’s level and equipment, or negative 
and positive status effects. Leveling up increases a character's 
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base statistics, but you can 
also affect these values by 
eq ui ppi n g certain equip men t. 
Tire following is a list of things 
that drastically increase certain 
attributes: 


® Increase HP: Equip tight Armor or unlock +HP slcls on the license hoard. 

® Increase MP: Equip 3 Rod or unlock multiple Quickening panels on 
the license board. 

® Increase Attack Power: Equip weapons and ammunition. 

® Increase Defense: Equip armor. 

® Increase Magick Resist: Equip hats and halms. 

® Increase Evade: Equip a shield. 

® in c re a se Magick Eva de: Equip certs E n shie Ids. 

® Stren gth: Equip Heavy Armor or uniock Battle Lore 0 n the Iicensa board, 

® Magick Power: Equip Mystic Armor or unlock Magick Lora 
on tha license board. 

® Vita I ity: Equip ceria i n a ccessories. 

® Speed: Equip certain accessories. 


I EXP Level Requirements 


Level 

Total EXP 

Level 

Total EXF 

Level 

Total EXF 

Level 

Total EXF 

t 

0 

26 

123665 

51 

1249580 

76 

5215245 

2 

51 

27 

140286 

52 

1338271 

77 

5469006 

3 

169 

28 

158474 

53 

1431529 

78 

5731834 

4 

386 

29 

178321 

54 

1529506 

79 

6003941 

5 

735 

30 

199920 

55 

1632355 

SO 

6285540 

5 

1253 

31 

223368 

56 

1740233 

61 

6576848 

7 

197a 

32 

243763 

57 

1853298 

82 

6878083 

a 

2950 

33 

276205 

56 

1971710 

83 

7189465 

a 

4213 

34 

305798 

59 

2095633 

84 

7511216 

10 

5S12 

35 

337647 

69 

2225232 

85 

7843567 

11 

7796 

36 

371661 

61 

2360676 

86 

0186741 

12 

10215 

37 

408550 

62 

2502135 

87 

6540970 

13 

13121 

38 

447826 

63 

2649781 

88 

8906486 

14 

16570 

39 

489805 

64 

2603790 

89 

9263525 

15 

20619 

40 

534604 

65 

2964339 

90 

9572324 

16 

25329 

41 

582344 

66 

3131699 

91 

10073124 

17 

30762 

42 

633147 

67 

3305782 

92 

104B6167 

18 

36982 

43 

667137 

68 

3487042 

93 

10911697 

19 

44057 

44 

74 444 2 

59 

3675577 

94 

11349962 

2D 

52056 

45 

805191 

70 

3871576 

95 

11801211 

21 

61052 

46 

869517 

71 

4075232 

96 

12265697 

n 

71119 

47 

037554 

72 

4286739 

97 

12743674 

n 

82333 

46 

1009438 

73 

4506293 

93 

13235398 

24 

94774 

49 

1085309 

74 

4734094 

99 

13741129 

25 

106523 

so 

1165308 

75 



When you select an action for a battle member to perform, a target 
line appears (unless the option is turned off) that shows who the 
character is targeting. Depending on whether the action is an 
attack* a curing Magick or a status-enhancing Magick, the line will 
appear in a different colon 
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The rechnick Libra enables 
you to see a lot of useful 
information about enemies. 













































































































1 . Libia: if Libra is cast on your party, the Libra icon will 
appear here to show whether the enemy is affected by it or 
not. If the enemy is not affected hy Libra, an "X” wilt appear 
over the Libra mark, 

Z. Flying: If the enemy is a flying type, a feather and the 
words flying type will appear here. 

3. Enemy Level: If none of your battle members have 
Libra active, you wilt see question marks in place of the 
enemy’s level. 

4. Name: If an enemy’s name appears in red, that is an 
indication that the enemy is three or more levels higher than 
your characler. If the name appears in yellow, the foe is 
one or two levels higher than your characters. And if Ihe 
name appears in blue, the enemy is either the same level 
as yours or lower. This information only appears when Libra 
is inactive. 

5. Current HP and HP Max: If none of your battle members 
have Libra active, you will see question marks in this spot. 

B. Status Effects: This section indicates any status effects 
currently in effect, 

7. Weakness: The enemy's weak point. It none of your battle 
members have libra active, you will see nothing in its place. 


Switching Targets 

Pressing the R1 or LI burton enables you to select a different 
group of targets. The cursor cycles through target groups in a 
specific order before coming back around to the original target. If 
your cursor targets the battle members by default, pressing the R1 
button switches to your reserve members, other members, and then 
enemies. Pressing the LI button does this in reverse. If no other 
members are present or performing the action on reserve members 
is not allowed, these categories will be skipped. Again, that order is 
as follows: 


Enemy HI -> battle members R1 -> reserve members R1 -> other 
members R1 -> back to the enemy 


Attacks 


Target Line 

The target line helps to designate whether a character is targeting a 
friend or foe and with what type of action. Here s a breakdown of 
the colors and what they mean: 


Purple: Monster action (healing) 

Blue: Character action (anything aside from healing) 
Breen: Character action (healing) 

Red: Monster action (anything aside from healing) 


Targel Signal 

The target line indicates where your lead characters target is, but 
there is another arrow next to that character that signifies whether 
they arc actually dose enough to the target. 111 is arrow changes 
color depending on whether or not you are within range. 


Red Arrow: Your character is outside of range to attack the 
monster 

Yellow Arrow: Your character is within range to attack the 
monster. 


Attacks are divided into two categories: regular attacks and 
magick attacks. The following table breaks down the basic things 
that affect various aspects of every attack. 



Critical Attacks and Combos 

Weapons don't always hit for the same amount of damage. There 
are minor fluctuations with most weapons between each hit based 
on the success of the attack and 
the enemy’s defense. Weapons 
sometimes make a critical hit, 
which drastically increases the 
damage caused. This usually 
increases the attack power, but 
it is also affected by elemental 
weaknesses and strengths that 
come into play 






































Combo attacks are random, but certain weapons are more likely 
to combo than others. Katana, ninja swords, and daggers combo 
very often and can create a chain of up to 10 hits at a time. Ranged 
weapons like bows and guns never combo. Weapons that combo 
often typically cause less damage per hit, but can bypass the 9999 
damage limitation of stronger weapons by bitting multiple times. 


2H Sword: 9999 damage x 1 hit = 9999 damage 
2H Katana: 4999 damage x 10 hits-49990 damage 

Keep in mind that combos don’t occur with every swing and a 
10-hit combo is a very rare occurrence,The damage difference tends 
to even out over time, so the ability to combo frequently doesn’t 
necessarily make one weapon better than another. However, the 
Genji Glove accessory will facilitate combo bits, especially with a 
Katana. 


Counters 

The Battle Harness accessory enables a character to automatically 
counterattack upon being attacked. This is a fantastic option early 
in the game, since it makes it much easier to deal with multiple 
opponents. 

Enemies sometimes counterattack, so beware. Tie word “Counter” 
always appears on-screen when a counterattack occurs. You can 
thwart enemies that counterattack frequently by using Immobilize 
or Sleep and magicks, since magicks cant be countered. 

Elements 

Battle members and enemies can use weapons and magicks that are 
enhanced with the power of the elements. Knowing this and using 
it to vour advantage can give you the upper hand in many battles. 
Conversely not paying attention to how these elements can work 
against you may mean your characters will meet a quick end. 


Elemental Armor, Shields, Weapons. & Accessories 



0 

jV 
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Weak Point 

- 

Venetian Shield 

Adamant Hat. 

Adamant Vest 

— 

- 

- 

Bone Hefm, Bone 

Mail 

- 

Half Damage 

Flame Shield, 

Adamant Hat. 

Adamant Vast, 

Mariulacted Nelhicile 

Manufacied Nethlclte 

Ice Shield, 

Man u [acted Nelhlcile 

Manufaded Nelhtcile 

Manufacied NethicifE 

Wind breaker, 
Mamifacted Neihirile 

Manufacied Nelhtcile 

Bone Helm, Bone 

Mail, Manufacied 
Nelhicite 

immune 


Zodiac Escutcheon, 
Rubber Suit 

— 

Oregon Shield 

Viking Coal 

- 

- 

- 

Absorb 



- 

- 

- 

— s 

White Mask, Sage's 
Ring 

Demon Shield, Black 
Mask 

Strengthen Magiek 

Burring Bow, Flame 

SI,lit 

Storm Staff 

Glacial Staff 

— 

SiK-lluted Pole, Claud 
Stafl. Films rote 

Cherry Stall 

Holy Rod. Staff Dfthe 
Magi, While Robe 

Zeus Mace. Black 

Garb 



Weak point = 2i damage Nol effective = Ox damage (no damage) 

No element changes - lx damage (normal damage) Absorb = -lx damage (healing) 

Half damage = O.Sx damage 


Status Effects 
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Tie re lire two types of status 
effects: positive and negative. 
Like their names imply, positive 
status effects arc beneficial to 
your party. If you have them, 
good; if not, you may want to 
think about it. By contrast, 
negative status effects can 
change the tide of battle against 
your party, making things a bit more difficult. You can remove 
status effects in several different ways. You can use items, magiek, or 
simply wait until the spell wears off 


jtuti_7g£ 

4>ouon 245 
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® Vila lily in tresses the length o! time I hat positive status effects slay 
active, while reducing ihe time lhat negative status effects ere in 
etlecl. 

if) Save Crystals remove negative status elfecis, but positive status effects 
stay a dive. 

® Unlocking Spellbound on the license beard increases the amount of 
time thal positive status effects last, but it has no effect on negative 
status effects. 
































Length of Status Effects 

The amount of time that status effects stay active on your characters 
depends upon the effect itself (see the list in this section). Some 
effects do not go away naturally with time, but most of them do. 



A higher vitality reduce 
Iasi. 

s the amount of lime that i 

negative status effects 

® 

A higher vitality lucres! 
effects Iasi. 

m the amount ol rime ttia 

t positive status 


When Stop is cast on yc 
will nal decrease until 1 

iur characters, their other 
he Stop wears off or is tal 

status effect timers 
ten away. 

® 

The status elf eel time i; 
having Slow er Haste in 

s not effected hy modify Ini 
iflicted, 

j the battle speed, or 


Mist Charges 

Mist Charges arc divisions of Mist Points that you can spend to 
summon an Esper or use a Quickening* Each character can obtain 
up to three Mist Charges. The first charge is obtained when the 
character unlocks his or her first 
Quickening or Summoning 
spot on the license board. The 
second and third charges are 
obtained when the character 
unlocks his or her second and 
third Quickening® on the 
license board respectively* 



Conflicting Status Effects 



' V(nt cannot cast Decoy when a player is 
inflicted with Stop, but a player inflicted' 
with Decoy can still he hit with Stop , 


You can remove several status 
effects by casting an equal blit 
opposite spell on a character. 
Unfortunately, this doesn’t work 
for everything. See the list to 
the left for all the details* This 
list shows pairs of status effects 
that will not be effective when 
one has already been cast on the 
character. 



'Casting Stop when a player is inflicted with 
Decoy wifi remove Decoy, Put not the other 
way around 


The following status effect pairs 
will overwrite their counterpart 
when inflicted on an ally or 
enemy. 


Preventing Status Effects 
with Equipment 

Certain equipment can prevent your characters from succumbing to 
negative status effects, and some will cause your characters to always 
he inflicted with positive status effects. Examine the equipment 
section (see page 262) to see the special statuses that equipment and 
accessories can carry. 


Even if you aren’t planning on summoning Espers or using 
Quiekenings, its still a good idea to unlock the Mist Charges as 
soon as possible. The first Mist Charge simply turns your max MP 
into a charge, but the second one adds another charge that can hold 
the same number of MP as your current max, effectively doubling 
that characters total MP! The third Mist Charge earned adds 
another charge to your MP Max that is equal in size to the others. 

Mist Charge usage is easy to understand* Each Mist Charge 
requires a percentage of your character’s MP to be available before it 
can be used* If vour character has enough MP to fill a Mist Charge, 
it appears as a yellow bar in the character status section in the right- 
hand comer. If vour character doesn’t have enough MP, this bar will 
be a blue bar instead of a yellow one. If you then restore enough 
MP to fill a Mist Charge, a subtle chime rings that signals you can 
use the charge again. 


Battle Chain 



The basic gist of battle chains is that each time you defeat an enemy 
that is the same type (classification) as the previously defeated 
enemy* your battle chain number will increase by one* As you 
continue to defeat the same type of enemy, the chain continues to 

grow until eventually the chain 
level increases* This raises the 
chance that the fallen enemy 
will drop valuable items in 
greater numbers* As the Chain 
Level increases through each 
of the four ranks, so too do the 
rewards* 







































Easy Money? Sign Me Up! 

Unfortunately, fighting the same enemy over and over again can be 
problematic, lliere arc lots of different enemies in Dalmasea* and 
the variety of enemies in each area tends to be pretty high. There are 
three ways to break a Battle Chain: 


1, Defeat a monster of a different type, 

2 , Enter a lawn. 

3, Touch a Save Crystal, 


Battle Advice: 

Mix Up Your Weapon Types 

Allowing the game to automatically select your weapons based on 
attack power isn't always the best idea. It s often a better idea to 
mix up your weapon use a bit. Some of the weaker weapons carry 
specific abilities that can make a character more useful in certain 
situations, I Icrc are some of the “weaker” weapon groups and their 
advantages: 


An enemy that has a different name doesn't necessarily mean that 
it is a different type (classification). If you fight several Wolves 
and then a few Hyenas, your chain won't break because both are 
classified as Wolves, If, however, you defeat a Cactuar, the chain will 
return to zero. 


j Item Drop Rarity list | 


Chain Level 

Common Drops 

Semi Hare Drop* 

flare Drops 

Super Rare Drops 

0 

40% 

25% 

3% 

1% 

1 

45% 

30% 

6% 

2% 

2 

50% 

35% 

0% 

3% 

3 

55 % 

40% 

12% 

5% 


® Bow & Crossbow: These weapons are primarily lor use against flying 
creatures, but also allow the wi elder to keep their distance from ground 
enemies. The ammunition used else allows for a variety of elemental 
or status sttasks, 

f ► ) Gun & M eas ure: Guns and IVTeasures completety ignore an enerny’s 
defense, making them a great choice against heavily armored enemies. 

® Axe, H ammer & H and -B n mb: Thes e we a pa n s ce n cause a I ot of 
damage at once, but sometimes hit tor very tittle damage. 

® Rod & Staff: These magi causer weapons add magi ck power and MP 
to their wielders. 


Intangible Rewards lor Chaining 

Item rewards arc great, but they're not the only rewards for making 
chains.The items gathered may also restore HP or MP or even cast 
magiek on your characters. Refer to the following chart for all the 
details: 


Focus on Useful Magiek 


There are a few spells that are a lot more useful than you may 
initially think. One of these spell combinations involves casting 
Refleetga on all of your characters, then attacking them with attack 
magiek. 


Chain Level 

Bonus 

10% HP 

Restore 

10% MP 
Restore 

Protect 

Shell 

0 

0% 

□% 

0% 

0% 

0% 

1 

20% 

10% 

10% 

0% 

0% 

2 

50% 

20% 

20% 

5% (Leader) 

5% (Leader) 

3 

60% 

25% 

25% 

5% (All) 

5% (All) 


Focus on Useful Accessories 


Some accessories offer less useful enhancements. The following 
accessories are the real deal and offer your characters attractive 
bonuses that are well worth the cost and effort it takes to acquire 
them. 


Accessory 

Effect 

Sage's Ring 

Hall maqtck cost 

Diamond Armlei 

Better irea&iire 

Thief’s Cuffs 

Stealing becomes easier and belter fool 

Gen|i Gloves 

Improves chance of scoring multiple hits 

Nihopalaoa 

Reverses effect of potions and status curing ileitis. such that potions cause 
damage and Antidotes become Poison Potions, etc, 

Embroidered Tlppel 

Double wearer’s received EXP 

Jade Collar 

Improves chance of avoiding attacks 

Indigo Pendanl 

Improves chance for magiek lo hil 

Golden Ainu let 

Doubles wearer's received LP (excellent for reserve parly members) 

Bubble Belt 

Doubles the wearer's HP 

Hermes Sandals 

Endows Ihe wearer with the "Haste" status effect 

Cat-Ear Hood 

Huge Speed and Vrtalily increase 


Another very useful spell is Reverse. When it is cast on your own 
characters, it converts any damage that the player receives into HR 


® White Magiek: White Magiek can heat your characters and remove 
nearly any status ailments. Make this a top priority for all characters. 

® Va r i dus Atta ck Magi ck : Attac k Ma g i ck e n ab I e s yo u to ta rgel a 
monster’s specific weakness. Pure melee characters can ignore these 
until ihey have extra LP to spend. 

® Haste & Hastega: The Haste spells put the status effect Haste on 
your characters, 

►) Re ft ect & Reflect g a: The R of I e ct sp e 11 s pu f t h e statu s ef I e ct R ef le ct 
on your characters. 

® Protect & Protectga: The Prated spells put Ihe status etfed Protect 
on your characters. Make sure at least one parly member has access to 
these spells once they become available. 

® Shell S Shellga: The Shell spells put the status effect Shell on your 
characters. These aren't as critical as Protect, hut come in very handy 
when facing bosses that use powerful magiek, 

® Reverse: Any damage received is turned into HP. while any cure spells 
turn into attack damage. This is essential when facing same ot the 
toughest bosses In the game. 

® De coy: D e co y draws the a ttenl in n of the en e my to a s pec it ic c h arac ter. 
Put this on the primary fighter in the parly to keep the sup pari 
characters safe. 


More Magicks 












































® Bubble: Bubble doubles your maximum HP for its duralio 
the moment it becomes available. 

n. Use il 

ttrom 

® Syphon: This lets you absorb MP from ihe target, Some e 
immune to the elfecl. especially bosses, but Ws Iar more 

inemies 

effective 

are 

■ Ilian 

Ibe Charge lech nick. 


Focus on Useful Technicks 


Technicks arc nice because they don't require MF to cm. Some are 
iar more useful than others, though. The following technicks are 
very useful arid many become life-saving tools during the course of 
the game. 


® Steal: Sleal enable; 

i you to tal 

ce items Ircm enemies. This is a great 

way to Increase cast 

i Ifow and 

it is essential to oblaimng rare loot that 

unlocks some of the 

game s be 

si weapons and armor. 

® Libra: Libra enables 

i you to sp 

ot traps a fid view an enemy's slats. Keep 

it on a gambit al all 1 

limes. 


® Charge: Charge ena 

ibies you t 

o instantly regain MF, 11 you miss an 

a 1 temp ted charge, yi 

rurMPwil 

1 reduce to 0, so be careful! 

® 1,000 Needles: Oe 

aisl.OQO 

damage to one lae. This can prove 

useful tor a charade 

rwho use; 

> magick as a primary attack method 

or a weak weapon th 

at boosts 1 

heir magick power, but the enemy is 

temporarily immune 

to magick 

damage. 

® Expose: Lowers an 

enemy's d 

efense. You can use this over and over 

again during a battle 

t to deplet; 

i the enemy's defense. 


Respawning Treasure Chests 

There are three re spawning treasure chests inside Barheim Passage 
Special Op Sector 5 that each contain approximately 3000 gil.To 
maximize profits* take these three treasure chests, make your way 
to either the Zeviah Subterrane or the North-South Junction to 
reset the chests, then return to the Special Op Sector 5 to take them 
again. 

Steal from the King Bomb 


Reflecting Attacks to Increase Damage 

With the right setup, its possible to hit an enemy multiple times 
with a single spell To do this, create a situation where all of your 
battle members have the status enhancement Reflect cast on them. 
After doing so, access the magic menu, target each member of your 
own party, and unleash the elemental attack. The spell will bounce 
off your party and every individual hit will reflect onto the single 
opponent, thus magnifying the strength of the attack bv three. If 
you have a guest member and another member in your party, it's 
possible to increase the number of hits to 5! 

Since magic can only be reflected once, it s possible to hit enemies 
that currently have Reflect cast on them with this as well Several 
spells work well with this technique, including Firaga, Blizsaga, 
lhundaga, and Scathe, which has the power to inflict nearly as 
much damage as your strongest Quickening combo. 

“Last Selection" Cursor Position Damage 

In the options screen, there's an option to remember the last- 
selected action and automatically return your cursor to it when you 
access the action menu. This option is crucial if you're going to play 
in Active mode and can be very useful in Wait mode. Regardless of 
your selected mode, you'll often find yourself needing to perform 
the same battle action multiple times. “Last Selection” removes the 
tedium of having to wander through the menu over and over again. 

Using Esper License Grid Slots 
to Gain 1st Charges 

11 you don't have all three Mist Charges on any of your characters 
by the time you unlock the Famfrit, Chaos, Ultima, or Zodiark 
Espers, you can flip over one of these panels to instantly gain access 
to all three Mist Charges. These Espers require three Mist Charges 
to cast, so the game will unlock any missing charges when you gain 
access to the Espers. 


King Bomb s Stolen Loot 

Sleal Rat* tin 

m 

Sell 

Common 

Bomb Shell 

096 gil 

Average 

Fire Crystal 

160 grl 

Rare 

Bomb Fragment 

tail gil 


The King Bomb battle 
is one of the rare 
boss battles during 
which you can enter 
and leave as many 
times as you like. You can then save your game at the Save Crystal 
just outside of the boss room. You can use this to your advantage 
in several different ways. First, without touching the Save Crystal 
between each trip into the room, it s possible to build up a mean 
battle chain from the endless supply of bombs that King Bomb 
drops. Second, and perhaps more importantly, you can steal from 
the King Bomb each time you face him. You can quickly collect up 
to 99 items that can be sold for a reasonably large chunk of cash. 


“Fishing” for Enemies 

When you find a group of difficult enemies that are grouped 
together and you don't want to fight them kill at once, it's possible 
to lure enemies out one at a time and take them on individually. To 
do this, make sure your party leader is a ranged character. Approach 
the enemy from far away and manually select “Attack,” targeting the 
neatest opponent. You'll be too far away to hit the enemy, so slowly 
creep up to the group until you're within distance to attack and your 
character will automatically use their attack, drawing its attention 
to your party. Now that the opponent is aware, hold down the R2 
button to run away. The enemy will follow, leaving the rest of his 
cronies behind to pace back and forth. 

















Espers are powerful creatures that characters can summon to aid 
the party in battle. They take the place of two party members and 
remain in the battlefield for one minute and thirty seconds or until 
the summoner or the Esper is defeated. Each Esper has a different 
set of skills that makes it more useful in some situations than others. 

Unlocking the Espers 

All of the Espers are loeked at the beginning of the game } and 
they wont become available until the party tracks them down 
and defeats them. Some of 
the Espers appear during the 
normal flow of the games 
storyline, but others are 
more difficult to track down 
and require a bit of extra 
adventuring. 



^SEESiJE 



Espers remain on Hie battlefield until one of Hie following occurs: 

‘One minute and thirty seconds passes. 

‘The summoner is defeated. 

“The Esper is defeated 
^Dismiss*' is selected. 

‘A Teleport Crystal is used. 

‘The party boards the Straht £ 

*Ttie party rides a chocobo. 

‘The party enters a cityMIage/camp. 


Restrictions & Notes 


Defeated Espers appear on the license board as a panel A character 
must then purchase the Esper with LE These arc one-time only 
panels, so only one character can unlock each Esper. There's no limit 
to the number of Espers one character can command, but it's best 
to spread them out amongst the party members. 

Summoning an Esper 

It takes between one to three Mist Charges to summon an Esper 
The Espers cost is a good measure of the creature’s power, A single- 
Mist-Charge beast like Bellas doesn't compare to a three-Mist- 
C barge behemoth like Ultima. 


Espers respond pretty" much like any other guest character, in that 
the player has no control over the Espers actions. Each Esper has 
its own gambits that it follows, which are listed in the following 
sections. 

The summoners level determines an Espers level and stats.The 
effect only determines the Esper’s level, not its HP and MP, and 
these values vary from one Esper to another. 

While an Esper is active, the player cant change leaders/flic 
summoner treats the Esper like another party member, so he or 
she may automatically begin casting things like Haste, Bubble, and 
Protect if your gambits are set up to do so. 



A character can summon an Esper at any time as long as the 
necessary Mist Charges are available. Also note that Silence has no 
effect on your ability to summon Espers. 

To initiate a summon, select the Mist option from the battle menu and 
then choose Summon to make a list of available Espers appear. You 
can summon those names that appear in white, while those names that 
appear in gray are temporarily unavailable due to cost or a status effect. 



Refer to the following legend for a breakdown of the icons used on 
the following pages: 



Espers are so powerful that they’re immune to many things. For 
example, most negative status effects wont harm an Esper. There are 
even some that come equipped with positive effects like Faith and 
Bravery that cannot be dispelled. 

Beware of statuses on an Esper when it is summoned. Some Espers 
appear in battle with Reflect already cast upon it, which makes it 
difficult to heal An Opal Ring really helps out in this situation, 
since it enables the summoner to cast through the Reflect spell. 

Generally, the summoner should focus on healing while an Esper 
is active. Boost the Espers power with Haste and Bubble if needed, 
but keep a Cure ready at all times. Also, try to keep the Esper alive 
king enough to use its finishing attack. 




























Libra 


IP Cost 

fl© 

Mist Charge 

■a 

Attack Pwr. 

©a 

Defense 

29 

Mag. Resist 

eh 


Lvl Max HP Max MP Str. Mag. Pwr. Vit. Spd. 


Painflare 


Magrck 


HeMTire 


i ysiraJ 


•J". V- 


Diameter 3 


mm 


Scion of darkness and guardian of 
the Holy ReaEm, made by the gods in 
opposition to the Transcendent Loghril, 
scion of light. Called the Gigas lor his 
appearance: man and monster fused 
as one. Considered a mistake upon his 
making, and receiving not his intended 
role, the Gigas challenged the gods and 
lost. Scorned by tils masters, he found 
another: the Dynast-King, whose tomb 
he swore 1o protect tor eternity. 


Bellas Is discovered wilhin the norma! 
storyline. The first Esper discovered in 
the game, hes weaker than most. He's 
Still very useful when lacing enemies 
with a weakness to tire magiek and 
comes in handy when challenging the 
first few hunt marks. 


1 

890-891 

23-25 

45 

46 

26 

26 

to 

1025-1336 

50-70 

50 

. 

51 

20 

20 

20 

1270-1336 

90-140 

56 

b/ 

30 

30 

30 | 

1585-1700 

131-212 

62 

63 

33 

33 

40 

1883-2060 

181-302 

68 

69 

35 

35 

50 

2359-2625 

224-373 

74 

75 

37 

37 

60 

2779-3123 

264-440 

80 

81 

40 

« 

70 

3017-3403 

294-490 

86 

87 

42 

42 

BO 

3292-3727 

324-540 

91 

92 

44 

44 

90 

3667-4171 

344-570 

9 ' 

98 

47 

4 7 

99 

4090-4673 

353-587 

99 

99 

49 



H-I.lf,-. 


1 

Summon Time Remaining 10 Seconds 

Hellfire 

2 

li HP < 30% 

Hatllire 

3 

lithe enemy can absorb Fire 

Attack 

4 

If the enemy is weak against Ffre 

Painflare 

5 

If an enemy is spotted 

Paintlaie 


Strengths & 
Weaknesses 


• 


> * 

Absorb 


Hafl 





& 

Haft 


Half 


6 



wash 


Hafl 





*** 

Halt 


Half 



















































































Strengths & 
Weaknesses 


LP Cost 
Mist Charge 
Attack Pwr. 
Defense 
Mag. Resist 


Gambit 

Number Description Name 


Summon Time Remaning < 10 Seconds 


Ffostwave 


Anai k 




■ m 


if Hp^rn 


Frostwave 


Cura 


Diameter 10 


M, i i i 




J1 Summoners HP < 50% 


Cura 


Flash-Freeze 


Magicfc 


II the enemy can absorb ice 


N the enemy Is weak against Fire 


It an enemy is spotted 


Attack 


Flash-Freeze 


Flash-Freeze 


Froslwave 


Diameter 8 


Magtck 


Actions 

Name Range Scope Type 


Element Attack Foundation 


224-37S 


264-448 


294-4&S 


324" m 


344-578 




131-212 


181-302 


2469-2735 


2889-3233 


3127-3513 


3402-3837 


3777—4231 






1695-1818 


1993-2179 




Mateos is also encountered during the mam storyline. This 
evil being appears 1o have entrapped an ice goddess, so it 
oses a variety ol ice magicks. Mateus is more useful when 
facing creatures that are weak against ice magick. It also 
has a healing spell that can help keep itself and the 
sum in oner alive when facing a group of enemies. 


50-70 


90-140 


Scion ol darkness ruling and protecting those who live 
in the underworld, in opposition 1o Lahabrea, Abyssal 
Ceiebrant and scion ol light. In the course of his rule, he 
submitted to avarice, and the darkness took his heart, 
transforming him until he was both evil and corrupt. Then in 
his cowardice did he bind a Goddess of the Demesne of Ice, 
and using her as a living shield, he challenged the gods. 
Defeated before their might, he fell screaming into the 
depths of hell, Ihere io be imprisoned lor eternity. 


1135-1158 


1380-1446 


1000-1001 


23-25 


Absorb 


MalMlGorrupl 































































































Actions 


1 

2430-2431 

23-25 

51 


26 

26 

10 

2505-2588 

50-70 

56 

St 

28 

28 

20 

2810-2876 

90-140 

62 

57 

30 

30 

30 

3125-3248 

131-212 

68 

63 

33 

33 

40 

3423-3600 

181-302 

74 

69 

35 

35 

50 

3890-4165 

224-378 

80 

75 

37 

37 

60 

4319-4863 

264-448 

36 

81 

.;p 

40 

m 

4557-4943 

294-438 

92 

87 

42 

42 

60 

4832-5267 

324-548 

97 

92 

44 

44 

90 

5207-5711 

344-578 

99 

98 

47 

47 

99 

5630-6213 

353-587 

99 

99 

49 

49 


Mag. Pwr. Vit. Spd. 


Number Description 


t 

Summon Time Remaining < 10 Seconds 

Soul Purge 

2 

If HP < 30% 

Soul Purge 

3 

If an enemy is spoltetf 

Devour Soul 


Attack Feu rmatjon 


1 Devour Soul 

10 

WA 

Magrck 

None 

N7A 

Soul Purge 

12 

Diameter 8 

Magick 

None 

N/A 


m 


Strengths & 
Weaknesses 


11 



Normal 





Scion that is both horse and woman, wielding utter control over the souls that wander Ihe underworld. 

In opposition to the Martyr Igeyorhm, scion of light. Though she once served the gods as a guardian, 
when Lfilima announced her rebellion, Shemhazai went to her, whispering ol the gods' hidden weak¬ 
nesses. She then descended upon ihe land without leave of the gods, and taught men of destruction and 
evil. For this was she stricken down and bound. 

Shemhazai joins the party as pari of the game s normal storyline. She also wields an all-or-nothing 
attack, which some tougher enemies and bosses can resist, it's best to save her for lesser enemies and 
rely on other Espors during difficult battles. 


ft 




' 


Normal 


mist Charge 
Attack Pwr. 


Defense 


Mag, Resist 



















































































Mag. Pwr. 


► Location: 




j ^ 

Actions 

Hama Range Scope Type 


Element Mack Foundation 


224-378 


Roxxor 


Magick 


EorTh 


131-212 


181-302 


3829-4095 


264-443 


294-493 


324-543 


344-573 


353-587 


Attack 


Physical 


Earth 


3085-3178 


3353-3830 


4249-4593 


4487-4873 


4762-5197 


5137-5641 


5560-6143 


Gaia's Wrath 


Diameter 8 


Mag Ink 


2495-2518 


50-70 


2740-2806 


90-140 


23-25 


Scion set by I he gods to wield and manipulate the laws oi this world, and with holy 
power lead mankind la order. Created in opposition to Fandaniel the Protector, scion ot 
light. Desiring to bring order to all things, he joined with Ultima in her bailie against the 
gods. He gave his body to the Thousand-Years War, and when his strength was spent, 
down into the burning inferno he fell. 


Hashmal is also encountered during the game's main storyline. His earth attacks are 
very valuable, since earth is a common weakness among flying toes and yet is unavail 
able to the parly through normal magicks. Triggering his linal attack is occasionally 
difficult, since it requires the summoner s HP to be near critical. This makes Hashmal 
a good choice when the summoner is already in the critical HP state, so he 
performs G aia' s Wrath u pon entering t h e halite. j 


Gambit 

Humber 

Description 


1 

II Summoners HP < 10% 

Gaia's Wrath 

2 

if she enemy can absorb Earth 

Attack 

3 

11 the enemy Is weak agauis! Earth 

Roxxnf 

4 

II an enemy $ spotted 

Roxxor 


Immune 


Immune 




Immune 






Immune 


L P Cost 


Mist Charge 


Attack Pwr. 


Defense 


Mag. Resist 


Thtt Phams Third As cam tslorv-retetedi 




Strengths & 
Weaknesses 


HashmaUBrinaertonOrderi 





























































































► Location: True Pharos ~ Third Ascent (story-related] 


Strengths & 
Weaknesses 


Shell 


Max MP 


Mag. Pwr 


Actions 

Name Range Scope Typo Element Attack Foundation 


Gambit 

Number Description 


Tsunami 


Diameter B 


Magick 


Water 


if an enemy is spotted 


Attack 


Physical 


None 


Bmy CSmotwte 


Magick 


Water 




X 


50*70 


181-302 


234*370 


324*548 


II the enemy is weak against Water 


Briny Cannonade 


Brrrry Cannonade 


3995*4018 


90* HO 


131*212 


4853*3030 


5329*5595 


264*440 


294*438 


6262-6697 


344-578 


2 iiHP<m 


II the enemy can absorb Water 


l 3860-3661 


23-25 


4240-4306 


4555-4678 


5749*6093 


5987*6373 


6637*7141 


Tsunami 


Attack 


The hideous, darkly clouded tom of Famfril, scion in opposition to Holy Queen Emmerolotth, scion ol light, 
was anathema even to his creators. Thus, after a great battle, was he broken and sealed within armor 
laced with wards. The coniines of his armor are void of Eight, so he is called I he Darkening Cloud. Men 
fear the rain itial falls Irom the black clouds that ooze from ihe giant ewer as a herald ol chaos and waste. 


Famlrit is encountered during the game's main storyline, although it occurs later in the game. It offers 
powerful Water attacks that supplement the rather weak Water magick available to ihe parly. Use Famfrit 
against enemies with weaknesses to Wafer. 


Summon Time Remaining < 10 Seconds 


Tsunami 


7060-7643 


353-567 


! iiiiniiiie 


in-mu ns 




Immune 


Immune 


<KE 



remngs 




































































Emperor among the scions, able 1o reduce to nothing aught he strikes with a single vengeful blow of his list, 
created in opposition to Deudalephon the Benevolent, scion of light Though he was made by ihe gods to 
quell Ihe fiends lhal raged in Ihe Oltierworld. his immense strength and fearsome visage drew the fiends to 
his side, and turned him against his creators. Adrammetech rose to prominence in the Qlherworld, whence 
he led a tiendish horde against the gods, hut in the end, he was defeated. 


Adrammelech is found in the Athr^a Quicksands section of Zertinan 
Caverns. He’s commonly encountered on the ' Paying tor the Past" 
hunt (see page 228 ol this guide), which requires the parly to 
search the Zerlinan Caverns ter the Catoblepas, 


This Esper packs a powerful lightning punch that works great 
against many enemies. This Esper doesn’t have much Hp 
which makes it dillicult ter it to hang around long enough 
to use its final attack. Keep it healthy and use Bubble to 
double its HP right away. 


► Location: 


Zertlnan Caverns (side quest. Paying ter tee Past' ) 


Strengths & 
Weaknesses 


Description 



Q 3 | 


■a 


@9 


sd] 


m\ 



Summon Time Remaining < 10 Seconds 

Judgment Bolt 

2 

it HP < 30% 

Judgmeni Suit 

3 

USummoner’sHP<50% 

Curaga 

4 

It the enemy can absorb Thunder 

Bio 

5 

II mure than one enemy present 

Tbundara 

6 

If the enemy is weak against Thunder 

Flash Arc 

7 

If an enemy is spotted 

Flash Arc 


'* 9 ? 


* ! 

| Weak | 


tmmune 


I 0 


yt 

I immune 

?!V- 


Absorb 


Curaga 

ID 

wa 

Magicto 

None 

85 

Thundara 

10 

Diameter 6 

Magic k 

Thunder 

70 

Bio 

10 

Diameter 6 

Magic* 

None 

S3 

Fiastl Arc 

i 12 

M/A 

Magick 

Thunder 

72 

Judgment Sott 

12 

Diameter 8 

Magick 

Thunder 

120 


Lvl 

Max HP 

Max MP 

Str. 

Mag. Pwl 

Vit. 

Spd, 

t 

1110-1111 

23-25 

48 

46 

32 

26 

10 

1245-1268 

50-70 

53 

51 

31 

28 

2D 

1490-1556 

90-140 

59 

57 

36 

30 

30 

1805-1928 

131-212 

$5 

63 

39 

33 

40 

2103-2280 

181-302 

71 

69 

41 

35 

50 

2579*2845 

224-378 

77 

75 

43 

37 

60 

2999-3343 

264-448 

83 

31 

46 

40 

70 

3237-3623 

294-498 

89 

07 

48 

42 

80 

3512-3947 

324-548 

94 

92 

50 

44 

so 

3887-4391 

344-578 

99 

98 

S3 

47 

90 

4310-4893 

353-587 

99 

99 

55 

49 




































































































,f ‘nu 


Reflect s 


Protect 


LP Cost 

S3 

Mist Charge 

Q 

Attack Pwr. 

CHI 

Defense 

43P 

Mag. Resist 

m 


Mag, Pwr. 


131-212 


1S1-303 


224-378 


264-448 


234-498 


If enemy's HP < 100% 


3015-3138 


3313-3490 


3789-4055 


4209-4553 


4447-4833 


Undead 


It an enemy is spotted 


II own HP < 100% 


Scion created to rid the world of its impurities by swallowing them within himself, in opposition Id 
N abriales the Majestic, scion of light. The world, however, was more filled with impurity and corruption 
than even Ihe gods dared imagine, and having swallowed it all, the once beautiful Cuchulalnn was 
I ran stormed into a hideous thing, a deily at filth, and so did he turn against his creators. Wherever his 
feet should fall, there all life withers to dust. 


To find this Esper, the party must complete Ihe lost in the Pudding 11 hunl (see page 225 in 1his guide) 
to get Ihe Sluice Gate Key. Next, complete the "Waterway Haunting" side guest (see page 224 in 
this guide) to adjust Ihe water levels and open a path In the boss. 


324-548 


344-578 


Attach 


Malaise 


Number Description 


Gambit 


Cuchulalnn is an easy Esper to use. 

He has plenty ot HP at his disposal and 
often heals with Curaja, which enables his 
summoner to focus more on combat and less 
on keeping the Esper alive. When paired 
with a powerful melee character, they can 
devastate any lesser enemies that crawl 
around nearly any location. 


4722-5157 


5997-5601 


Summon Time Remaining < 10 Seconds 


232D-2321 




2455-2478 


50-70 


2700-2766 


90-140 


5520-6103 


353-587 


Blight 


Actions 

Name 


Element Attack Foundation 


Atiat* 


• - 


F.- 


Guraja 


Diameter 


. 


nurii? 


Maqick 


ft tu 


Bl!' 


Diameter 


r-l-:!.S I b 


Jl I* 


Aflat k 


Curaja 


• 


>w 

Hall 

Hall 



* 

Hall 

Hall 


JL, 

£ 

Hall 

Half 


V? 

m 

Hall 

Half 


Strengths & 
Weaknesses 



























































































► Location: 


Nucrotml of Nabudis (side quest, 'Waterway Haunting/ 
lost in the Pudding" and "Broken Artifact"} 


LP Cost 
Mist Charg 
Attack Pwi 
Defense 
Mag. Resii 


1 1 

4135-4136 

23-25 

54 

53 

26 

26 

Mm in 

4270-4293 

50-70 

59 

53 

23 

28 


4515-4501 

90-140 

65 

64 

30 

30 


4630-4953 

131-212 

71 

"ft 

33 

33 


5126-5305 

131-302 

77 

76 

35 

35 

1111 'Ml 

5604-5870 

224-370 

S3 

62 

37 

37 

rol so 

6024-6368 

264-44S 

89 

S3 

40 

40 


6262-6648 

294-490 

95 

94 

42 

42 








M so 

6537-6972 

324-548 

99 

99 

44 

44 

M 90 

6912-74t6 

344-578 

99 

99 

47 

47 

*^99 

7335-7918 

353-537 

99 

99 

49 

49 


Gambit 

Humber Description 



Summon Time Remaining < 10 Seconds 

Tornado 

Hi 

IIHP-cm 

Tornado 

1 

il the enemy is weak againsl Lighl 

Holy 

If : 

II the enemy is weak against Dark 

Darkga 

W 

If (he enemy is weak against Fire 

Drags 


it the enemy is weak against Thunder 

Thundaga 

si 

IT Ilia enemy is weak against Ice 

Blizzaga 

w •• 

If the enemy can absorb Wind 

Scourge 

II 

II the enemy is weak against Wind 

Aeroga 

ft 

II enemy's HP are high 

Whirlwind 


Actions 

Name 


I Whirlwind 
Fuaga 
| Thundaga 
Blizzaga 
Scourge 
Darkga 
I Whirlwind 
I Tornado 


Magick 


Diameters 

Diameters 


Diameter 6 
Diameter 6 


Diameter 6 
Diameters 


m 

Diameter S 


Ma nick 
Magick; 
Magick 
Magick 
Magick 
Magick 
Magick 
Magick 




Wi d 


Wind 

- i 


Element Attack Fomidalion 


mm 


thunder 




03 

© 

OE0 

03 

6 E 7 


Tutelary deity at Ifie sacred crystals fashioned by the gods 
at the lime ot the Great Making. Created in opposition to 
Mi Iron the Chastiser, scion of light. Upon entering the world 
of Mam he was enveloped in The turmoil rampant there. Lost, 
he died and was reborn countless times, a walker ol tile's 
wheel, eventually to rage against the gods that had so fated 
him. By sitting in meditation upon the Uneh Pedestal does he 
clear heart and mind until alMhat has order and reason and 
ihoughl is made as nothing. 


Chaos is located deep within the Necrohol of Nahudis. To 
reach him, Ihe parly must complete the "Waterway Haunt¬ 
ing" (see page 224 in this guide) and "Lost in the Pudding' 
(see page 226 in this guide) hunts. Atler doing so, you must 
complete the "Nabreus's Medal" side quest (see page 241 
in this guide) that eventually leads into the Necroho! of 
Nabudis. Deteal the optional bosses. Fury and Humbaba 
Mislanl, to unlock Ihe palh to Chaos. 


This Esper adjusts well to any situation. It bases its at¬ 
tacks on Ihe enemy's weakness, so it always h Ji ~ 
opponent hard where it hurts the most. Chaos i 
battle with Reflect on. which makes il difficult 
heal him when Ihe need arises. Equip an Opal 
Ring before summoning him to prevent 
this from being an issue. 





Immune 


Immune 


l,3pj 


* 

Immune 


Weak 






fe. 

v , 

Immune 


Absorb 





m 

Immune 

Immune 


Strengths & 
Weaknesses 























































































t I nratmn- Teftninus Na - ^/Barheim Passage (side quests* “Dalmasca’s 
w Location. Desert fl 00m> * “p ursi |jt 0 f a Qure ,K and “Missing Ferryman") 


Strengths & 
Weaknesses 


Libra 


If an enemy Is spoiled 


Shock 


If own HP< 100% 


If HP :> 80% 


■ McjIv 
# S!h>cfc 


Mapick 


None 


Magick 


None 


None 


Diameters 


Maglck 


Holy’ 


Condemns ion 


If opponent's HP < 30% 


Condemnation 


Mapick 


Heretic scion who wrapped Hie world in dark energies, seeking to lake Ike souls of all living things unto 
himself. Created in opposition to Emet~$eich r Angel of Trolh, end scion of light Originally tasked will) the judg¬ 
ing of men upon Iheir deaths, his soul was tainted by the curses of those who raged against the heavens, and 
seizing one ol the gods' servants, a shamaness, as a hostage, he rebelled against his creators. Even now, in 
defeat, he clutches the shamaness lo him to his right arm, and wilh the aid of her death-wail does he summon 
the soul of darkness lo do his bidding. 


Zalera appears at the end ot a long series of events that lead to the Barheim Passage. It begins wilh the 
Oalmascas Desert Bloom 1 ' hum {see page 224 In this guide) that prefaces the "Pursuit ol a Cure” (see page 
231 In this guide) and "Cactaur Family 1 ' (see page 239 fn this guide) side quests. Complete them alt, then dive 
deep into Barheim Passage lo face the Esper and its minions. 


IP Cost 
Mist Charge 
Attack Pwr. 
Defense 
Mag, Resist 


This Esper is a little diitorent from Ihe others. Its attacks are typically 
all or nothing, since kill is an instant death attack, Zalera's attack 
changes to a devastating magick strike that is Jess "hit-or-miss” when 
his HP is less than 80%, Zaiera automatically heals himself between 
battles with Holy, so there’s no way to intentionally keep Zaiera s 
HP low to force 11 to use Shock instead ol Kill. Zalera s final attack is 
triggered by any enemy with critical HR This may result in a very quick 
appearance if an enemy with critical HP is already present when the 
Esper is summoned. 


Mag. Pwr. 


\ 

1220-1221 

23-25 

50 

46 

34 

26 

to 

1355-1378 

50-70 

55 

51 

36 

28 

20 

1600-1666 

90-140 

61 

57 

38 

30 

30 

1915-2038 

131-212 

67 

63 

41 

33 

40 

2213-2390 

181-302 

73 

69 

43 

35 

50 

2689-2955 

224-378 

79 

75 

45 

37 

60 

3109-3453 

264-448 

85 

81 

48 

40 

70 

3347-3733 

294-498 

91 

87 

50 

42 

80 

3622-4057 

324-548 

96 

92 

52 

44 

90 

3997-4501 

344-578 

99 

98 

55 

47 

00 

4420-5003 

353-587 

99 

99 

57 

49 


Gambit 


Actions 

Number 

Description 

Name 


Element Attack Foundation 


• 


immune 

Immune 



* 

* 

Immune 

Immune 


£ 


Immune 

Immune 




m 

1 Absorb I 

I Immune 1 


"Holy used to heat 






































































































► Location: 


Strengths & 
Weaknesses 



• 


Ha El 

Hall 1 


y 

& 

Halt 

Hall 


i§ 

E 

Half 

Hall 



* 

Half 

Hall 


LP Cost 

03 

Mist Charge 

Q 

Attack Pwr, 

OSS 

Defense 

00 

Mag. Resist 

00 


Honoring I he law more Ilian any other, a scion ol holy order 
and condeinner of criminals, Created in opposition to Knight- 
Star Pashto rot. scion at light. He turns his deep, abiding 
hatred tor those who break the law into living darkness, 
therein to plunge the guilty In fell judgment. Over time, he 
came to care less ter upholding the law and mere for con¬ 
demnation, and so tainted by hate, he sought to condemn the 
gods themselves to death. Thus did he earn the title of The 
Condemner" and thus did he fall from grace. 

To find Zeromus, the parly must collect the Stone of the 
Condemner from the Ml Bur-Omisace region after the area 
is attacked. The stone is subsequently used in the Sliishrine 
ol Miriam to reach the boss, 

Zeromus uses Gravity magick to attack 
its enemies, which can he devastating or 
completely ineffective. Ensure that all tar¬ 
gets are attected by Gravity before bringing 
Zeromus into a battle. 


4 


Lvl Man HP Max MP Sir. 


Mag. Pan. Vil. 


1 

2710-2711 

23-25 

53 

46 

26 

26 

to 

2845-2868 

50-70 

58 

51 

25 

28 

20 

3090-3156 

90-140 

64 

57 

30 

30 

30 

3405-3528 

131-212 

70 

63 

33 

33 

40 

3703-3880 

181-302 

76 

69 

35 

35 

50 

4179-4445 

224-378 

82 

75 

37 

37 

50 

4593-4943 

264-448 

88 

81 

40 

40 

70 

4837-5223 

294-490 

94 

87 

42 

42 

GO 

5112-5547 

324-548 

99 

92 

44 

44 

90 

5487-5991 

344-578 

99 

98 

47 

47 

99 

5910-6493 ; 

353-587 

99 

99 

49 

49 




Gambit 

Humber Description 


A L 


Actions 

Name Range Scope 


Eiemenl Attack Foundation 


1 

Summon Time Remaining < 10 Seconds 



WA 

Magic h 

None 


2 

II an enemy is spoiled 

Gravity Well 

Big Bang 12 

Diameier 8 

Magick 

None 

































































































Most ancient ol the scions, created in apposition to Halmarut, the Arbiter, and scion of light. Tasked wilh 
keeping watch over the world, with the authority to judge the value at all things. As he watched, unseen, un¬ 
known. his attachment to ihe world dwindled and laded until it was as nothing. Fitting that he would desire 
to make the world, too, as nolhing. Vet he tell in toe war against the gods, and was thwarted, imprisoned in 
punishment tor his heresy. 


You can find Exodus in the Mosphoran Hrghwaste once the waters begin to How at the 
Babbling Vale. Solve the lEoatweed puzzle to reach the peak where Exodus awaits. 


This Esper's final attack is difficult to use. It only occurs at the end of Exodus's sum¬ 
mon time, but only if the Esper has been immobilized. This means keeping a close 
eye on his HP and the time remaining. Cast Immobilize on him at the Iasi second 
when e n e m ies are n e a r to trigge r the m el eo r attac k. It c a n be dev a stati n g. 
i but requires careful liming. 


Strengths & 
Weaknesses 


Haste 


LP Cost 

0D 

Mist Charge 

a 

Attack Pwr 

0E? 

Defense 

00 

Mag. Resist 

eg 


1 Comet 

12 

m 

Magick 

None 

- 

1 Melee r 

12 

Diameter 8 

Magick 

None 

- | 


• 

>*■ 

Hall 

Halt 



1 * j ! 

0 

Had 

Half 



(b 


Had 

Half 



* 

Hall 

Half 


Gambit 

Humber 

Description 


i 

Summon Time Remaining < 10 Seconds 

Meteor 


and Exodus Immobilized 


2 

II an enemy is spa tied 

Comet 


1 

2820-2821 

23-25 

53 

46 

26 

26 J 

10 

2955-2978 

50-70 

59 

51 

28 

28 ! 

20 

3200-3266 

90-140 

64 

57 

30 

30 | 

30 

3515-3638 

131-212 

7(1 

63 

33 

33 

4Q 

3813-3990 

181-302 

76 

69 

35 

35 ' 

50 

4289-4555 

224-378 

82 

75 

37 

37 ( 

50 

4709-5053 

264-448 

86 

81 

40 

40 | 

70 

4947-5333 

294-498 

94 

87 

42 

42 1 

80 

5222-5657 

324-548 

99 

92 

44 

44 | 

90 

5597-6101 

344-578 

99 

98 

47 

47 

90 

6020-6603 

353-587 

99 

99 

49 

49 
























































































Gambit 


miiBlielHiohlSeraii 


► Location: Gimvegan (side quesl; hidden in Giruvegaii’s Great Crystal] 


Strengths & 
Weaknesses 


* 



Immune 

Immune 





• 

Immune 

Immune 




* 

ft ] 

Immune 

Immune 




<« 

i* 

Absorb 

Weak 


Masterpiece among the scions created by the gads, and mastermind of Ihe plot to rise against them. Prior to 
her betrayal, she was tasked with guiding souls to beaven and aiding in iheir reincarnation. Called the High 
Seraph for her angelic wings ot glimmering gold, yet it was on wings of deepest black that the tainted angel 
Ultima rose against the gods. Since her fall, her heart is without light, and impossible to know. 

Ultima is hidden deep within the heart of Giru vegan's Great Crystal Carefully navigate the Way Stones to 
reach her lair after clearing Ihe city ol Giruvegan. 

She's very powerful, but has perhaps the single most difficult final attack to trigger, ft requires that both she 
and Ihe summener have critical HP levels. This is almost impossible to trigger on command, but 
a blast of Eravigs can often help force things. Ultima also enters Ihe battle with Reflect 
on, so equip an Opal Ring so that the party can heal her. 


LP Cost 

e® 


Mist Charge 

© 


Attack Pwr. 

ES3 


Defense 

©a 


Mag. Resist 

<3® 

A 


Protect 


If 

Snh 




Lvi 

Max HP 

Max MP 

Str, 

Mag. Pwr, 

Vit 

Spd. 

t 
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Actions 


Number 

Description 


1 

Sum maker’s and Espers HP < 30% 

Eschaton 

2 

It the enemy can absorb Lighl 

Flare 

3 

II the enemy is weak against Light 

Redemption 

4 

If an enemy is spotted 

Redemption 
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Actions 


Gambit 


► Location: 


Strongest of the scions created by tee gods, Ihey feared his growlh, and so kept him a child. So indomitable 
is his strength teal all things are by him twisted and pressed into oblivion. He alone fashions tee laws 
governing all things, and administers punishment in place at the gods. So is he Keeper ot Precepts, and his 
authority is absolute. 


Talk to Geomancer Yugelo in Jahara after tee party acquires at least 10 Espers. Yugelu then unlocks the 
path within the He one Mines teal leads to Zodiark. This is a very difficult road, so be ready tor level 65 
enemies and some ofl he nastiest battles yet! 
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Zodiark is an extremely powerful ally. Its powerful Scathe attacks can wipe out entire enemy clusters in 
seconds. Zodiark's final attack. Final Eclipse, requires that the summoner be under the stone effect. This is 
achieved by casting Break oil the summoner either before or after Zodiark is summoned. Casting it on the 
summoner prior to summoning the Esper ensures teal Zodiark immediately launches the Final Eclipse upon 
entering ballfe, This is especially effective when 
lacing bosses. By the way. Final Eclipse causes 
approximately 50.000 HP of damage 
with each use! 
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Quickenings are powerful combos that consume the Mist 
Charges of one to three party members. The power of the attack 
is based upon the combination of attacks executed to release a 
devastating finishing attack or 
“Concurrenee." Thi s unique 
system is much like a slot 
machine and a little difficult to 
understand at first, so its better 
to break it down and explain 
just how to get the most out of 
Quiekenings, 

Unlocking Quiekenings 

Characters begin the game without Quiekenings. To obtain them, 
you must unlock the special Quickening panels on the License 
board. These panels arc one-time only panels, which means once 
a character unlocks a quickening panel, that particular panel is 
removed from the other members' license boards. Each character 
can only unlock three panels total. It doesn't matter which panels 
are unlocked, as Quickening® are based on the character and the 
number of Quickening panels unlocked rather than the chosen 
panel itself. 

Unlocking one panel earns a character a level 1 Quickening. 
Unlocking two panels produces the characters level 2 Quickening 
and a second Mist Charge (it also doubles the characters maximum 
MP). Unlocking three panels releases the characters level 3 
Quickening and adds a third Mist Charge (effectively tripling the 
characters maximum MP). 

Mist Charges 

Quiekenings consume Mist Charges based upon the level of the 
Quickening used. Level 1 consumes one Mist Charge; level 2 uses 
two Mist Charges; and level 3 devours three Mist Charges.Thus, 
a character with two Mist Charges can use a level 1 or level 2 
Quickening. 


How It All Works 

The Quickening system is much like a slot machine, so there’s some 
luck involved. As the initial attack occurs, up to three lines of text 
appear in the bottom-right 
comer of the screen, one line 
for each character participating 
in the attack. Think of these 
li nes as the wheels of a slot 
machine. 

The “wheels” randomly cycle 
through four possible outcomes. 

They will display the name of a characters level 1, level 2, or level 
3 Quickening or the words “Mist Charge.” When they appear in 
white, the player can activate the command by pressing the button 
shown to the left of the line of text. Note that lines appearing gray 
in color aren't available. 

With a link luck, there will be a white line or two available from 
which to choose, but eventually three gray lines will appear. Press 
the R2 button when this occurs to shuffle the commands again in 
hopes of getting a white line or two. 

The player can initiate as many attacks as possible within the four- 
second time limit. By achieving certain attack combinations, the 
party unleashes a powerful Concurrence that delivers a devastating 
final hit to the target and any nearby enemies. So what makes the 
white and gray lines appear? This is where things gets tricky. Read 
on to make sense of it all. 

Cost vs. Available Mist Charges 

As noted previously, each Quickening costs a certain number of 
Mist Charges, Characters can only perform an action if they have 
the Mist Charges to fuel the attack. For example, let s say Vaan 
enters battle with three Mist Charges and begins his assault with 
his level 3 attack, Pyroclasm. This will immediately drain all of his 
Mist Charges, meaning that he can no longer participate in the 
combo. His teammates, however, likely still have Mist Charges anti 
can perform additional attacks. 

Don't count Vaan out just yet, though. Keep an eye on Ids command 
line and watch for the words “Mist Charge* to appear. Press the 
corresponding button when these words appear on-screen to 
completely refill Vaan's Mist Charges as the commands reshuffle. 
Now he can use any of his attacks again. 
















The phrase “Mist Charge" may appear for a character whenever that 
person has completely drained his or her Mist Charges, Always 
use the Mist Charge command when it appears, as combos can 
continue to grow until the timer runs out. 

Consider this next example, Vaan begins by using three Mist 
Charges. Me uses Pyroelasm, his level 3 attack, to open a 
Quickening. "Mist Charge" immediately appears on-screen and is 
triggered, so his Mist Charge climbs back from nothing to three. 

Next, his level 1 attack, Red 
Spiral, appears and is triggered 
reducing bis Mist Charges to 
two. As the Red Spiral plays 
the command for his level 2 
attack, White Whorl, appears 
and is triggered. Now be has 
performed three attacks and bis 
Mist Charges are back to zero. 


With a little luck, the Mist 
Charge command will appear 
again and Vaan can continue to 
attack, or the timer will run out 
and a Concurrence will play if it 
is earned. 




Managing the Clock 

The clock pauses whenever you trigger an attack command. It 
doesn’t start to move again until the next animation starts to play. 
Enter the commands quickly to save time, but don t do so in haste. 
The combination of attacks is very important, so choose the next 
action carefully and quickly. 

The Mist Charge command doesn't stop the clock, but it does 
reshuffle the commands. Be ready to press another burton quickly 
to avoid wasting time. 


Triggering Concurrences 

Concurrences arrive at the end of a Quickening when certain 
conditions have been met. The conditions are based upon the 
number of level 1,2, and 3 attacks that are used during the 
Quickening, for instance, the 
weakest Concurrence requires 
that the party perform three 
level 1 attacks during the 
Quickening, The toughest, 

Black Hole, requires four of 
each level. Obviously, it’s easier 
to perform some Concurrences 
than others and there's a little 
luck involved, too* It's usually easy enough to get Ark Blast once 
everyone in the party has three Mist Charges. 

The best combination is always used, too. Say the patty uses seven 
level 1 attacks, five level 2 attacks, and two level 3 attacks. That 
combination would qualify them for five different Concurrences, 
but would always result in Ark Blast. 

Any damage caused by a Concurrence is non-elemcntah The names 
may make them seem like elemental attacks, but resistances don't 
come into play. The only creatures that can resist a Quickening are 
those with an immunity to physical damage. 




Note that a small amount of time is added back to the clock each 
time a command is entered. As the clock winds down, the bar also 
speeds up with each successful attack,so eventually there's no time 
to shuffle or even read the command lines. 


Any lime a Mist Charge command is used, the character will land 
on an active attack command tm the following spin. Use this (o 
your advantage when lime is running short. HU the Mist Charge 
and keep tapping the button to automatically select that character’s 
action. 





ULTIMATE RTTRCK 


The Slack Hole is the strangest attack in the game. It can 
cause well over 60,000 HP of damage to the primary target and 
substantial damage to anything surrounding Ihe enemy. 
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Bur visions of a 
hopeful future quickly 
fade, Busch, captain 
in the Order of the 
Knights of Dalmasca, 
soon brings disturbing 
news to the king's war 
room: Nabndis, capital 
of Nabradia, has fallen 
beneath Archadias 
westward surge* Surely 
Dalinasca is next. 


The great saga opens with a happy occasion in Rabanastre, capital 
of the Kingdom of Dalmasca. Amid great pomp and ceremony, 
a wedding procession winds 
through cheering crowds lining 
the streets of the royal city* The 
parade celebrates the marriage 
of Her Royal Highness 
Princess Ashe (daughter of 
Raminis, King of Dalmasca) to 
Lord Raslcr (heir to the throne 
of Dal m ascaY eas to rn ne igh bor 
Nabradia), 


This is more than a marriage 
of convenience; Ashe and 
Raslcr are truly in love, a fact 
that seems to bestow a sacred, 
joyous air to the proceedings. 
In the citys great cathedral, 
the high priest seals the union 
with the name of the God of 
Light, Faram, With that, the 
bordering kingdoms come 
together in a peaceful union. 


Here s your road map through the central storyline of FINAL 
FANTASY XI]. If you Ye new to this style of gaming, jump right 
in. Wc start with a step-by-step guide through the opening levels, 
maki ng no assumptions about your level of experience (we do 
assume youVe read the game manual, but that s all we assume at 
this point)* If you Ye a veteran Final Fantasy gamer, however, you 
might want to skip the hand-holding in the first few sections; 
you Ye probably deep into the game already. 

Please note that this "main story walkthrough” does not include 
detailed guidance through the myriad side plots in the game—the 
clan hunts, side quests, and secret areas that make the FI NAL 
FANTASY world so deep and rich and full of life. However; this 
walkthrough will point out the optimal places to embark on each 
of those side adventures, and then direct you to the *‘I I lints," 
"Side Quests," and "Secrets" chapters in this hook. 
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King Raminas sends Basch and Lord Rasler to rally Dahnascan 
defense forces in the border fortress of Nalbina.Therc, the fight 
is desperate, furious, and ultimately lost when the strongholds 

“paling," a defensive 
magick barrier, falls. 
Archadian troops 
overwhelm the great 
citadel; in the process, 
Lord Easier takes a 
lethal arrow to the 
chest. Basch barely 
manages to escape on 
a choeobo wi th the 
mortally wounded 
prince. 



Back in Dalmasca, Lord Easier 
is laid to rest, along with the 
hopes of the entire region. 

Here begin the memoirs of the 
Marquis Halim Ondpre IV, 
Listen carefully to leam how 
King Ram in as agreed to terms 
with his Archadian conquerors 
and reluctantly traveled to now- 
occupied Nulbina Fortress to 
sign the treaty* The Marquis 
Ondores entry ends with some 
chilling words; *The Treaty 
would he signed with Steel... 
and Writ in royal Blood/' 



































AERIAL GARDENS 


Action Checklist 


*0 


Complete the basic tutorials. 


Defeat the Air Cutter Remora, 


Nalbma Fortress 


© 


fight your way to the King, 


Ak""' 


A her completing a few quick tutorials on game basics, tight 
your way up the Nafbina Fortress to the High ha 11 where 
King Raminas is scheduled to sign the peace agreement 
with Archadia. 


Nalbina Fortress 
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Use the following information to determine the contents of the 
chests. This legend is valid for every map in this walkthrough. 


= These chests only appear once on the map. 
m = This color indicates those chests that only appear once. 

e These chests will reappear on the maps. 

I~V I = This color indicates Ihose chests that will reappear on the maps 
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Learn the Basic Game Controls 

As the story begins, you by unconscious in the Aerial Gardens of 
the Nalbina Fortress, You are a Dalmascan soldier named Reks, 
17> a mere boy orphaned by the war. Your captain, Busch, revives 
you and checks your condition. Your team includes several soldiers 
and Vossler Azelas, another esteemed member of the Order of the 
Knights of Dalmasca* 


Note that Reks speaks of his younger brother back in Rabanastre; 
we 11 meet him soon enough. For now, watch Basch decimate 
a squad of Imperial Swordsmen—he’s quite an accomplished 
warrior—and then follow his directions as you take control of Reks. 



As a young soldier named Reks, you join Basch in his attempt to halt 
the plot against King Raminas . 



Move the Right Analog Stick to move the camera view around, 
then use the Left Analog Stick to walk toward Basch. After that, 
you learn about the Talk Icon. Walk to the DaJmascan soldier 
posted at the nearby gate and talk to him. Approach the iron gate to 
learn about the Action Icon, then press © to open the gate. 



Take control of Reks and follow Baschs simple commands. 


Alter Reks and Basch climb the stairs to enter the next area, 
the Inner Ward, you learn about the Party Menu where you can 
examine your equipment and inventory Then, prepare for the 
games first fight! Basch points out the hostile red Target Line, 
which indicates that you re being targeted by an attacking enemy 1 — 
in this case, an Imperial Swordsman. 



Press @ to open the Battle Menu. The menu cursor already points 
to Attack, so just press @ to select that action. There is only one 
target choice, Imperial Swordsman A; the menu cursor already 
points to that selection, so just press © again. Move Reks toward 
the enemy guard to initiate the attack and watch the action unfold. 


Basch and his squad of 
Dalmasean soldiers quickly join 
in and make instant mincemeat 
of the poor Imperial. Now 
move forward across the bridge 
to trigger a quick event showing 
an approaching airship. 


Beal the (Almost) Boss 



The health of this airship " boss " 
is measured by the red bar 
across the top of the screen . 



Crass the Inner Ward bridge 
to trigger the approach of the 
deadly Air Cutter Remora . 


The Air Cutter Remora is a 
boss... sort of. Note its red 
boss health bar across the top 
of the screen. When you fight 
any boss-type enemy, a similar 
bar appears. When you score 
hits, draining the boss’s HP, 
the health bar drops. Open the 
Battle Menu and attack the 
airship. 


Of course, this is a tougher fight, so keep an eye on the HP counter 
next to Rekss name in the lower-right comer. In the unlikely event 
that it drops below 50 or so, you can replenish HP with a Potion or 
use a Cure magick spell. 
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})j/ TO DRINK A POTION 

Open the Battle Menu and select Items* Then select 
Potion (yon start with 8 of them) and select Keks to 
restore some of his HP. If your H P gets really low y 
you can use a Hi-Potion instead . Hi-Potions restore a 
greater number of HP than regular Potions . 

TO CAST CURE 

Open the Battle Menu and select Magicks &Tecfmicks. 
Select White Magicks y then select Cure (the only choice 
for now). Finally, select Kelts; he will cast a Cure spell 
on himself and restore some HP This costs 8 MP (Mist 
Points) t so Rekss MP counter will drop from 34 to 26* 
But you generate MP whenever you run, so you can 
push your MP hack to 34 soon enough . 



Sling some Thunder at the Imperial Cutter to practice some magick 
attacks * 


I he Air Cutter Remora hovers low enough that regular sword 
attacks can strike it (this isn’t always true of flying toes, but you'll 
learn more about that later). But you can also sling a magick attack 
at the craft. Select Black Magicks from the Battle Menu, then select 
Thunder* Next, select your target, the Air Cutter Remora. Now 
watch Reks fire a nasty bolt of lightning at the airship. 


Once the Remoras health bar drops to about the halfway mark, 
Basch unleashes a blistering special attack that knocks it silly. (Note: 
This is a Quickening. You'll get 



Basch gives Tonberry' a blast of Quickening* chasing it off to Us 
lowly repair hangar. 


Climb Through the Fortress 

More Imperial Swordsmen descend the stairs directly ahead and 
attack the group. Your part)' makes quick work of them with or 
without vour help, but you might as well get in a few good licks for 
the fun of it. If you exit to the south and reenter the Inner Ward, 
a few more enemy swordsmen will rush downstairs* You can wait 
here and practice your combat, if you want; otherwise, ascend the 
staircase to the next area. 

As you reach the area boundary' (the dotted blue line across the doorway), 
Basch gives another tutorial*This time he points out the Minimap and 
then explains how to access the fuller picture of the Location Map by 
pressing Select* Tty it just tor practice* Use the Left Analog Stick to scroll 
the map, and press the L2 or R2 buttons to zoom in or out* 



Press Select and check out the Location Map. The red X marks your 
destination, and your objective is described at the bottom. 
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IJECTIVE 


Reach the King Before He Signs the Treaty! 


Note that your destination is marked by a red Xon the map* Also 
note that your current objective is described just below the map. In 
this case, it reads: “I must reach the Kang before he signs the treaty!" 

Now move into the next area, the Lower Apartments, Ibis triggers 
a short event where Basch talks about Vosslcr and their mission to 
get the King to safety He believes that King Rami mis is safe until 
he puts his royal seal to the treaty. Better hurry! 

Head north from where you start this area until Basch advises, 
“Qhtimes retreat is the wiser course."To disengage from a battle 
and flee, press and hold the 
R2 button and run away. 

After you press © to end this 
conversation, more Imperial 
Swordsmen will attack from the 
north and south. Dispatch them 
and head into the small supply 
alcove to the cast filled with 
helmets and spears and other 
equipment, A treasure chest sits 
in the back corner* Find and 
open it to obtain a useful item. 



Don't miss these treasures 
scattered throughout many 
areas in the game * They hold 
valuable items and gii rewards r 
all for freef 


Exit the alcove and go north, west, and north again, keeping an eye 
out tor more imperial attackers. Don t miss a second treasure in the 
far north hall rucked behind some crates and barrels*Then return 
south and veer east to a grand staircase* Turn left and take the 
staircase leading up to the next level, the Upper Apartments. 

Save Your Came! 

Turn right and walk up toward the glowing blue Save Crystal in 
the corner. After Basch explains how it works, approach it and press 
O to fully restore your HP and MP, then select “Yes" to save your 
current game. After doing so, turn and climb the stairs to trigger 
another event* 

Save Crystals are always a 
welcome sight. Touching a 
crystal replenishes the HP and 
MP of your entire party and 
gives you a chance to save your 
game , 




Fight to the Highball 

More guards spot the party on the staircase. Reks bravely sends 
Basch and the others ahead to save the King and turns to fight 
against the imperial pursuers. Here’s your first solo fight. 



■naetir ini-i-t 

Lv. ?? Imp* rial Sword* man B 
HP ???????? 


irdim.in B 


Attack 

Imperial Swordsman A 
Mmp«r|«l Swordsman B 
Imperial Swordsman C 


Be patient and stay focused on one enemy at a time . 



Just use the tactics you learned before. Nobody will 
automatically heal Reks now, so keep a close eye 
on his HP and be ready to use Potions or Cure 
spells. You should be strong enough to take on 
the first three Imperial Swordsmen without 
having to resort to health restoratives. 

After the fight, follow the hull west and south 
to the big Passage Door. Press © to open the 
door and continue south. Follow the corridor 
around the corner to another 
closed door* As you approach 
it, you trigger a final, 
disturbing scene as Reks 
enters the hall. 


Walkthrough 
















To lowtown 


To lowlown 


To (he Westersa ml 


To the 
Estersand 


To Lowtown 


Run an errand for MEgelo the shopkeeper and then 
complete your first monster hunt assignment in the 
Estersand. 


a The Sandsea 
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Kill the dire rats. 

a 

Visit IVtigefo to get an errand. 
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Find Kytes at the Sandsea and talk to Tomaj, 
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Rid the Waterway of Rais 

Die story picks up two years 
later in the underground 
waterways beneath occupied 
Kabanastre. A small boy, Kytes, 
calls to an older boy named 
Vaan, who wants to “clean 
house 1 " in the vermin-infested 
waterway. Once you gain 
control of Vaan, slice up the 
three aggressive Dire Ruts in 
the area to trigger a long event 
that introduces you to Vaan's 

Meet Vaan and Kyles, then 

whack some rats. 






Kytes suggests that Vaan visit Migeio, the shopkeeper, who might 
have some errands to run. Vaan, of course, feels like he has more 
important things to do. The scene then shifts to the streets above. 
The city, despite the Archadian occupation, bustles with commerce 
and other activities. Vaan spots a pair of Imperial guards harassing a 
street merchant and he decides 


to intervene by plying his own 
“trade” by stealing the guard's 
pouch! 


As Vaan escapes 
with his stolen 
loot, he bumps 
into his friend 
Penelo, another 
street orphan. As 
they talk, Penelo 
articulates the creed that Vaan supposedly lives by: the Imperials 
have robbed the people, so “it's only fair that we take it hack." In 
fact, it's their duty as Dalmaseans. 

As a huge air cruiser passes overhead, Vaan expresses his deepest 
desire: “One day, HI fly an airship of my own. HI be a sky pirate, 

free to go where I 
will." Penelo doesn’t 
argue. But for now, 
she suggests (like 
Kytes) that he visit 
Migeio and lend a 
hand. 




Find Migeio 

Maybe you should do as the kids suggest: go and sec Migeio. A 
brief map tutorial now adds the World Map to the Party Menu. 
Press © to open the Party Menu, then select World Map to take a 
look. The three locations you've visited so fir are listed on the map: 
Nalbina Fortress, Garamsythe Waterway (Vaan's brief rat-killing 
adventure), and now Rabanastre. 



The World Map is a handy accessory that logs maps of every place 
you visit as weff as any unexplored areas for which you may buy or 
find maps . 

If you select Rabanastrc, you see its maps broken down further: 
one for the upper city and one for an area called “Lowtown/’Well 
explore Low town soon enough, but for now, let’s find Migeio. 








































When you open the 
Rabanastre map, you 
will find Migdo's 
location indicated 
by the flashing red 
‘X.' Hey,its nearby. 
Head due cast to the 
intersection and veer 
right, bearing south 
until you trigger 
another event 



Your starting spot (circled here) is not far 
from where the red X‘ says Migelo is waiting. 



Migelo, a bangaa trader, is waiting for some goods to arrive for the 
palace banquet tonight. Unfortunately, they have not yet turned up, 
so he has had to order some replacement goods from Tomaj over at 
the Sand sea, a loeal tavern. Kytes was supposed to run this errand, but 
Migelo has seen no sign of him. Your new objective is to find Kytes at 
the Sandsea and see that the young boy completes his errand. 



Migelo sends you fo the Sandsea to track down Kytes and get him 
back on task ; 

Find Kyles al Ihe Sandsea 

Press Select to access the Rabanastre map, then use the directional 
arrows to highlight your current location, which is the East End. 
Press © to see a list of all the establishments in East End. Most of 
Rabanastre s important shops (for your purposes) are in this district, 
along with the Sandsea. Note that the red 'X'indicating Kytess 
location is right on top of the Sandsea. 


ik 


Talk to people on the streets of Rabanastre. Some folk speak only 
of their personal concerns, but others discuss the greater concerns 
of the city, for example, you'll hear much about an upcoming 
ceremony welcoming the new Consul, newly arrived from Archadia 
to govern Dalmasca. 


Head north along the East End street to the Sandsea and enter to 
trigger an event. Vaan finds Kytes, who points out the Notice Board 
and says, “This is why Migelo s courier didn't get here on tune!” 
Tomaj comes over and describes the “nastiness 1 ' in the Estersand 
that's harassing the couriers. He's posted a bill offering a reward lor 
anyone who can hunt down the creature. 



Go to the Sandsea to find Kytes and learn about the Tomato monster 
harassing the couriers and disrupting trade in the Estersand. 



— 
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This “work” is certainly more to Vaans liking. When the scene 
ends, Tomaj explains that people post bills on the Notice Board 
when they need a monster eliminated. Note that when you accept a 
hunting job, the monster you're tracking is called your “m irk. 51 



Tomaj explains the lowdown on the Notice Board and hunting marks. 
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Help Migelo and Tomaj 


When Tomaj shows the bill again, select the dialogue choice that 
asks to learn more about hunts. Tomaj explains how you must 
contact the petitioner who posted the bill to accept the job and 
leant where to find the mark. Then, after you complete the hunt, 
yon must report back to that person to claim your bounty. Tomaj 
also hands over a Clan Primer to help keep track of hunts* You can 
now access the Clan Primer via the Party Menu. 



Finally* Tomaj relinquishes an Orrachea Armlet, a bask accessory 
that raises a characters Max HP by 25 when the item h both licensed 
and equipped. Unfortunately you don't have a license for it vet. 

This leads into a quick tutorial on the licensing process in FINAL 
FANTASY XIL You learn that Vaan is currently licensed to use 
the Steal technick on foes; he also has licenses to equip a Mvthril 
Sword, Leather Clothing (armor that increases Defense), and a 
Leather Cap (headgear that increases Magick Resist), 


You have just 6 License Points (LP) to spend right now, but you 
can earn more by defeating foes. Luckily, the “Accessories l n license 
(which includes the Orrachea Armlet) costs only 5 LP, so go ahead 
and acquire it, as Tomaj suggests. Note how acquiring the license 
reveals the licenses on all adjacent squares, making them available 
for acquisition. Continue the tutorial by pressing ® repeared I y to 
scroll through Vaans Action List. 



Tomaj gives you a Writ of 
Transit so that you can exit the 
city gates; he suggests that you 
leave via the East Gate to find 
your “mark* in the Estersand. 
Also note that the Licenses 
category has now been added to 
the Party Menu. When Tomaj 
has finished talking, a graphic 
flashes onscreen to signify the 
beginning of the hunt for the 
Rogue Tomato. 



The screen says ft atL You get 
a similar screen each time you 
accept a hunt from a petitioner 


Before you exit the Sandsca, the game reminds you to equip the 
Orrachea Armlet, Do it! Open the Party Menu and select Equip, 
then select Vaan (the only choice right now). Select Equip again, 
scroll down to the Accessory category, and select that* Finally, select 
the Orrachea Armlet* the only accessory currently available. Done! 
Note that Vaans Max HP jumps from 102 to 127. Now you can 
exit the Sandsca* 



fAsk Tomaj 


-- - - 


- * . * ~ 



CHECK THE BESTIRRY! 


Regularly open the Clan Primer and read the Bestiary entries. 
There is only one creature listed right now, the Dire Rat you 
defeated in the waterway. Each time you defeat a new foe, 
information about if will appear In the Bestiary. 

Some Bestiary entries have additional pages which contain useful 
information. Always road those when you get a chance* You cart 
learn about a region's characteristics, get a list of ingredients 
needed for special items, pick up historical tidbits of interest, or 
learn other worthwhile info. 
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Walkthrough 








































Get to the Dalmasca Estersand 


Press Select to open the Rabanastre map and plot your path down 
to the flashing red *X 5 at Eastgate* Before you leave East End, 
though, we recommend that von explore the shops to see what s 
available (not much yet), then stop at Migclos Sundries to purchase 
a couple of extra Potions just to be safe. 



Pick up an extra Potion or two at Migeto's before you head out to face 
the fearsome tomato> 

From East End you must go into the Southern Plaza, then down 
the eastern stairs to Eastgate to trigger an event. The Imperial guard 
tries to halt Vaaig but Vaaris Writ of Transit gets him through the 
gate. Once you're in 
Eastgate* save your 
game at the blue 
crystal and head 
due cast into the 
Estersand, 




Exit the city via the Eastgate to seek the Rogue Tomato, However , 
save your game at the Save Crystal before you venture out into the 
dangerous Estersand, 



See how others are queuing up at the gate to return to the city? 

II you change your mini] and decide to go back inside, you must 
speak lo the imperial at the back of one of the two lines and then 
wail your turn to reenter Rabanastre. 


Dalmasca Estersand (The Stepping) 


Action Checklist 




© 


Hunt the Rogue Tomato for Tomaj. 


Return tD Tomaj for your bounty. 


Visit the Clan Hath 


OUTPOST 


Rogue Tomato 
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To Rabanastre 
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THE STEPPING 
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Help Migelo and Tomaj 



Hunt the Rogue Tomato 


The Estersand is vast and has numerous sub-regions, but for this 
hunt, von need only explore the first area you enter, called Tire 
Stepping. The map shown here indicates where the Rogue Tomato 
lurks, but explore The Stepping a bit first. Fight a few Wolves and 
Cactttes to earn enough EXP to level up at least once (from Level 1 
to Level 2), then heal back up to your max HP by using a Potion or 
going back to the Save Crystal at Eastgate. 


Leave the Big Guy Alone 

A massive Wild Saurian roams The Stepping. Note 
the green health bar over its head.That means its 
a neutral creature; it won't attack if you just leave 
it alone. Do not fry to fight this monster yif/Vaan 
doesn’t stand a 
chance. At tills 
early point in your 
development, it s 
one chomp and 
game over! 


The Rogue Tomato hangs out on the ledge at the center of the map, 
near a flowering tree with stunning white blossoms. Use Steal to 
pilfer an item if you want, then attack the red menace. When the 
Rogue Tomato’s I IP drops to roughly half, he takes a running leap 
off the cliff. You can’t jump down after him, so go around the cliff 
and down the dunes to finish him off 


Look for the Rogue Tomato near the white flowering tree , 



Smash this guy into ketchup to get your mark for Tomaj.., plus a 
bonus handful of Gaibana Lilies. 


When you finally prevail, Vaan picks up a handful of rare Galbana 
lilies and then decides to “call it a day." But, before you head back to 
the city, scour the area to find all eight treasures in The Stepping. Also 
consider using the Steal tech nick on a few Wolves and Cactites to 
gain extra items, too, before attacking them tor EXP and LP, 

Don't overdo this mop-up fighting, though. You don’t want to be 
caught without Potions in the desert. In particular, watch out for a 
trio of Wolves near 
the northern exit 
of the area. If you 
attack one, all three 
will counterattack 
as a unit. A pair of 
Cockatrices lurk in 
the west, too. Tough 
fight! 

The red *X’ on the 
Location Map now 
marks the passage 
back to Rabanastrc. Head back to Eastgate where,uh oh, they're 
not letting anyone back into the city until after the ceremony. Vaans 
a resourceful fellow, though. Talk to Kytes, who waits near the 
gate, and you will trigger an event in which Migelo bribes the gate 
guards with wine, getting Vaan back in the dry 


Next is a long event in which the new Consul appointed to rule 
Dalmasca, Lord Vayne, son of the Archadian Emperor, is paraded 
to the foot of the great cathedral. There, he gives a stirring speech 
that seems to win over the crowd. 


Walking the streets of North End with Penelo later, Vaan decides 
he wants to crash Vaynes banquet tonight. Penelo suggests he goes 
and sees Old Dalan in Lowtown about gaining entrance to the 
palace. When you regain control of Vaan, you are now free to enter 
Lowtown from Rabanastrc. 






Search for the treasures scattered around 
the dunes of The Stepping. 
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Return lo Tomaj for Your Bounty 

Before you seek out Old Dalan, however, you should finish up vour 
first hunt properly. Revisit the Sandsea and score that bounty from 
Tomaj (who is still standing at the bar) tor taking out the Rogue 
Tomato. He also passes on some inside info about a mysterious 
budding in the North End district where a bangaa stands watch. 



Tomaj is pleased with your success and pays a generous reward. He 
also provides a tip about a secret place. 
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Visit the Clan Hall 

Go up to North End and proceed to the westernmost street. (If you 
check the area map, you can see the mystery building on the North 
End labeled with question marks, so it should be easy to find.) 
Approach the entry hall of the mystery building, marked by a green 
sign, and talk to the “Conspicuous bangaa”; he immediately agrees 
to let you in. Select “Okay, let me in” to enter the Clan Hail. 



tf Tomaj gave you a Ctan Primer earlier, then the Conspicuous 
bangaa will let you right into the Clan Half 


Inside, talk to Clan CenturiG members to get a sense of the place, 
then locate the moogle standing on the banister at the top of the 
stairs.This is Montblanc, the dans founder. Talk to him to join the 
clan and learn how it works. You also learn about the clan shop in 
I he Mu thru Bazaar on t he west end of town. 



Montblanc is the founder of Clan Centurio and the source of all rare 
hunt information, available only to clan members. 

Talk to Montblanc a second time to receive a commemorative gift 
for joining Clan Centurio. Unfortunately, he has no clan hunts to 
offer at the moment, so it s time to go and pay Old Dalan a visit. 


Visit Montblanc regularly alter you start defeating bosses and rare 
beasts. He is Ifoe source of handsome rewards for each 0 ! your 
major victories. 


























To Souliigate 
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fled Fang 


Eye Props 


Obtain a Sunstone for Old Dalan 
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Action Checklist 


Visit Old Dalan. 

a. 

Explore Low town. 

© 

Buy a map of Giza Plains* 

0 

Exit Rabanastre via Southgate* 
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Visit Old Dalan in Mown 


Explore Lowtown 


First, go to the Southgate district. After stepping through the gate, 
turn left (heading cast), then open the old freight door to enter 
Lowtown* Now check the area map to see that you’re almost on top 
of the red "X 1 ; Old Dakins place is just to the left! 



The old freight door (circled here) next to the south gate (at left) 
takes you into Lowtown very near Old Dalan's place . 


Enter Old Dalan's place to trigger an event in which Vaan asks the 
old man how to sneak into the palace. Dalan docs know of a secret 
passageway into the palace vaults, including a door that requires *a 
magicked stone that opens the way.” Conveniently, it turns out that 
Dalan has this object, known as the Crescent Stone. 



Before you head south to Giza, spend some time exploring 
Lowtown. Find treasure tucked into alleys (see this guide s 
South and North Sprawl maps) and talk to people to learn about 
Low town’s sad history. You can also sell loot to either of Lowtown s 
Traveling Merchants (one in the northeast part of the North Sprawl 
and one in the South Sprawls circular plaza) and stock up on extra 
Potions and Antidotes, 


However, don’t overspend on Potions if you have licensed and 
purchased the Cure spell. You’ll need cash for weapon and armor 
upgrades, too* Make sure you also keep at least 80 gil in reserve so 
that you can make important purchases when you leave Lowtown. 





Loot! 


Old Dalan has the Crescent Stone , hut you need to power up its 
magicks with a Sun stone- 

Lin fortunately, the Crescent Stone has lost its magicks. It needs 
the power of a Sunstone to recharge, and the only place to get a 
Sunstone is from the nomads on the Giza Plains to the south of 
Rabanastre. 



Four treasure chests are connected to a chest found later (in the 
Necrohot of Nabudis) that holds the most powerful weapon in the 
game, the Zodiac Spear. If any of those first four chests are opened, 
the Zodiac Spear disappears from its chest In Nabudis. 

The first of these is here in Lowtown. If you want the Zodiac Spear 
later, do not open the treasure chest right In front of Old Dalan’s 
place. 


\✓ 



Sell any foot you find to Lowtown *$ traveling merchants (or any 
merchant in Rabanastre) so you can afford to stock up on Potions and 
Antidotes before you hit the Giza Plains. 

Return to Southgate via the freight door where you entered 
Lowtown, just around the corner from Old Dalan's. Let's pick up 
one or two more useful items for the road. 



Sazaar goods, available from merchants, can offer excellent 
value for the money. For example, packages of items that, when 
purchased individually, usually cost more, it’s risky to buy mystery 
packages, ot course, but bazaar items are usually worth it. 








































Buy a Map of Giza Plains 


Maps arc always good to have. Go north through the gate into the Southern 
Plaza and locate the Cartographers' Guild moogle in the yellow suit. You will find 
Him pacing back and forth in foe northwest alcove of the plaza.Talk to him to 
see what maps he has for sale. His maps for Giza Plains (30 gil) and Dalmasca 
Estersand (50 gil) are quite reasonably priced, so buy both. (The Westersand map 
is most likely out of your price range for now.) With the Giza Plains map now in 
the World Map collection, go south downstairs to Southgate and exit Rabanastre. 



Giza Plains 
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Action Checklist 


Go to the Nomad Village in Giza Plains. 


Q Find Jinn, the nomad boy, to learn about Sunstones. 

© 


Make your own Sunstone. 


Bring the Sunstone to Old Oalan. 


WARRIOR’S WASH 


Tq Rabanastre 



Dark Crystal 


STARFALL FIELD 


Buy a Giza Plains 
map from the 
Cartographers' 

Guild moogle in the 
Southern Plaza to 
make your upcoming 
trip a bit easier. 
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Find the Nomad Village 



To find the village, you must travel south across the barren desert. 

Tlie first area, Throne Road, is loaded with treasure urns, so hilly 

explore the region. Look out 

lor roving Hyenas and the 

occasional Giza Rabbit. (The 

bunnies are not aggressive, so 

you can ignore them if you 

want.) After plundering ail of 

the treasures lying in the sand, 

head south to the next area, the _ _ _ _ ... 

Beware the hostile Hyenas that 

Nomad Village, roam t ^ e sou f^ ern san ^ 



Giza Rabbits are docile creatures. Sure they 're cute , but if your health 
is good . whack bunnies for extra EXP. LP r and loot. 

There is a blue Save Crystal tucked behind the big center tent in the 
village. Nearby, a nomad merchant named Aijie has sundry items 
for sale. Among these is the Bangle, an extremely useful accessory 
that equips the wearer with the tech nick Libra. This tech nick reveals 
critical information (Level, 1 IP, weaknesses, etc.) about targeted 
enemies in the field. Remember that you must spend 15 LP to get 
the Bangle license, which is obtainable under “Accessories T on the 
license board. 



Speak to the old woman in front of the central tent. Elder Brunoa 
speaks about dark crystals and Sunstones and directs Vaan to 
Masvua, who stands behind the tent. Speak to Masvua and listen 
to her proposition. She mentions Jinn, a missing child who carries 
a supply of the Shades tones needed to craft a Suns tone. Her offer: 
find Jinn and earn a Sunstone in return. Jinn was last seen south of 
the camp. 



Stock up on necessary goods from Arjie , then speak to Masyua to 
team your next objective: find Jinn . 


The conversation with Masyua also triggers an event: Vaan finds 
Penelo with the children of the nomad camp. When the Scene ends, 
Penelo joins your party. Speak to the nearby nomad youth, Camilla. 
She says she saw jinn in the Crystal Glade to the south. 



Hey Peneio s heref Now it s a party 


Now its time to leave file village via the southwest exit into the 
Team Hills. (Don’t forget to replenish and save your game at the 
Save Crystal before you go!) On the way out, Penelo will hand 
over 3 Potions and 2 Tufts of Phoenix Down. Exiting the area 
also triggers the addition of party commands to your control of 
characters. Now you can issue specific commands to each party 
member, and change leaders if you want. 



Even without specific target info (from a Bangle or the Libra 
technic*), you can easily gauge a target s difficulty. When you 
select a target, the color of Us name in the information window will 
indicate how tough it is. Blue is easy, yellow is formidable but not 
impossible, and red is Run awaaaaayf Run awaaaaayf 




















Gambits have also been added to the Battle Menu. Gambits are 
a powerful combat tool, so you will need to understand how they 
work and develop your own Gambit strategies for every situation. 
For now, all you can do is toggle them on or off for each character. 
Our advice: Toggle them on and leave them on* We'll talk more 
about Gambits later. 
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Killer Foes 

Avoid the powerful 
Werewolves in 
the StarME Field 
area near the dark 
crystal* They can 
KO Vaan or Penelo 
with a single strike* 



In Starfall Field, continue to fight and hunt for treasure,but 
ensure that you work your way east and don't provoke the powerful 
Werewolves in the area. Note the “dark crystal" near the center of 
the area; it has absorbed sunlight and now radiates brilliantly. The 
eastern exit leads to the Crystal Glade, where you will find jinn. 


Find Jinn in (he Crystal Glade 

The party starts in the Toam Hills just west of the village, with the 
dagger-wielding Penelo following Vaahs lead, (You can make Penelo 
the leader if you want; just press up or down on the D-pad once to 
trigger Leader Select, then scroll to Penelo and press @ to select her,) 
Work your way around the area, fighting for EXP, LP, and loot* 

It’s a welcome change to have a partner who has your back, isn’t it? 
Beware the huge Slaven, the Wildsnake, and the three-dog Hyena 
pack led by a powerful Alpha Hyena in the eastern extension of 
the Toam Hills. You can defeat them, but they're tough foes. Heal 
often! Exit to Starfall Field to the south* 



PHOENIX RISING 


Tufts of Phoenix Down raise KO’d characters. If either Vaan or 
Penelo drops, the other can use a Phoenix Down to revive the 
fallen ally* Remember that KO d characters are also revived when 
you use a Save Crystal. 


Vaan and Penelo arc safe here, so you can wait to save your game 
at the blue Save Crystal until after you complete the conversation 
with Jinn, the nomad youth who sits next to the dark crystal in the 
clearing. Talk to him to learn that he has injured Ills leg. Explain 
the situation to jinn and he hands over a Shadcstonc that vou can 
turn into a Sunstone* 



Jinn can't walk very well, so he gives you a Shadestone to turn into 
a Sunstone . 



Now that Peneio s in the party you can give her attack commands 
too , You can also switch Gambits on and off for each party member. 


He explains that you must hold 
the Shadestone close to the big 
glowing crystals found in the 
Giza Plains. The Shadestone 
will absorb their energies and 
become a Sunstone. An Energy 
gauge appears in the upper- 
right corner to measure your 
progress. Finally, Jinn marks the 
dark crystals' locations on the 
area map, so press Select to see 
where all four are located. 



Jinn marks the locations of the 
four sun-filled dark crystals on 
the area map * as seen herei 
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Make Your Shadestone into a Sunstonc 

You can visit the 
dark crystals in any 
order, hut let's take 
an efficient, circular 
route that explores 
new territory (always 
fun) and ruus righ t 
past the village 
Save Crystal at the 
hallway point. Exit 
the Crystal Glade 
east into Gizas South 
Bank, 

The shimmering crystals are easy to find. Just walk up to each one, 
press and select the option to hold the Shades tone up to the 
crystal Hie Energy gauge indicates what percentage of energy 
your Shadestone has gained from the transaction. After draining 
the Gizas South Bank crystal, head north and do the same to 
the crystal in the Gizas North Bank. Then go west to the Nomad 
Village and save your game. 


Upon reaching 100 percent, the scene automatically shifts to the 
C rystal G lade * w he re Ji n n exami n es the S u nsto ne a nd p ro non nees 
it good. Then the 
scene shifts again to 
the Nomad Village 
wIre Masyua gives 
you generous gifts 
to go with your 
new Sunstonc. Save 
your game again at 
this point and head 
north, back toward 
Rabanastre. 

Bring the Sunstone to Old Dalan 

Return to Rabanastre’s Southgate district, go through the old 
freight door into Lowtown, and head for Old Dalan s place. As you 
approach, you trigger an event wherein Penclo leaves your party. 
Then enter and talk to Dalan, who uses the Sunstone to revitalize 
his Crescent Stone, then provides directions to the secret palace 
entrance. Finally, he hands over the Crescent Stone, which is used 
to open a hidden door to the Treasury, 



Walk up to each glowing crystal and hold 
the Shadestone up to it. 
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I lerc’s a good chance to upgrade your equipment. You should have 
built up some LP and gathered some loot from your battles, so visit 

Arjie, Sell your loot 
and see what she has 
available, including 
Bazaar items, then 
spend LP on any 
corresponding 
licenses needed 
to equip what you 
purchase. You can 
probably equip Vaan 
with a Broadsword 
by now. Get that 
Bangle licensed and 
equipped too, if you 
haven’t already 
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Keep upgrading your equipment when you 
get the chance , Remember that you can 
sell off older equipment, or pass it down to 
other party members , 


Now set out west into the Toam Hills again, but this time go 
north into Warrior s Wash to find and drain the third dark crystal 
into your Shadestone. Check the Energy gauge and if it hasn’t 
yet reached 100 percent, you must head all the way south, back 
to Starfall Reid, to drain the fourth and final shimmering crystal. 
Finally, vou gain a Sunstone! 


Then he repeats the words: “The 
signet yearns for Sunstone's 
strength, to light the clouded 
way,” A signet tile in the palace 
will light your path with help 
from the Crescent Stone, 

Old Dalan hands o\/er the 
Crescent Stone and directions 
for a secret route into the palace. 





Wolf in the Waste 

This is a good 
place to try 
hunting anollier mark. 

Check the Notice Board in 
the Sandsea and accept the 
next hunt listed—the one 
for Thextera. The petitioner, 

Gatsly. happens to be sitting on the floor right next to the board! 

Thextera is in the Westersand, but the Galtea Downs area 
isn't too far into the desert. You should be strong enough to 
handle this by now. For more on this hunt, check out the "Side 
Quests 11 chapter in the guide. 

























‘j] Reach the underground waterway via Storehouse 5. 


Q Follow the waterway to the palace cellar. 


Gararnsylhe Waterway 


'[HHHed 


To the Royal Palace / Cellar Stores 


To Storehouse 5 


Action Checklist 


NORTH SPUR SLUICEWAY 


NORTHERN SLUICEWAY 


CENTRAL SPUR STAIRS 
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Walkthrough 
















































































fie! into the Waterway 

Use the Location Map to navigate to the flashing red ‘X* up in 
the northwest corner of Lowtown and go through the doors of 
Storehouse 5 to where Kvtes is awaiting. He opens the left waterway 
door for Vaan, then offers some Potions and Eye Drops, (This 
provides a good clue as to what you'll run into below; win might want 
to find a merchant and buy more Eye Drops.} Go through the left 
storehouse door to enter the Garamsythc Waterway, 


Hie next area, the North Spur Sluiceway, features a tough enemy 
a dying fish called the Ichthon. It's easy enough to defeat in a one- 
on-one battle, but a tight against two of them may be tough because 
of their multiple-hit attacks. Continue to the final stairway and 
select “Climb the stairs," then *Tt s now or never” to enter the palace. 

Vaans climb up the secret stairs triggers a short but spectacular 
visual introduction to two important characters. 



Kytes gets you through the previously locked storehouse door into 
the waterway 


Find liie Palace Entrance 


You start in the 
Central Spur Stairs, 
Go west and save 
your game at the 
blue crystal, then 
continue up the 
stairs and around the 
corner into the next 
section, the Northern 
Sluiceway Continue 
to move eastward 
along the corridors. 
The route is 
essentially linear, but 
its worth checking 
every alcove for 
treasure. (Check the 
map in tins section 
for possible treasure 
locations.) 



As fireworks punctuate the palace fete, two mysterious strangers 
arrive via hover bike. Who are they? 





It may seem like a maze, but the route 
through the waterway is fairly straightforward 
Look for treasures tucked into alcoves. 



















Royal Palace of 
Rabanastre 


J = Guards (starting position) 


Your goal here is to break into the Treasury and 'lake back 
what's yours"... tor Dalmasca, of course. Unfortunately, 
imperial guards are everywhere, so you must use your 
wiles to sneak past them. 


PASSAGE 


CELLARS 


CELLAR STORES 


TREASURE TABLE 

Normal 
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Sneak past the guard out of the palate cellars, j 

Q 

Maneuver past the maze of Imperial guards in 
the tower hallway. 

1 © 

Use the Crescent Stone on the signet tile. 

L 6 

Steal something valuable from the Treasury, 
then escape from the palace. 


Walkthrough 













































































Sneak Out of the Cellars 

Open the nearby Map Urn to 
obtain a bill map of the Palace, 
then save your game at the Save 
Crystal. Exit the room via the 
east doors to enter the Cellars, 
where you fin d palace workers 
scurrying about preparing for 
the fete. 



Nab the palace map from the 
urn and save at the crystal. 



DON’T TOUCH THAT TREASURE: 
PART Z 

Here's the second treasure In let stand if you want access to the 
powerful Zodiac Spear later in the game. Do not open the treasure 
eoffer(s) in the southeast comer of the Cellars. 


While you Ye here, try to find all the treasure chests on both sides of 
the room for the loot they contain. When you reach the far (north) 
end of the room, two Imperials give harsh orders to the work crew, 
threatening to punish anyone who leaves the cellar too soon. 



The seeq empathizes with your "hunger and offers to distract the 
guard so you can sneak upstairs. 



Try to go upstairs. The guard stops Vaan and a seeq palace servant 
notices the attempt. Go talk to him; he kindly offers to help out. 
When prompted, press ® to 
give a shout to the guard— 

“ Hey, hue ke t he ad!!” W hen 
the guard reaches the seeq and 
starts talking, rush toward the 
opposite wall and follow it 
around to the staircase, then 
hurry upstairs to the next area, Hurry / The guard is distracted by 

the Lower Halls. the seeq! Get up those stairs . 


find the Signet Tile and Maneuver 
Fast (he Hallway Guards 

Refer to the numbers on the map for the following steps. To find 
the signet and use the Crescent Stone while eluding the Imperial 
guards, you need to move very precisely. One wrong rum and you 
could get caught, and have to start over. 

From the starting 
point, walk directly 
east until you reach 
the Hawk Signet on 
the floor (marked as 
#1 on the map). Note 
that a pair of guards 
stands further down 
this corridor. Press 
© to examine the 
signet, then try to use 
the Crescent Stone. 

Nothing happens. 

Take a few more steps toward the two guards and press ® to call 
them “bucket heads."Then quickly turn and run back west; turn left 
at the intersection, heading south. Tire guards leave their post and 
give chase as far as the intersection, hut then halt and stay put. Turn 
left again at the next corner, heading east, and left again at the next 
comer to head north. 

Stay on the left side of the hall while running north to the second 
left turn. Take it and go halfway up the hall until you reach the 
Lion Signet on the floor (see #2 on the map). Note the three guards 
at the far end of this corridor. Use the Crescent Stone here and it 
flashes light to a secret passage at the far end of tins corridor. Aha! 


The Lion Signet tights the way to the 

Turn around and go back to the intersection, then turn left and 
head north. At the last corner, turn left again to sec the single guard 
at the tar end. Go a little past halfway down the corridor (to #3 on 
the map), press ® to call the guard, then rum around and sprint 
away. Remember: Don’t get too dose to the Imperials! 


























Burgle the Palace Treasury 



Turn right at rhc corner and take the next right to return to the 
Lion Signet on the floor. Walk west past it a few steps (#4 on 
the map) and call the three guards. Turn and run away again by 
sprinting to the corner, turning right, and heading south. 


The two characters introduced earlier, Balthier and Fran, burst in 
and demand the stone. Vaan refuses to hand it over: “I tbund it! Its 
mine!” (Good logic,) It looks like a classic standoff between thieves, 
but Imperial intruders break up the party 



Take the next right to move up the corridor past the Hawk Signet 
to #5 on the map and cal l to the guards at the far end of the hall 
and run away The coast is clear to your final destination 1 Turn right 
at the next three comers to reach the long hallway running north 
and south up the west side of the hall. Follow it to the last corner 
and turn left (to #6 on the map). 


Escape the Palace via the Walerway 

After an event, Vaan ends up at the foot of the Garden Stairs. 
Climb the stairs to trigger a wild event. A pitched battle is being 
fought outside! Vaan ends up “escaping” on a hover bike with 
Balthier and Fran, but they don't get far; the bike breaks down. 




Examine the “Faint Light" in the grating, then select “Approach 
the wall" to enter the secret passage. Oops— the passage door slides 
shut behind Vaan, locking him in. 


Examine the H Faint Light 11 coming 
secret passage . 


from this grate to gain entrance to a 


Find Ihe Treasury 


Go to the end of the hall and examine the wall on the left (south) 
side. A switch! Use the switch to unlock the “Suspicious-looking 
walTon the opposite side of the 
hall. Examine the wall to open 
a secret panel anti enter. This 
triggers an event in which Vaan 
browses through the Treasury 
and discovers a gem-like stone. 



Balthier comments again on the presence of rhc powerful Imperial 
airship, the Ifrit. He decides you need to escape “the old-fashioned 
way," on foot through the 
waterway. Thus Balthier, a humc 
sky pirate, and Fran, a vicra, 
now join your party. 























Learn how to use the Gambit system 
Work through the waterway canals. 


5-6 ! 341-361 


Pick up a 'party guest and defeat a powerful 
Imperial farce. 


GaramsylEie Waterway 


Fight off a nasty Flan ambush 


Defeat Firemane, the game's first real boss. 


To Ihe Royal Palace / Cellar Stores 


To Storehouse 5 


uEGGHil 


£87-317 ! 125-137 I 1 


the Underground Waterway 


Gigantoadl 


Action Checklist 


Swordsman) 


Venture from the royal palace back to the city via the 
treacherous underground waterway, defeating deadly foes 
along Ihe way. 


[Steeling 


EAST SPUR STAIRS 


CENTRAL SPUR STAIRS 


NO. 10 CHANNEL 


WEST SLUICE CONTROL 


SOUTHERN SLUICEWAY 


EAST SLUICE CONTROL 
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Learn Gambits! 

This is a different part of the waterway now: you start at the East 
Spur Stairs, Save vour game at the Save Crystal nearby and head 
downstairs for a quick Gambit tutorial. Follow it carefully, and 
take note of Balthier’s advice: " Vitality before violence,’ 1 In general, 
you should put healing/ re pair 
gambits before figh ting gambits 
in your task order, (Again, for a 
more in-depth look at Gambits, 
see the "Gambits” chapter in 
this guide,) 




Here ’s a good opening arrangement of Gambit setups for your three 
party members. An alternate tactic is to flip-flop Vaan's gambits so his 
attack gambit is first and the Cure gambit second , That way he focuses 
on inflicting damage white Fran and Batthier perform the healing. Note, 
however you wilt have to manually choose the leader’s target. 
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After the tutorial, open the Party Menu and check out the party’s 
Gambit setups, Vaan has only one gambit active; create a second one 
with the condition “Ally: 1 IP<70%” and set the action to "Cure,’’Then 
turn that gambit on and move it up into the first slot, ahead of Vaan’s 
attack gambit. Now Vaan will stop fighting and cast Cure on any 
ally (including himself) whose HP drops below' 70 percent. Or, you 
could just leave the attack gambit first if you want Vaan to focus on 
fighting, leaving the in-battle healing to others in the party 

Open Baltliier's Gambits and change the condition in his second 
one (an attack Gambit) to "Foe: party leader’s target,” In general, its 
better to have your entire party locus one target at a time because 
concentrated attacks bring down foes more quickly 

Finally, open Frans Gambits, Move the first gambit, “Attack the 
leaders target,”down to the second slot.Then change the first slot 
so she casts Cure whenever an ally’s 1 IP drops below 70 percent. 


These are just suggestions, mind you. Feel free to experiment with 
the order and type of gambits in the early going until you get a feel 
for how they actually work on the ground. And read the chapter in 
this guide on Gambits! 

Move Down the Eastern Waterway 



Now examine the fallen soldiers lying nearby. Balthier identifies 
them as anti-imperial insurgents who infiltrated the area, hoping 


the Imperial guard would be 
distracted by the palace fete. 

He speculates that Vayne used 
himself as bait to draw them 
in, then sent in his powerful air 
brigade led by the Jfrit to crush 
the resistance. 



■ I , . . Look at the fallen soldiers to 

Head down the waterway into , _ , _ .. 

get Balthiers explanation of the 
the next area, the East Waterway njght > s ho$mles ^ 

Control. Turn left to nab the 

full waterway map from the Map Urn, then continue along the 
route. As in the west waterway, the eastern route is essentially 
linear, although there are a few treasures tucked into alcoves and 
dead ends. (Refer to the maps in this section for possible treasure 
locations,) Fighting rats and bats is much easier with Balthier s gun 
and Fran’s bow backing up Vaan. 


RENEWABLE RESOURCES 
HERL 

Don't use Potions or Hi-Potionstor healing unless you need a quick 
emergency boost o! health, or il you've expended all your MP in tha 
heal of battle. Since MP regenerates as you move around, use your 
party's Cure spells tor heating as much as possible. 
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Continue south through the East Waterway Control into the 
No + 11 Channel. This is where the party encounters the Gigantoads, 
formidable Level 5 foes. If you have Libra active, however, you 1 II 
see that Gigantoads are weak against the Fire element, so open the 
Party Menu and set up a gambit to accommodate the situation. 

Luckily, Fran can cast the Fire 
magick, so adjust her attack 
gambit so that when she targets 
an enemy, her action is Fire 
instead of Attack. After you 
finish off the four toads in the 
area, switch Frans “foe”gambit 
back so its action is a regular 
Attack. 

Upon reaching the East Sluice 
Control area, your general 
direction becomes west and, yes, 
them is a Save Crystal. Save your game and proceed down the stairs 
to trigger an event. Up ahead, Vaan and the party' spot an approaching 
squad of Imperial soldiers chasing a woman in a red skirt—the same 
woman you saw earlier in tire brief event in the waterway where the 
resistance forces were rallying for the palace assault. 



Sw/fcb Fran’s Gambit sequence 
so she attacks with Fire magick 
instead of her normal bow- 
and-arrow attack. This will help 
against the Gigantoads, who are 
weak against the Fire element 



The woman fights valiantly,but shes outnumbered four to one.The 
Imperials trap her on a ledge. Her doom looks imminent... until 
Vaan sprints out into the open, calling for her to jump. She does 
and Vaan catches hen Saved! 
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When fighting multiple foes, focus your party's fury on one large! 
at a time. If everyone's attack-related gambit is set to attack the 
leader's target—/.e., "Foe: party leader’s target"—your party 
leader basically selects everyone's target when he selects his own 
large!. This takes out targets raster. 



The rebel woman fights independently, attacking whichever enemy is 
nearest 

One of the Imperial Swordsmen has a Protect spell cast, so save him 
for last When the last enemy falls, the gates reopen followed by 
another event that introduces the woman as Amalia. Suddenly, the 
steme Vaan took from the palace treasury' shirts to glow. What is it? 




Naturally, the Imperial guard isn’t too pleased with this turn of 
events. Here comes the first serious action against the Empire! 


Defeat the Imperial Foursome 

Ihe area gates swing shut behind your party as the action begins; no 
retreat is possible. If your party's gambits are set as suggested earlier, 
though, you should have no problem with this fight. The woman 
joins your party in this fight, but she fights independently; you have 
no control over her. 


Fran and Balthier want to move on immediately, so Vaan invites 
Amalia to join the party. When control returns to Vaan, the gates have 
reopened, so go back upstairs to the Save Crystal, heal up, and save your 
game.Then go back downstairs 































Fight Off the Flan Ambush 


Continue pushing to the west and move into the Southern 
Sluiceway, which is a big open area just perfect for un ambush. Sure 
enough, as the party enters, four slimy Flan monsters surround the 
group,These nasty beasts cast Blind against your party, so prepare to 
use Eye Drops on anyone afflicted with the Blind status effect. All 
escape routes are sealed, so you must fight or die. 




The Flan ambush includes one slimy fellow who drops from the 
ceiling. Keep your eyes clear! 




This is a tough light. The Flan beasts cast Cure on each other, so 
just when you think you've got a gelatin-head on the ropes it may 
suddenly get a health 
boost. Don't be 
dismayed if a party 
member gets KO’d, 
however. Just use a 
Phoenix Down to 
revive him/her along 
with a quick Potion 
to boost HR 
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Although not technically a boss battle, this fight is long and tough 
enough that the game displays a congratulations screen when the 
last Flan finally melts into oblivion. Good work! Now it’s time to 
move on. 

Get to the Waterway Exit 



The passages open back up once you defeat the Flans, so backtrack 
to the East Sluice Control and use the Save Crystal again. Then 

go west two areas 
to the West Sluice 
Control and start 
heading northward 
from there. Watch 
out tor some new 
enemies, the Ghost 
(weak against Cure 
magick) and the 
Garchimacera (weak 
New enemies like the Garchimacera keep against the Water 
things interesting as you push through the dement) 
underground. 


Proceed through the No, 10 Channel until you reach the Central 
Waterway Control, a semicircular area with a set of four rusted, 
locked mechanisms used for operating sluice gates. There is also a 
handy Save Crystal near its north exit. Recharge and save, then go 
through the door that leads north into the Overflow Cloaca. 



Flans are weak against Fire t so switch Fran's 
attack gambit action from Attack to Fire i 





































Flremane 






Antidotes 






The doors clang shut behind the party. 
That's never a good sign. Suddenly, 
a fireball blows into the room and 
changes into a (laming stallion: 
Firemane! This boss is weak against 
the Water element, but you do not 
have the Water spell at this point 
in the game, so just launch normal 
atlacks. Do not let Fran attack with 
Fire magick! 


Firemane's super attack is a blistering interna called Bushfire that inflicts massive damage and 
sometimes Poison. 


If you haven’t done so already, you may 
want to move Vaan's attack gambit above his Cure gambit. All 
parly members will spend a good portion of this battle with 
less than 70 percent of their normal HP, so Vaan may spend 
too much time curing and not enough time hitting Firemane 
with sword attacks. 

From time to time, Firemane will teleport around the room so 
rotate the camera to locate his new position. Amalia is a very 
valuable ally in this light; aside from her Potions and attacks, 
she also automatically uses a Phoenix Down whenever an ally 
gets KO'ed. So keep Amalia healthy with Cure and Potions it 
her HP gets too low. With good Cure gambits in place, you can 
outlast this boss without too much trouble. 


R ■— - “*T 
•I te Ufiifc 


m 

- 








7 

3571 

0 

3 


Potion, Plioenix Down, Grimaire Togafl 


Yes, the victory over Firemane is bittersweet, as Imperial troops under the direct command of Lord Vaync suddenly hurst in and seize the 
entire party, including Amalia. As they are led away in chains, Amalia pleads for their release, but to no avail. 

















































Penclo arrives at the scene and tries to reach Vaan, but Rulthier steps 
into her path and gives her something to keep “just until I bring Vaai 
back.” We also sec a bangaa 

bounty hunter, angry tir losing -cQjfcwH 

tialrhicr to the 1 mperiuk d>^jm 


Then the scene fades to a 
flashback. Here's where the 
significance of the Galbana 
Lilies (the ones Vaan picked in 
the Estersand) is explained. 













Nalbina Dungeons 


Fight through the Imperial watch to the 
magick-sealed door. 




wyDiamQjid Armlet Equip 


the Nalbina Dungeons! 


Action Checklist 


Marksman 


Find a way out of this godforsaken oubliette 
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Defea! Ihe Seeq Prisoners 


Vvuti awakens from his dream about Reks to find himself in the 
infamous Nalbina Dungeons, with Balthier nearby* Not a pretty 
place—as balthier explains, “Its not even a proper dungeon*'They 
just sealed off the bottom half of the fortress/'If you check your 
equipment and items, you’ll find that you don t have any*The 
Imperials took your stuff! 



Maybe you should just go back to sleep, old chap. 


Ihe dungeons are grim, but there is treasure to find*., if you like 
Knots of Rust Explore the Stockade area and search for chests. 
Each one contains a Knot of Rust. What good is a Knot of Rust? 
Actually, it makes a decent weapon, so grab all you can. Talk to 

your fellow inmates 
while exploring the 
area, too. You'll hear 
a lot about some 
bnatal fellow named 
Daguza, Important: 
Save your game here 
at the Save Crystal 
before you go through 

„ , . the next doorway into 

Fmd the four treasure chests , each of which 

contains a Knot of Rust, 



First, an event shows some 
vicious seeq prisoners beating a 
helpless bangaa prisoner* When 
Vaan protests, he ends up in the 
Arena for a blood sport event 
pitting him, unarmed, against 
three massive, club-wielding 
seeq bosses. Luckily, Balthier 
joins the fray in the Arena with 
the taunt: “I said you re the one 
who stinks, ham shanks* Hear 
me now?* 



Daguza, Galcedo, and Gwitch are three dim bulbs to be sure, but 
like all seeq they love a good light. Give them what they want! Try 
to keep your distance at first (although it’s kind of difficult to get 
separation in the tight arena) and fling a couple of precious Knots of 
Rust at either Galcedo or Gwitch to rake down one of them quickly. 
Each knot deals a good 30 to 40 points of damage! Or, if you have 


unlocked the Black Magick 1 license for Vaan or Balthier, light 
them up with Fire magick for massive damage. Remember that your 
gambits are still working, so Vaans attack (assuming lie's your leader) 
will focus Balthier s lists on that target too. 



Remember that vour magick and teehnieks are still available, so use 
Cure when either Vaans or Baltliiers HP drops below the halfway 
mark. If you're feeling lucky, try to steal from one of the seeq, but be 
careful! 


A victory over the seeq triggers a long event in which a nasty green 
bangaa “headhunter* named Ba’Gamnan appears, looking for the 
sky pirate. It seems Balthier 
has a price on his head, Fran 
appears too; she's found a way 
out of the dungeons. Bur the 
magick scaling the exit door is 
too strong for her* 












































Vaan and Balthier slip 
underneath an exit gate just 
before an Imposing new menace 
makes its appearance: an armored 
Archadian Judge Judges are the 
elite guard and the enforcers of 
the laws of the Archadian Empire. 

As the event ends, the bangaa headhunter Ba Gunman orders his 
minions to find the sky pirate. Balthier decides to follow the Judge, 
hoping the Imperials will unwittingly lead the party out of the 
dungeon. 




Find the Dungeon Exil 



You should have enough LP 
to make some good license 
purchases now. Consider getting 
Balthier the Cure Spell (White 
IVfaglck 1), Vaan the Fire Spell 
(Black Magick 1) and perhaps an 
additional Gambit slot or the " 4 SCI 


1 bKhi 


HP M augment license tor each of 


the party members. 


J 


Head east i nto the next area: the Black Watch. A brief event shows 
the door shutting behind your party and a quick overview of the 
Imperial infested corridors up ahead. 



Tire party ends up in the Confiscatory near a blue Save Crystal. Walk 
forward to trigger a short event where the party' members recover all 
their lost items and equipment. The party also receives a handy map 
of the Nalbina Dungeons. Then save your game at the crystal. 



Your stuff is in the Confiscatory, and you automatically get it aft back, 
plus a map , 


m 


□□N T TOUCH THHT TRER5URE: 




I 


Here's the third treasure to let stand if you want access to the 
powerful Zodiac Spear later in the game. Do not open the treasure 
colters In the Confiscatory after you recover your Inst equipment. 





There are a number of treasure coffers here, plus 14 patrolling 
Imperials. You can tty to sneak through the watch, but it’s probably 
better to tight your way through, as you will gain valuable EXP, 

LP, and loot. Plus you'll put together a Battle Chain, since all 
Imperial soldiers (e.g. 

S wordsman, Hop lire, 

Magus, Pilot, and 
Marksman) are 
considered the same 
“type.” When a 
Battle Chain gets 
high enough, fallen 
foes may drop better 
items. 



Plenty of Imperial-type soldiers patrol here , 
so you can string together a good-sized 
Battle Chain for better items. 















































objective Escape the Nalbina Dungeons! 


Avoid going to the north-central part of the watch area until youVe 
cleared out treasure and foes everywhere else. When you approach 
the hallway leading to the magicked door (sec the map), you trigger 
an event, Balthier spots the judge s party, including a mage, moving 
through the watch; your party silently follows them. 


When the judges party reaches a sealed door, rhe mage casts a 
powerful spell that opens the passage.Thanks, buddy! When control 
of your part)' returns to you, lead them through the opening. 



This triggers another event in which the party discovers a prisoner 
held in a brutal isolation chamber. The Judge speaks to him: the 
prisoner is Basch, former captain in the Order of the Knights 
of Dalmasca and the man who apparently assassinated the lung. 
The Judge announces that the woman Amalia, a leader of the 
insurgency is being brought from Rabanastre. 



When the Judge leaves, Balthier leads your party out to the prisoner, 
Basch. When Balthier calls him a “kingslaycr," Basch denies killing 
Raminas. Fran feels the Mist 
strongly in this room: “It must 
be going somewhere," she says. 

After Wan vents his anger at 
Basch, Fran drops the cage and 
she and Balthier jump aboard. 




After a fade to black, you see the cage shattered and Basch freed. 
Over Vaans vehement objections, Balthier invites Basch to join the 
party, saying, “We could use another sword-arm." Basch joins as a 
guest. Again, this means that you have no control over his actions. 
You are now in the Barheim Passage. 



Walkthrough 
















OP SECTOR 37 


Action Checklist! 


LV HP EXP LP 


Burrough 


Gate Switch 


Locked Gate 


Use the tunnels or the Barheim Passage to escape from 
Nalblna Fortress out into the Estersand, 


TERMINUS NO. 4 
ADJUNCT 


Battle 


TERMINUS NO. 4 


SPECIAL OP 


SECTOR 3 

I 

NORTH-SOUTH 
JUNCTION 

mil 

GREAT CENTRAL 
PASSAGE 


334-340 135-138 


Power Conduit 


PASSAGE 


To (he Estersand 


OPS SECTOR 36 


OP SECTOR 29 



































































































Fire Up lire Power Relay and Open the Gate 

Hungs start out in the Lightworks. Go down die first flight of 
stairs and turn right into an alcove with three treasure coffers. 
Op en all three to obtain a lot 
ofgil. Continue down the next 
flight of stairs and turn left 
onto the short ramp that leads 
to the center column. There, 
press the switch located on the 
“Timeworn Device." Nothing 
happens and Balthier speculates 
that the Rise must be blown on 
tills central power relay. 



The power relay has blown a 
fuse, Check downstairs with 
Burrogh for a replacement 



Burrogh has a fuse plus 
a comprehensive store of 
equipment and other essentia! 
items. Do some shopping before 
going any further. 


Continue downstairs. Go past 
the Save Crystal tor now and 
talk to Burrogh, the bangaa 
sitting by the gate. He states 
that the collapsed cage (the one 
your party caused) blocked the 
easy way out of this passage* 

The only way out now is via the 
old Barheim tunnels, which are 
currently blocked off by a giant 
gate. However, Burrogh does have 
something for tile power relay; he 
hands over a “Tube Fuse.” 
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Burrogh also happens to run a little side business, so sell him all 
your loot {except Teleport Stones), then check out his wares and 
upgrade if possible. Don't forget that you need a license to equip 
any weapons and armor you purchase. Perhaps the best thing to 
buy is the Blizzard spell; it will be very effective in some upcoming 
fights. (You need the Black Magiek 1 license for Blizzard as well.) 

When you're finished with business, go back upstairs and install the 
Tube Fuse in the power relay. A gauge appears in the right-hand corner 
of the screen indicating how much of the charge remains. Right now 
its at 100 percent. Now save your game at the Save Crystal. 


Blizzard is a very helpful Black Magiek spell fa have \n the Barheim 
Passage. The elemental Ice damage it inflicts is quick and tethaf against 
the Battery Mimics you must eliminate fn the tunnels* Buy Blizzard from 
Burrogh and try to get it licensed lor all three of yew party members. 




Buy Biindna and Polsona, toe, then spend LP en thefr licenses If 
you can afford it. Whenever possible, yen want the power to remove 
status effects with While Magiek, which is renewable, rather than 
with items like Eye Drops or Antidotes, which can be used up. 


jj 


Go down and try the Gate Switchboard on the wall next to Burrogh, 
It you replaced the fuse in the power relay, the gate opens and the 
charge drops to 70 percent. (If you didn't replace the Rise, the gate 
doesn't work.) Pay very close attention to what Burrogh says next 
l ie explains that as long as the lights are on, the Barheim Passage 
isn't so bad. If the charge drops 
below 30 percent, though, 

“fierce beasts start cornin' out 
in the dark.” Also, if the power 
drops below 50%, Zombies and 
Skeletons will appear. If it drops 
below 30%, Specters and Skull 
Defenders will emerge. There's 
even a chance that the Battle 
Mimics will respawn if the 
gauge is between 31-50%. 



Good news: the gate opens. 
Bad news: the charge drops to 
70 percent 


This is very, very true. The entities thar arise in the darkness will 
overwhelm your party' very quickly. Therefore, it is essential that you 
keep the lights on. Unfortunately, annoying spider-like creatures 
known as Battery Mimics roam tire passages, feeding on energy 
conduits and draining power from the system. The party’s next task 
is to eliminate these pests to keep the charge above 30 percent,To 
get started, head through the gate into Op Sector 29. 





















































Slop the Mimics from Draining 
Power in Northern Barheim 

Two shimmering Battery Mimics lurk in the next area* Balthier 
provides a quick lesson on the creatures and warns you to stop them 
from feeding on the power conduits*There are two conduits in Op 
Sector 29. Refer to the map in this section for their locations, or 
locate the flashing icons on the area map. 



The Battery Mimic will suck power right out of the system if you give 
it a chance , Knock out this foe before it can drain power to below 30 
percent — otherwise, ghastly fiends will arise. 

Rush to attack Battery Mimic A, which is feeding on the conduit 
(see callout “A") just ahead* A second one, Battery Mimic B, scurries 
away as you attack* It is heading for another conduit downstairs, but 
let it go for now. Instead, focus your attention on the first Battery 
Mimic. A Zombie staggers into the fray, but remain focused on the 
task at hand. 




As soon as the first Mimic gets knocked out, press and hold the R2 

button and hurry through the doorway. Sprint downstairs, ignoring 

any other creature that approaches along the way Battery Mimic B 

is greedily draining energy from another conduit (see callout M R”), 

so you need to stop 

it fast* When you 

reach the foe, hit it 

with Blizzard* Once 

Battery Mimic B 

goes down, the power 

charge will stabilize 

and you can take a 

bit of time to mop up 

. . _ On Sector 29* 

Just ignore the Zombies and Tiny Mimics 

until both Battery Mimics in Op Sector 29 

are eliminated. 


After eliminating all of the monsters and finding the treasures, 
move into the next section, the Great Eastern Passage. Check the 
area map to see the tour power conduits located in this long sector. 
Two more Battery Mimics hunker just ahead; as you approach 
them, one feeds on the nearby conduit (see callout “A”) while the 
other hurries off down the tunnel. 


As before, eliminate Battery Mimic A, then press and bold the R2 
button and “flee” down the long passage looking for Battery Mimic 
B, ignoring other creatures for now. When you arrive at the fork in 
the tunnel, veer up the right fork to find Battery Mimic B gorging 
on vet another power conduit (callout “B”). After you knock out 
this mimic, note that a Map Urn rests just below the party, cut off 
by the break in the tracks. 



Retrace your path to the tunnel fork, find the treasure chest in the 
nearby alcove, then take the other (left) fork in the path* (Or go 
back north up the tracks and dispose of all the baddies you ignored 
earlier*) At the next split, take the right fork; you run smack into 
Battery Mimic C. 

After hitting Mimic 
C, it runs past and 
down the left fork 
to another dead-end 
power conduit (see 
callout “C")* Chase 
it down, once you 
knock it out, return 
to the split and take 

i hard left to <r<> Don t m * s$ ^ ap ^ rn focateCi U P one °f 

the side spursi 

southwest. 


Continue until you can curve around a corner to the right and head 
northeast. This leads hack to the Map Urn, plus another treasure 
hidden in an alcove* At last, a full map of the area! The map reveals 
one more conduit (see callout “D”) here in the Great Eastern 
Passage, so head down the tracks toward it. Find and defeat Batten 1 
Mimic D to wrap up this area. 



A door next to the conduit leads west to Op Sector 36. Tins area is 
optional, actually; you can skip it if you want, but why would you 
pass up a chance to knock around more Mimics? There are two 
more Battery Mimics here feeding at two more conduits—one 

upstairs (sec callout 
“A") and one 
downstairs (see 
callout “B"). Nail 
them both, mop up 
the little spiders, and 
return to the Great 
Eastern Passage* 
Finally, continue 
south into Special 

Two more Battery Mimics feed in Op Sector 

36 . Teach them how power corrupts. * p sector v 
















objective Navigate the Barheim Passage 


Open the Gate in Central Barheim 

You must still find and squash hungry Battery Mimics in the 
central part of Barheim Passage, so don't forget about that. But you 
also find a locked gate barring southern passage through Special Op 
Sector 3, Battery Mimic B will meander to the conduit to the south 
(see callout "B"), so quickly cast Blizzard on it 



Two Flan creatures block passage into the west chamber of Special 
Op Sector 3 where a Battery Mimic is draining power. Hit them with 
Fire spelis for quick disposal 


Hurry west toward the next room. Two creepy Flan toes drop into 
your path; flame-broil them with Fire spells. (Just two shots of Fire 
should be enough to melt each one.) Then continue downstairs* 
Another Flan drops in, so dispose of it, then find Battery Mimic A 
munching away on the electric grid. Cast Blizzard on this fellow. 
When he drops, explore the area for treasure chests* 

Now climb the stairs (watch out for another Flan!) to another 
doorway that leads to a new area called Op Sector 37. You're 
looking for a Gate Switch to open that big southern gate, but two 
more Battery Mimics are feeding in here* One is just inside the 
entryway to the left (see callout “A" on the Op Sector 37 map) 
hut the other one is downstairs, and another Flan drops from the 
ceiling to block your path. Fry him quickly and then move through 
the back hallway to find Lind eliminate Battery Mimic A* 



Alter this beast falls, go around the corner heading west and climb 
up to the Gate Switchboard, burning the pair of Flans that drop 
in your path. Press the switch to open the gate back in Special 
Op Sector 3* Nab the treasure just down the corridor, then return 
to Special Op Sector 3 and move south (through the now-open 
gate) to the next area, the North-South Junction, to trigger a very 
interesting event. 



Find this gate switchboard in the extreme northwest corner of Op 
Sector 37 to open the gate back in Special Op Sector 3. 


This is where you learn what really happened in the mom where King 
Raminas died. Basch's twin brother, the very same Archadian Judge 
we saw earlier in the Nalbina Dungeons, engineered the assassination 
trap and framed Baseh. And it was his twin, and not Basch, who put 
the blade to Vaan's brother, Rcks, as well. Complicated? Certainly. But 
as Balthier says, “Tie pieces certainly fit.” 



Vaan is not convinced, but there's no time to debate the past now 
Current events are far too perilous* And, as the glib Balthier puts 




North-South Junction, then continue south 
Great Central Passage. 


it; "What's done 
is done." It's rime 
to move on and 
leave these dank, 
dangerous tunnels. 
However, there is 
some good news for 
the team: Basch has 
picked up a sword 
and now deals more 
damage than before. 

Before you take a 
step further, use the 
Save Crystal in the 
into the next area, the 



















Stop the Mimics in Southern Barheim 

Yes, more hungry Battery Mimics lurk in the southern most four 
areas of the Barheim Passage. But only one feeds on power i n 
the Great Central Passage; it's just up ahead on the left. Nail him 
im mediately. 


Beware of any treasure you find in this area, though . Some Mimics 
disguise themselves as treasure coffers. It doesn’t get any lower than 
that, so make them pay. These 
Mimics are weak against Wind 
damage, but chances arc good 
you haven’t purchased Aero (a 
Wind spell) yet, so save your 
MP and take them down with 
conventional attacks. 




Some sneaky Mimics disguise themselves as treasure in the 
southern regions of Barheim. What treachery! 


You cant get through the locked gate to the west right now, so 
continue south down the passage to the next area, the Zeviah 
Subterrane. 


West Gate to Zalera 

The locked gate on the west wall of the Great 
Central Passage leads to the Esper Zalera later in 
the game. IPs the final portion of a very long side quest. You 
canT reach this area until the party obtains the Barheim Key 
and finds the secret entrance in the Dalmasca Estersand s 
Murmuring Defile area. For more on this, see the Zalera 
section in our "Side Guests chapter. 





The Zeviah Subterrane is a large area with three power conduits, 
each with a power-draining Battery Mimic. More of those 
annoying Tiny Mimics harass the party, as well as Surianders, huge 
toad-like creatures. Don’t get distracted from your primary task, 
though. If you let 
even one Battery 
Mimic drain the 
power gauge below 
50 percent, Skeletons 
and Skull Defenders 
will rise in pairs from 
the ground. Stay 
completely focused 

on finding the three Don't let Tiny Mimics distract you from the 
feed i ng M i m ics. task of protecting the conduits. 


Battery Mimic A lunges at the party the moment they enter the 
Zeviah Subterrane, so this one should be easy to knock out quickly, 
11k- next one. Battery Mimic B, feeds on a conduit just ahead to the 
left. But the third Battery Mimic is a bit further away, up the tunnel 
to the northeast (sec callout H C"on the Zeviah Subterrane map). 



Like Battery Mimics , the Suriander is weak against the fee element, 
so cast Blizzard for a quick defeat 


After eliminating all three Battery Mimics, retrace your route 
through the area, clear out any enemies and take any treasure. Then 
return to the northeast passage and proceed into the Terminus No. 
4 Adjunct to find a Save Crystal. Prepare for a boss fight! If any of 
your characters can cast Protect, do so on all members of your party. 
When you’re ready, save your game and rush into the next area, 
Terminus No. 4. 





























Navigate the Barheim Passage 


During (his battle, it’s best to ignore the smaller 
Tiny Batteries and focus solely on the queen. Her 
minions will teed on power and the charge will 
drop. Don’t worry about that, though; the moment 
the Mimic Queen falls in defeat, the battle ends, 
so keep your attacks concentrated on her. 


!*>'•»!* 
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The Mimic Queen thrives on electricity, so do not 
cast Thunder spells as she absorbs lightning. 

However, she is weak against Blizzard's Ice 
damage. Don't overdo it, since you want to save 
some MP for Cure spells. Nine or 10 Blizzard hits 
should knock down the Mimic Queen's HP to about hallway, but your characters' MP will start to dwindle 


The Queen doesn't like ice, so give it to her. Stendard weapon attacks inflict good damage too. 


Regular attacks work quite well loo, but make sure two of your three party characters (preferably those with ranged weapons) have gambits that 
heal anyone with HP<70 percent or even HP<50 percent first, with their attack gambits slotted second. 


Basch, your guest character, is very effective during this fight, so keep him healed up. When you finally destroy Ihe Mimic Queen, your party 
automatically escapes from the Barheim Passage out into the Dalmasca Estersand. 





















*{] Cross (he Estersand to Rabanastre 


Rabanastre 


585-617 


CTEmxffi 


8-9 135-155 


To West 
Barbican 


To Giza Plains 


To Rabanastre 


Return 


Nekhbet (Rare^ 


Travel southwest ttirough the arid Dalmasca Estersand to 
return to the city ol Rabanastre, 
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Cross the Desert to Rabanastre 

The party starts in the Passage Entrance area just outside the 
Barheim Passage, Use the Save Crystal and move west inro the 
Sand-Swept Naze. The Naze is a big area with plenty of treasures 
and enemies, although most of the foes will seem weak after what 
you faced in Barheim. 

One foe is very tough, though—a rare beast named Nekhbet. A 
full party of four can defeat him, but its by no means easy. The 
beast casts Slow, a status effect that you can only remove with a 
Remedy at this point, since you don’t have the I laste spell yet. 
When Nekhbet finally falls, you receive plenty of EXP and LP, so 
its worth the effort. 



Look for Nekhbet in the Sand-Swept Naze . He resembles a normal 
Cockatrice, but he's incredibly tough , 



The next area to the south is the Yardang Labyrinth. Explore it 
fully for more treasure and easy fights (Wolves and Cockatrices, 
mostly) to build up LP. You may encounter a random bangaa hunter 
roaming the sands too. The green bar above bis head indicates that 
he is non-hostile and the fact that you cant target him outright 
indicates that he is an “ally" Although you can attack him by 
selecting Attack from the battle menu and cycling through the 
target types using the 
LI or R1 buttons, 

It's in your best 
interest to let him 
he. NPC allies will 
occasionally east 
beneficial spells 
on your party and 
help light enemies. 

Continue southwest 
through the Outpost 
into The Stepping, 
the area where you 
defeated the Rogue 
Tomato, 


The bangaa hunter wandering the desert 
is entirety neutral; you can target him by 
selecting battfe/attack and pressing the R1 
button twice. Note . though, that the bangaa 
is listed under the header 'Allies.'’ 


The mighty Wild Saurian still paces in the northern part of The 
Stepping, and you should carry on avoiding him for now, as he’s a 
level 34 beast. You can fight the Wolves and Cactitcs, though. At 
this point, you can decimate them with a single swing of the sword, 
so you can accrue LP quickly while moving across the desert. 



You probably stiff can't defeat the Wifd Saurian , but with the Bangle 
you can see his awesome Level 34 stats . 


Upon reaching Rabanastre, the party splits up. Basch thanks the 
team and promises to pay his respects to Vaahs brother. Then Fran 
and Balthier take their leave 
too, warning you to lay low ior 
a while. They plan to stay in 
Rabanastre for some time. 




Vaan wonders if he can mist Basch and decides he should get rid 
of the glowing stone he stole from the Royal Treasury He wants to 
show it to Pcnclo first, though, who should be at Migeios place this 
time of day 

















{] Visit Migelos. 


Q Visit Old Oalan and make a delivery tor him 
0 Find Ballhier and Fran. 

Go t0 ^e Aerodrome. 


Rabanastre 


To Lowtown 


To Giza Plains 


Vaan wants to show Penalo and Old Oalan Ida glowing 
stone he pilfered iron the Treasury. But Penalo is missing 
and Old Oatan sends Vaan on a mysterious errand that 
leads to a “reunion party. " 


Aerodrome 


Action Checklist 


EASTGATE 






NORTH END 


WESTGATE 
























































The party has disbanded, 
leaving Vaan all alone. Head 
up to East End and drop into 
Migclo's Sundries to trigger 
an event. Kytcs tells Vaan that 
neither Penelo nor Migelo are 
around; he also says Old Dolan 
has an errand to run. Vaan 
volunteers to run the errand 

tor Kvtes, marking a new destination on the area map; Old Dalan s 
place in Lowtown, 


Kytes hasn’t seen Penelo, but he 
says Old Dalan needs errands run, 
Vaan offers to go see the old man. 



Before you go, sell any loot that 
you’ve accumulated and stock 
up on items that are low in 
your inventory. Make sure to 
build a small stock of the new 
items available (Echo Herbs 
l to remove Silence status] and 
Gold Needles (to remove 
Stonc/Petrify status]). Exit and 
visit Montblanc in the Clan 
Hall on the North End to 

receive rewards for any recent bosses you’ve defeated. Lastly, go visit 
other local merchants to see what they have for sale now. 


Visit Montblanc at the Clan Hall 
to receive rewards for defeating 
the pack of Flans > Firemane, 
and the Mimic Queen. 



liMinlKtV.in.ffa 


When you’re finished shopping (or window-shopping, as the case 
may be), head down to visit Old Dalan in Lowtown. 



SMART BUYER 


Unless you’ve been overly active about acquiring loot and LP by 
obsessively revisiting areas you’ve already cleared, your resources 
may be limited at this point in the game, so spend carefully on 
equipment. 

Remember that all party members can share certain purchases 
with the associated licenses, including those who loin up later 
(except guests). For example, all party members can use licensed 
magicks and lech nicks, once purchased. In addition, alt party 
members can use any of the gambits you buy, so you can be 
somewhat thrifty in this area. 


Lowtown 


NORTH SPRAWL 


To North End 


To the Garamsylhe ^ 



Old Dalan (^J 


\J 

r 

To Southgate 


Visit Old Dalan and Make His Delivery 

Talk to Old Dalan to trigger an event. Vaan shows Dalan the stone, 
then the old man sends him on an errand. He wants Vaan to deliver 
a sword to someone named Azcias. Dalan marks his location on the 
area map; the red "X" isn’t fir away, just up in the North Sprawl of 
Lowtown. Vaan asks Old Dalan to help him find out where Penelo 
is and the old man agrees. 



Old Dalan wants Vaan to deliver a Sword of the Order to Azelas in 
the North Sprawl. 




Walkthrougl 





















































Follow the path to the on the map and locate a man named 
Balzac sitting on a crate. Speak to him and he lets you into a 
secret Resistance hideout. Inside, men argue about the King s 
assassination.Then Basch emerges.,, in his Dalmascan uniform. 
After the event* Basch joins your party. 


According to Balthier, the imperial Fleet is massing at Bhujerba, a 
spectacular skycity. Vaan jumps at the chance to save Penelo, even 
offering the Goddess's Magi cite in exchange lor passage. Basch 
offers to join Vaan, saying he has business in Bhujerba too. When 
the event ends, Balthier and Fran join your party. 



>4s Vaan and Basch exit. Basch asks Vaan to take him to Baithier to 
acquire 'wings " Vaan agrees. Basch now joins your party 



Back to Rabanastre 


Find Ihe Sky Pirate 

The map screen 
provides a due, 
pondering where a 
“tired, thirsty sky 
pirate” might go in 
Rabanastre, Answer: 

The Sandseu, of 
course! While 
approaching the 
tavern, an event 
occurs during which 
Vaan tells Basch about losing his parents to the Plague and describes 
his sibling-like connection to Penelo; her family raised him. 



Vaan talks about the war orphans in the 
streets. .. and his own past 



Enter the Sandsea and go upstairs to the balcony to trigger another 
event. Bakhier and Fran sit at a table where Migelo angrily berates 

the sky pirate. The 
bangaa head h u nter 
Ba’Gamnan has 
kidnapped Penelo 
and left behind a 
note telling Balthier 
to come to the mines 
in Bhujerba. 



Board Ballhier’s Ship 




Balthier sticks around to mention that BaGamnart’s note must 
refer to the Lhusu Mines in Bhujerba, and says to meet him at 
the Aerodrome* Now that Fran and Balthier have joined your 

party, you may 
want to visit the 
local merchants 
and upgrade their 
equipment. After 
doing so, head for the 
Aerodrome in the 
Westgate district of 
the city. (Its marked 
on in the area map.) 

Fran waits at the entrance to the 
Aerodrome. Talk to her and head inside to 
find Balthier 

































OBJECTiVl 


Make the City Rounds 



When you reach the Aerodrome, Fran is waiting outside. Talk to 
her to learn that Balthief feels responsible for what’s happened to 
Pcneto. Enter the Aerodrome and find Baithier waiting in an area 
near the back of the building, on the left side. Talk to him to learn 
that Bhujcrba h on the sky continent of Dorstoms/Ihc Lhusu 
Mine is actually a magieite mine located in Bhujerba. Hell also tell 
you more about Bhujerba, if you want. The skycity is known for its 
export of magieite and is ruled bv Marquis On done, a man who has 
staved off Imperial invasion by maintaining Bhujerbas longtime 
tradition of neutrality. 


Note that the man who rules Bhujerta is the same Marquis Ondore 
whose memoirs appear earlier In the game. 


Or,you can skip all that and just select Tm ready” and then Tm 
really ready,” This triggers an event showing the party boarding 
Baithiers ship, the Strah^ after a team of mo ogles prep it. 


Walkthrough 




















*{] Find the Lhusu Mines 


Bhujerba 


To the Lhusu Mines 


Penelo! 

■ 


Ba Gamnan is holding Penelol Look lor her deep In the 
Lhusu Mines. 


Aerodrome 




























































Get to the Lhusu Mines 


When you exit die Bhujerbii 
aerodrome, you see a quick 
event during which a young kd 
named Lamont asks it' lie may 
accompany the party to the 
Lhusu Mines* Balthier agrees 
and Lamont joins your parry as 
a guest. 



Don 7 miss the map-seller in the 
first plaza. 


Nice kid, that Lamont But why 
is he so interested in the Lhusu 
Mines? 

Proceed due east and climb the 
staircase. At the top, locate the 
Cartographers 1 Guild moogle 
and buy his maps of Bhujerba 
and the Lhusu Mines, (If you re 
a bit short of the steep asking 
price for the maps, sell a few 
items at any nearby shop.) 


If you have any spare gil, or even if you don’t, you can browse a 
bit in die Bhujerba shops to see what novel items or equipment is 
available. Next, head for the 
entrance to the Lhusu Mines 
from Lhusu Square, in the 
northeast district of the city. 

If you talk to people along 
the way, you learn that the 
magicite mines are shut down 
today because of an Imperial 
inspection party from Archadia, 

When you approach the mines, a quick event occurs. Balthier points 
our that these mines contain one of the richest magicite veins in 
all ot Ivaiice. Busch suggests that the mines are probably under 
Imperial guard, but young Lamont precociously explains that, with 
but few exceptions, the Imperial army is not permitted in Bhujerba. 



The entrance to the Lhusu 
Mines area is imposing, 
is Penelo in there? 




Lhusu Mines 




Action Checklist! 

C 9 ^> 

Work your way into Site 2. 

Escape Ba’Gamnan and crew! 
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Lamont then leads the group into the mines. Basch and Balthier 
exchange an amused look. Who is this kid? 



Walkthrough 
















































































Get to Site l 

Descend into the Shaft Entry to trigger an event m which your 
party ducks away to avoid an Imperial inspection party led by the 
Arch ad i an Judge Ghis and the Marquis Ondore. 



Imperial inspectors griii Marquis Ondore about the mine s magicite 
shipments, 


After they pass, Lamont emerges and recalls how the Marquis 
served as the mediator at the negotiations of Dalmasca’s surrender. 
The question now; Are Ondore and Bhujerba still neutral? Or 
arc the rumors true that he's secretly helping the anti-imperial 
resistance? 



Continue into the mines. The 
path is linear, so just keep 
moving trorn sector to sector, 
battling bats and undead 
defenders while scoring 
treasures. Watch our tor traps, 
though! Make sure you move 
down the westernmost corridor 
of the Shaft Entry, or else a gate 
will block the path to the west. 



If you locate this gate in the 
Shaft Entry, head back north 
and then west to come out on 
the other side. 



Numerous explosive traps line the Lhusu mine 
shafts. If someone in your party is using the 
technick Libra, or wearing a Bangle, you can spot 
them easily, as seen in this screenshot. If you don't 
have Libra active, the traps will not be visible! You 
can also create a 

Libra gam bit th at Jj^l 

automatically keeps 
the Libra technick 
active on any party 

member. This frees *mji. 

“iw WH* milAV m„ A 

up an equipment _ S4? 

slot for another 
accessory. 


When you reach Transitway 1, the path splits. An impassable gate 
(for now) blocks the left path, so take the right fork. Continue 
north into the next sector, the Shunia Twinspan. 



Fight your way through Skeletons and Skull Defenders across the 
span. There are a lot of these skeleton-type enemies here, so this is 
a great place to build up a good, long Battle Chain and earn some 
decent loot items. After clearing out all of the skeletons, move 
north to Site 2. 



Lamont sure knows a lot for a young tad: doesn't he? 


The Shunia Twin span is loaded with skeleton enemies. Have the 
party fight back and forth over the bridge to build up a Battle Chain. 


















OBJECTIVI 


Rescue Penelo! 


A gate to the west blocks access to the Site 2 tunnel, so work your 
way through a small storage room (holding a lew treasure chests) 
and into the luminescent blue cavern to the northeast. There you 
trigger an event in which Lament explains that the glowing blue 
stone is something called Tnanu footed nethicite.” 




Unlike regular magidte, nethicite absorbs magical energy making 
it a very powerful substance. According to Lamont, the Draklor 
Laboratory has been behind research into the manufacture of 
nethicite, Balthicr starts grilling the boy about his sources and 
identity, but is interrupted by the appearance of BaGamnan and his 
batigaa crew* B a 1 Gan man claims 
he let Penelo loose and she ran 
off. Lamont leads a rush past 
the bangaas and the chase is on! 



Your party isn't strong enough to take on BaGamnans crew. 
Although the fight isn’t entirely hopeless, it is very difficult and 
there's no reward for winning* There lore, just press and hold the R2 
button and retrace vour route ail the way back to the Shaft Entry 
When you cross the boundary into that sector, the pursuers give up 
and you can relax. Move all the way through the Shaft Entry to the 
exit into Bhujerba. 



Don't try to take on the bangaa boys , Just runt 


Back in Bhujerba 


The escape from the mines triggers a very interesting event. The 
boy, Lamont, turns out to be somewhat more than he seemed. Alter 
“Lamont" exits with Penelo for the Marquis's estate, Basch says 
that die entire party now has reason to meet Ondore. But how to 
arrange such a meeting? 





Walkthrough 














Gamer enough ' notoriety' 1 to get the 
Resistance s attention. 


Bhujerba 


Q Go to a meeting at Ondore f s estate 


To the Lhusu Mines 


To Gndore’s Estate 


Attract 


Run around town testifying about Captain Basch so the 
Resistance lakes notice- then meet with the Marquis. 


Street Vendor 
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Gain 100 Percent Notoriety! 


Climb the stairs from the mines 
to trigger another event with an 
answer to the previous question. 
Balthier suggests that one way 
to reach Ondore is to “raise a 
clamor” that Basch is still alive* 
Ibis will bopefuBy attract the 
attention of the Resistance 
groups that the Marquis is 
said to fund. Vaan takes up the 
task Press the ® button when 
prompted to hear Vaan practice 
his idle boasting* 



Press the Square button to 
'testify” that Captain Basch fives! 



A “Notoriety" gauge now appears onscreen* The goal is to 
run around Bhujerba and press the button to make loud 
proclamations to citizens that Captain Basch is still alive. Move 
quickly because the 
gauge is constantly 
dropping; you must 
till it up faster than 
it drops. Testify only 
to citizens with the 
Talk Icon above their 
heads. If you can 
find groups of such 
citizens* you can get 

. " Testify to Bhujerba citizens that Captain 

mure t un one at a Basch fives, but avoid the soldiers in metal 
helmets. 



Important: Do not testily near any 
of the Bhujerban Samikah. the 
helmeted soldiers with swards 
who patrol the streets. If you do* 
you wilt pet reprimanded and lose 
30 percent off the ' Notoriety; 
gauge. On the other hand, 
parijanah guides with blue books 
offer extra notoriety. 



After tilling the Notoriety gauge to 100 percent* another event 
starts. In this one, Vaan is confronted by Resistance members, then 
taken to their hideout in the Cloudbome tavern and questioned. 
Balthier and Fran appear, followed by Basch. Pretty secret hideout, 
eh? Tire Resistance now sees that the Captain does live. 



From here, the action cuts to a drawing room in the estate of the 
Marquis Ondore, where Penelo and Lord Larsa discuss Vaaris 
rescue and the situation in Rabanastre, 






Side Quest Central 




Bhujerba is a starting and ending point lor several 
side quests. Check out the Cfoudborne Tavern’s job 
board lor Hunts in the Lhusu Mines once it has been cleared. 
The Antlion Infestation hunt in particular provides the Site 3 
Key, which opens up most ot the mine for exploration. Then 
you can begin opening the large gates by using control panels 
near each one, and also use mine cars to travel back and forth 
to the enhance instead of hiking the entire way. 


SIDE QUEST 




































Meet with the Marquis 







When the scene ends 
and control returns 
to you, exit the 
Cloudbome tavern 
and follow the red 
*X”on the area map 
to Ondores estate. 

Upon reaching the 
entrance, talk to the 
Sainikah with the 
Talk Icon above his 
head and he will allow 
you to enter. 

Inside, Ondore reports that Lord Larsas contingent has rejoined 
the Imperial detachment, meaning that Pcnelo is gone too. They 

will depart tonight when the 
fleet arrives... which it soon 
does, Jed by its massive flagship, 
the Dreadnought Leviathan. 




Talk to the guard to enter Ondore s estate 



Gndore and Busch seem to come to some unspoken agreement. 
Ondore then calls in the guard to arrest everyone and take them to 
Judge Ghis. What’s going on? 


Now the scene switches to the Royal Palace at Rahan astro, where Lord 
Vayne consults with one ot Ills judges and an dissociate named Dr. Cid 
about the Resistance and the 
situation back in the Archadian 
Senate. After the event, another 
event shows Vanns party being 
transferred in chains over to the 
mighty Leviathan. 
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Action Checklist 


£1 Proceed to Ihe brig area in tiie central block ol the ship. 
Q Defeat a contingent of Imperials led by lesser Judges. 


© Rescue a prisoner Irom the brig. 
Deteat the powerful Judge Ghis. 


Judge Ghis holds a very important prisoner aboard tho 
flagship of the 8 th Imperial Heel. Free her and escape. 
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Mastiff 
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The Dreadnought Leviathan 


AIRSHIP BERTH ACCESS 


Alarm Web 
One-Way Alarm 


STARBOARD SECTION 


PORT LAUNCH 




PORT SECTION 
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Walkthrough 


















































































































The Story Continues... 

Tile re's one more event before you regain control of your party: a 
meeting before judge Ghis with Amalia, AKA the Princess Ashelia 
B’Nargin Dalmasca* Yes, Amalia is Ashe, the princess said to have 
committed suicide. Judge Ghis demands her “ministry” in restoring 
peace to Dalmasca, but Ashe refuses to play puppet to Vaync. Ghis 
threatens the gallows if she cannot offer proof of her royal claim. 


Rescue Princess Ashe 

At last* control again! Vossler joins your party as a guest, plus you 
gain a full map of the Leviathan. Configure your party the way you 
want; besides Vbssler, who you cannot switch out, you can use three 
of your four available members. Save your game at the nearby Save 
Crystal in the Port Launch. Then head through the doors labeled 
“West Block” Into the corridors of the Port Section. 



Basch mentions something called the Dusk Shard, her birthright 
as the Dalmascan heir. It's a magic stone that will prove she is of 
royal blood. But hey, guess who has it? That’s right—the “Goddess’s 
Magicite" that Vaan has been carrying, the stone that he stole from 
the Palace Treasury, is none other than the Dusk ShardJ It starts 
glowing in Vaan’s hands. 



Ghis demands the stone and 
Vaan reluctantly gives it to him. 

The judge then sends everyone 
off to be incarcerated... 

The scene shifts to a view of 
the party- being marched to the 
ships brig. However, a mistake by an overeager Imperial leads to an 
old-fashioned prison break aided by one of the helmeted guards; 
its Vosslerl He unlocks everyone's cuffs, explaining that for two full 
years he has kept Ashe safe, and now he plans to get her out. 





Don’t Be Alarmed 

The ship is full of light-beam alarm webs. 
Depending on the route you take, you may have to 
trip a trap or two to reach the hrig area. Don’t panic 
when it happens; the alarm summons a tough, hut 
beatable, Imperial squad to investigate. 



The immediate goal is to fight through the Imperial soldiers, 
mastiffs* and elites to the Large Freight Stores section. While 
heading down the 


first hall, Vossler 
warns about the 
intruder alarm 
system. Take the 
second right to avoid 
the beams. Then go 


right* left* and finally 
south down to the 
open room with the 
glazed floor. 


Avoid this red web of light beams * its an 
intruder alarm. 
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That treasure looks easy to pluck , but a 
detection alarm activates after you pass; 
forcing you fo trip the alarm to exit the alcove. 


There is a treasure in 
a dead-end hallway 
due south. If you 
go after it, a “one¬ 
way” detection web 
activates behind your 
party, trapping them 
in the dead-end; 
you’ll have to trip the 
alarm to get out. Is the 
treasure worth it? Its 
just a handful of gil, 
hut you do get to fight 
a squad of Imperials. 



ONE-WRY RLRRM5 


Several of the motion alarms are "one-way" activated- In other 
words, they start out turned off* hot activate when your party 
[passes through them. 




















Exit to the east and follow the corridor until you reach a walkway around an open atrium. You can now take one of two paths south to the 
next area, the Large Freight Stores, 


North or South? 

Check the area map. The red "X” marks Brig No. L You can take 
one of two different routes from the Large Freight Stores to reach 
this area and each way has its advantages and disadvantages. 
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NorthlRoute 


Upon entering the Large Freight Stores, go immediately to the 
east exit via one of two eastern doors and head north through 
a labyrinth of corridors hi led with alarm webs in the Starboard 
Section and Sub-control Room. This is the much longer way to 
the Airship Berth Access where the brig is located,but its actually 
the easier way—because if you follow the correct route, you can 
avoid setting off any alarms, (See the blue route on the map of the 
Starboard Section.) You pass through several one-way alarms that 
don’t activate until after you pass through them, so if you don’t 
backtrack,you wont set them off. 



At the north edge of the Starboard Section, use the Bulkhead 
Release to unlock the door into the Sub-control Room (note that 
it wont work during an alarm), then proceed through the bulkhead 
door. In the Sub- 
control Room, KG 
the guards at the 
controls, activate 
the Bulkhead 
Release, and proceed 
downstairs into the 
Airship Berth Access 
area. From there, it s 

a straight shot so u rh Activete Bulkhead Release stations to unlock 

to the brig area, doors on the northern route to the brig. 


Bulkhead Release 


STARBOARD SECTION 



Security 

Stations 


LARGE FREIGHT STORES 





You can choose to take the shorter (but more difficult) route 

downstairs to reach a tough light on the main floor of the Large 

Freight Stores. Note the two security stations, one on either side 

of the room. Raid the treasure 

chests and exit via the center 

door to the north. This door 

takes the party straight to the 

Airship Berth Access, but 

forces you through a tew alarm 

webs as you wander around the 

narrow, circular corri d or. Hi e .. JU 

Move through the crates on the 

fighting car get pretty intense main floor ol the Large Freigh , 
here! Stores area l Note the security 

stations on either side of the room. 


A traveling merchant sells a few useful upgrades from a cell within 
Brig No. 1* You may want to take on as much combat as possible 
before you get there, accruing gll for purchases and LP for some 
, new licenses. . 
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Battle Elites and Minions 

Whether you go north or south, once you finally reach the Central 
Brig Access, get ready for a tough fight, A mixed six-pack of 
Imperials steps into the room ready to fight. A standard approach 
is to focus on the tour lesser Imperials first (three Swordsmen 

and a Pols on-casting Magus), 
thinning the enemy party 
quickly to reduce the damage 
your party takes. But Vossler s 
advice to focus only on the 
leaders is weII-considered 
too. The moment both Judges 
fall, the tight is over, even if 
the other Imperials arc still 
standing. 



When the second Judge falls > 
the battle ends even if the 
enemy Swordsmen and Magus 
are still standing. 



The following strategy is based upon fighting the powerful leaders 
first, the two Judges, However, it may be a good idea to nail the 
Imperial Magus first to eliminate his spell-casting mischief Make 
sure at least two of 
your characters are 
set with healing 
gambit priorities. 

If anyone in your 
party fails, switch in 
vour reserve party 
member right away. 

Use Phoenix Down 
as a last resort—for 
example, if a second Congratulations / Take a few seconds to 

character gets KOtt. en Py it A tougher fight looms . 


After the battle, you receive a congratulations screen and obtain a 
No, 1 Brig Key. Don't pat yourself on the back too much; its time 
to move on. 



Search for a Systems Access Key and a Save Crystal inside C-20T 
Her Majesty the Princess Ashe is located inside C-202. 

Go across the hall to open C-2G1, Ah, a Save Crystal! Nab the 
Systems Access Key from the l Irn, then heal up and save your 
game. Now go open C-202 to rescue Ashe, After a short event, she 
joins your party. Exit Brig No. 1 to set off an alarm and start a wild 
sprint back to where you started. 

Sprint to the Security Terminals 

Imperial soldiers will swarm the party if you make a stand, so we 
recommend that you hold down the R2 button and ignore all 
attackers, Sprint north, straight through the Central Brig Access 
into the Airship Berth Access. Turn left at the intersection and 
sprint along the circular corridor to the southern exit into the Large 
Freight Stores area. 



Run your party to the Large Freight Stores sector and use the 
security terminals to shut c/own the alarms ■, 


Heal lip and Free Ashe 

Proceed to the south exit door and open it to enter Brig No, 1. 
Open Door C-203 to reach a couple of moogles, one of whom 
is a traveling merchant. Check out his goods {he has some nice 
accessories) and buy anything that looks use fill. 



Check the area map. The Security Terminals are highlighted for 
good reason. You can use the recently acquired Systems Access Key 
to reset the security alarm! This silence is good for just 60 seconds— 
a countdown timer appears onscreen—so immediately run upstairs 
and exit via the northwest door. Finally, enter the Port Section, 

When the part) arrives, you meet Larsa and Pcnclo! Larsa says that 
Judge Ghis knows about the escape and he tells Vossler (Captain 
Azelas) to follow him. Then Larsa gives Penelo the blue sample of 
manufacted nethicite he's been carrying. 



The moogles in C-203 are grateful and loaded with goods to self 


























Vossler exits vvirh Lord Larsa, thus leaving the party. In his plate, 
Penelo joins the party and the “piece of Manufactcd Nethidte* 
enters your inventory. 



There should be a few seconds on the countdown timer before the 
alarms start wailing again* so make haste to reach the Port Launch 
where this crazy level began. When the party arrives, their reward 
for all that quick work is... a meeting with judge Ghis! 

He tells Ashe that shes no longer useful and tries to zap her with 
a powerful magick spell but, luckily, the manufacted nethicitc in 
Penelos hand absorbs the magiekal energy, rendering the spell 
harmless. As you may expect, this doesn’t sit well with the judge. 
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Judge Ghrs is the first big 
powerhouse boss in the main 
story of the game. He hits like 
he really means it, and his big 
magick attack can quickly KO 
any character with less than 50 
percent HP remaining. Make sure 
the party’s healers have their 
Cure or Potion gambits in (he top 
slot, ready to kick in when any 
ally’s HP drops to less than 50 
percent—and preferably higher. 


Ghis has a fearsome two-blade attack, 
plus some nasty magick. Quickly pick apart 
his support screen of Swordsmen, then 
focus everything on the Judge. 


QUICKENING 


ff any members of your party have licensed a Quickening, consider giving it a 
try at the beginning of this tight. Wait until Ghis and his Swordsmen move closer 
together, then target Ghis with a Quickening. 


If you manage to chain three Quickening hits, yau will trigger a bonus area attack 
that can quickly flatten the boss and his minions in one shot. It's certainly a 
risk—you deplete the MP of your Quickening caster(s)—hut if it works, this boss 
battle is much easier. 


The Judge's Swordsman minions are nothing special, so try to wipe out all 
three of them as quickly as possible. Keep your healers back, though; in 
general, it's good to have ranged fighters (like, say, Balthier with a gun or 
Fran with a bow) performing the bulk ol the healing from a distance. Set the 
gambits of your close-quarter brawlers to fight first, with healing gambits 
set for when HP is low or even critical. Needless lo say, your melee fighters 
should also have the heaviest armor you can afford, since they'll be taking 
the most punishment. 
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When Ghis finally falls, Vossler bursts into the room and 
announces that he has secured an Atomos tor escape. (Baithier 
isn't happy about it, but a ship's a ship.) Now sir back and watch a 
spectacular sequence with Fran calmly piloting the Atomos out of 
the Leviathan and past a fighter wing to safety. 



Cur to the Bhujerba Aerodrome. Basch convinces Lady Ashe to 
meet with On dote. Vossler then takes his leave to explore other 
ways to seek Dalmascan freedom and Basch now rakes over the role 
of Ashe's protector. 

Visit Ondore's Estate 


Exit the Aerodrome and head to the Marquis Ondorcs estate again, 
just up the stairs and to the left. This triggers another event. 



This gets Baithier s attention. Hes on board now, as is Basch, who 
will perform his duty by protecting Ashe. So is Fran, of course; 
where Baithier goes, she goes. And finally, so arc the orphans of 
Rabanastre, Vaan and Pcnelo. Your party is now complete. 



Rut before gameplay begins again, there is more story to tell. Far 
to the north, in the Arc Kadi an capital city of Arc hades, Judge 
Gabranth stands before Emperor Gramis with reports on the 
activities at Draklor Laboratories, the Empire’s primary weapons 
research lab. 



Ashe entreats Ondore to stand with her Resistance movement 
to stop Vayne. However, the Marquis points out that until Ashe 
regains the Dusk Shard, the Gran Kiltias on Bur-Omisace (a holy 
man) will not recognize her as the rightful heir. “Without proof of 
your identity,” he tells her, “you are powerless.'’ 


Later that night, Vaan catches Ashe trying to hijack Baithier s 
airship, the StrahL Baithier shows up and Ashe concocts a daring 
plan. She suggests that Baithier... kidnap her! “Youre a sky 
pirate, aren't you?” she says. 

In exchange, she will lead 
him to something called the 
Dynast-Kings treasure in King 
Raithwall’s tomb. 





The Emperor, who is clearly ill, asks the Judge to be Lars as 
“shield"—and to keep a close watch on Vayne. Then the scene 
changes to the Dalmasca Westersand.. 
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Raithwalls 


Action Checklist 


This list is for both sandseas, the Ogir-Yensa and the 
Nam-Yensa. 


^ Cross the Qgir-Yensa Sandsea 


10-13 


966 


•) ft 






Q Talk to the Sandsea moogte 

© Defeat the giant tortoise and get the Ekstr 
Berries reward. 


Cross the Nam-Yensa Sandsea 


0 Enter the Tmh of Railhwall 


639-651 3 


Gross the great western sandseas to the Valley of the Deal 
seeking the ancient tomb ot the Dynast-King. 
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Cross the Ogir Yensa Sandsea 

This section starts in the westernmost area of the Dalmasca 
Wes ter sand. Halrhier lias shrouded the Strahl in the sky above 
the desert; the airship can fly 
no further west because i ts 
s kystt me - pt>wered engi n es 
cannot function in the u jagd M 
in that direction. The party sets 
off across the sands to seek the 
tomb of Raithwall, the Dynast- 
Kin};. 

So now the party must trek 
across the great western sandseas. 

Actually they 1 !! he trekking above the sandscas; as the brief event 
implies, you can’t walk directly on a sandsea, since its composition is a 
bizarre granulated liquid. To cross the Ogir-Yensa, and the Nam-Yensa 
after that, you must use a series of platforms and ramps. 


Vaan tests the odd “waters " of the Ogir-Yensa. 





Batthiers airship hovers over 
the Westersand, waiting for the 
party's return. 


Bangle for Traps 

Careful! The desert 
holds its share of 
explosive traps. 

Keep a Bangle or a 
Libra gambit on an 
active party member 
to see tbe traps, 

I _ ~ I 



Climb the first ramp and fight through the Alraune while moving 
across the catwalks of the first three storage tanks. Continue to the 
next section to trigger an event. 



Meanwhile, Fran has some bad premonitions about this place,This 
is Urutan-Yensa territory and your party has drawn their attention. 
Better get moving! 



Vossler joins your party as a guest. Move around the first tower 
of the Platform 1 - Refinery and down the ramp to the sand, 
where the first group of Urutan-Yensa await.The Urutan-Ycnsa arc 
weak against the Wind clement, so if anyone in your party has a 
Wind-enhanced weapon, get that character out front. These foes 
occasionally cast I laste on themselves, too, so if you have Slow in 
your magick arsenal, use it to counteract* 



Odd creatures tike the Atraune 
roam amongst the hostile 
hordes of Urutan-Yensa 
tribesmen 



Look for rare game tike the 
Pineapple, which resembles 
a Bomb but is much, much 
tougher, it casts Reflect on itself, 
so stick to physical attacks. 


Climb the ramp up the tower to the west. On the south side of that 
tower locate a Map Urn containing a full map of the Ogir-Yensa 
Sandsea* Next, go back down to ground level and head for the 
northern ramp that leads up to the huge refinery structure. 



DonT miss the Map Urn atop the cenlermost tower in the Platform 
1 - Refinery area. 


Proceed across the refinery; on the far side you have a choice of 
three directions, so take your pick. Each one eventually takes you 
to where you want to go, the Nam-Yensa Sandsea* For this story 
walkthrough, let s exit from the southernmost exit, heading to the 
South Tanks of Platform 1. 


Head down the spur extending southwest from the South Tanks 
to find some treasure, then fight to the west through the Urutan- 
Yensa along the main platform to the fourth and final tank* Exir 
northwest to the Platform 2 - Refinery area. 

You can follow the north spur past three tanks to find a lot of 
treasure at the end of the platform. Or, you can take the west spur 
through the refinery and descend the ramp to the ground on the 
west side. Tien head west into the tunnel to reach the Sandscalc 
Bank of the next region you must cross, the Nam-Yensa Sandsea. 


























OBJECT! VI 
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Find King Raithwall’s Tomb 




DEMESNE OF THE 
SAND QUEEN 


To me Vensa 
Border Tunnel 


Find the Gian! Tortoise 

To the Tomb 

Halfway there! Use the Save Crystal at the 
Sartdsealc Bank, then approach the Sand sea 
moogle standing nearby* He states that an Urutan- 
Yensa warrior just asked him for help* Select “Tell 
me” to hear about a giant Emeraldiran tortoise in 
Nam-Yensa that is terrorizing the local population* He 
mentions a possible reward. How could you pass that up? 


To Zcttrnan 
Caverns 


Td frrUnan 
Caverns 


THE SANDSCALE 
BANK 


Sandsea moogle 

Hie Ggir-Yuiisa 
Santisea 


Nam-Yensa Sandsea 



Talk to the Sandsea moogle near the Save Crystal to learn how you 
can help the Urutan- Yensa. 


Exit west into the Urutan-Yensa Sea. Fight your way through a 
number of hostile Urutan-Yensa tribesmen and cross the walk- 
bridge into the Withering Shores area* 

Defeat the Urutan-Eater 
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Up ahead, you should spot the giant tortoise mentioned by the moogle. The mighty 
Emeralditan is named “Urutan Eater,” and it battles a handful of Urutan-Yensa warriors. 
Help them defeat the big beast. 



KEEP TURTLES RT RRNCE! 

Deploy a couple of allies using ranged weapons when you fight any giant tortoise* These 
armored beasts tend to use close-range area attacks in combat, so party members who stand 
back and fire guns or bows (or use magick) against a tortoise are likely to sustain less damage* 


Note that the Urutan Eater is weak against Wind magick. If your gambits arc well-organized, 
it's possible to take him down in just minutes. Remember to swap KOU party members with 
new, fresh backups to keep the pressure on the tortoise. When the hard-shelled beast finally falls, 



The Urutan Eater is tough , but the reward is 
well worth it. 

return to the Sands calc Bank* 


Talk to the Sandsea moogle. He mentions that the Urutan-Yensa warrior who asked for help just went by, headed east back into the Ogir- 
Yensa Sandsea* Exit east to return to the Platform 2 - Refinery area and climb the refinery ramp to trigger an event 
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The moogle talks to the tribesman about the -treasure of the 
sand sea”... and suddenly the tribesman rum west, back through the 
tunnel to the Sand sc ale Bank! Follow him to see a rare gathering 
of the Urutan-Yensa. The poor tribesman is punished by the Unitan 
Queen for his plea for help outside the clan- When the dust settles, 
all that s left is a Rogue Uru tan Flower in the sand. 


Yellow Sands has two exits. The southern exit leads into the 
dangerous Zertinan Caverns, which may be too deadly at this 
stage. (Two lethal Speartongue toads lurk just inside the entrance!) 
Instead, go north to the storage tank and exit that way into the 
Demesne of the Sand queen. From there, head west across the sands 
to the Trail of Fading Warmth. 



After you regain control, talk to 
the moogle. Talk to hi in again 
to learn about a powerful avion 
known as the Garuda that 
hates the scent of this particular 
flower. Approach the flower and 
pick its berries to add Eksir 
Berries to the Items list in your 
inventory. 




Good 


Follow the trail to the 
northwest, crossing a set of 
bridges in the process. If you 
want, you can detour through 
the tun net-bridge (guarded 
by four explosive traps 1) up to 
Simoon Bluff and scour that 
area for treasure and obtain 
EXP/LP from combat. 



Look out fora wild Bagoly 
ambush near the top of Simoon 
Bluff. Enemies up here reappear 
after you dispatch them , so don t 
finger unless you want lots of 
combat to level up and build stats t 



Carefuff The bridge to Simoon 
Bluff is heavily trapped. 


It s tough up there, though; near 
the top, a flock of six Bagolys 
jealously guards some treasure, 
plus a massive flying Wyvern 
flaps around nearby. Sling a 
Water spell at the Wyvern to 
exploit its weakness, and use 
party members equipped with 
ranged weapons. 


Birdland 


Head back through the Uru tan-Yen sa Sea into the Withering 
Shores and head to the east to reach Augur Hill. Once there, cross 
the bridge on the right to find a Map Urn. Now cross the next 

bridge and make your way to 
the southwest exit, which leads 
to Yellow Sands. (Or, go back 
across the bridge and head cast 
to the Yensa Border Tunnel 
to find a merchant and a Save 
Crystal, and then return; see the 

Cross the Augur Hifl bridge to on 

find the Map Urn . 



A traveling merchant named Dyce keeps appearing all aver the 
desert area. At first, he camps out near a Save Crystal just east at 
Augur Hilt, in the Yensa Border Tunnel area. Dyce sells the highly 
useful magick Raise, which will revive KO'ti party members without 
expending a Phoenix Down. H© also has Cura, a powerful heating 
spell that restores HP to all allies within its range. 




Remember, you cant hit a flying foe like a Wyvern 
with regular attacks unless you have a ranged 
weapon like a gun or a bow. Sling magick attacks 
on a flying enemy; the Wyvern is particularly weak 
against the Water element. 



Now take the Trail of Fading Warmth west to run into Dyce, the 
traveling merchant. (Even if you met him before back at the Yensa 
Border Tunnel, he will still be 
here now.) Stock up if you need 
to, then exit west to the next 
area. Here, the game gives you a 
single opportunity to save your 
game. Take it, then move on 
into the Tomb of Raich wall 


Take the free save-game 
opportunity that the game offers 
just before the Tomb of Raithwalt. 
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Action [Checklist 


Defeat Garuda, 


Get past the Demon Walls, 


Fight through the loul protectors ol Railli wall's legacy to 
recover Hie Dawn Shard from the Dynast-Kings tomb. 


© Defeat the Esper Bellas 


Cy Take the Dawn Shard and exit the lomb 
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Defeat Garuda! 



Cross the tomb’s entry courtyard, called the Valley of the Dead—not a cheerful 
name for an area. Soon you learn why. A great avion beast called a Garuda drop 
from the sky ready to protect the tomb. 


Immediately use the Eksir Berries on (he Garuda. These are the berries you received 
as a reward lor defeating the Urutan Eater back in the sandseas. Their noxious effect 
knocks a full 15 percent or so off this boss’s HP bar in one shot. This gets the fight off 
to a very, very good start. (Note that you can certainly win the fight without them, but 
why not make things easier on yourself?) 


The Garuda is 
a flying toe, 
so ranged and 
magick attacks 
are the best way 
to go. Water 


The very lirst move in this fight should be to nail the Garuda with 
Ihe Eksir Berries, if you were thorough enough to earn them hack in 
the sandseas. 


It’s amazing how much a lew Eksir Berries 
will degrade the big bird’s HP bar. 


HP 

EXP 

LP 

6754 

0 


I Gold Needle, Giant Feather, 

| White Fang 




deals good damage, as does Thunder. Fire away with guns and bows, and keep a close 


eye on each character’s HP. it your party's heating gambits get overwhelmed, step in and manually distribute a few Hi-Potions to get 


everyone back up to strength. 


This boss casts Sleep on occasion, so be ready with the Alarm Clock item to awaken snoozing party members. If you nail this foe 
with Silence, you can eliminate its magick attacks. (A gun firing Silent Shot works great, too.) Vossier’s Telekinesis is also very 
effective against the Garuda, too, so keep him healed and firing away. When the Garuda finally falls, an “ancient device” stirs inside 
the tomb. This is a teleportation system, as you'll soon discover. 



After the fight* Lady Ashe 
gives a brief history lesson 
regarding the Dynast-King and 
his peace hit, compassionate 
uses of power. Raithwalls 
alliance included the city-states 
of Archadia anil Rozarria, and 
his era of peace and prosperity 
endured tor a long time. 

Ihe Dynast-King left three relics to signify his descendants; the Midlight Shard to House Nabradia* the Dusk Shard to the founders of 
Dalmasca* and the Dawn Shard* which remains hidden inside the tomb. 
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OBJECTIVI 

■ 


Retrieve the Dawn Shard 



Get Past the Demon Walls 




Revisit the courtyard to see Dycc, the traveling merchant, again,This 
guys everywhere! RcfiU anything you’re running low on, then upgrade 

your weapons anti armor Also, 
make sure to spend LP on the 
appropriate licenses tor whatever 
equipment you buy. After doing 
so, head back upstairs and save 
your game at the Save Crystal. 


Teleport into the tomb via the 
ancient device. 


Now use the nearby “Ancient Device”— a Way Stone that can 
teleport people to different places. Tins one teleports the party 
directly into the tomb. The party arrives in the Hall of the 
Destroyer, That doesn’t sound good either. Another Way Stone 
nearby doesn't work yet, so move on. 


Proceed down one of the center staircases and get ready to run! 

By stepping onto the main walkway; you bring to life a massive 
Demon Wall. Tilis boss starts moving toward the party; blocking the 
walkway, forcing the party to fight or run away. 

Tic best advice here is to run 
away. Just press and hold the 
R2 button and sprint to the 
door at the end of the walkway 
and go through. Uh oh— 
another Demon Wall! And this 
time there's no escape* It's time 
for a boss fight* 

doorway to escape * 



The first Demon Wall is difficult 
to defeat but you can just 
fiee (using R2) through the far 
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After defeating the optional Denton Waif you can go down the 
secret side stairs that lead to a treasure chest. The powerful 


sword randomly appears In a treasure chest where Ihe north and 
south passages meet. It may take several attempts to get the 
Oemonsbane sword, as there Is a chance that the chest is holding 
random tool or nothing stall. 


\_ s 




Gold Needle* Solid Stone. 
Quality Stone 


Demon Wall 


Time is precious here! The Demon Wall 
is moving toward the party ami will crush them 

if you don’t defeat it before it pushes them against the far wall. The moment 
you regain control, sprint immediately toward the wall and start attacking it. 
Use a parly of big hitters. It also helps to have characters with gambits that 
automatically remove Sleep (with Alarm Clock) and Blind (with Eye Drops or 
Blindna) status effects, so you don’t have to worry about them too much. 


-\_I-\ 

B FINISH! 

: share a special attack unique to them in the game— 

Telega! These basses can remove your characters permanently tram the Held el 
battle, completely irretrievable. The only way la bring back a “banished” character 
is to move to a completely different area—one more reason to act quickly! 


If you have any characters with Quickening abilities, use them while you still 
can, as they will knock a lot of HP out of the wall. Then just start hammering 
on the monster. Consider lowering or even disabling any Cure gambits that 
are active. Too much healing takes time away from attacking: remember, 
time is running out. tt may be better to heal manually with Hi-Potions when 
characters are in a critical condition. 

Ethers that restore MP are rare finds, so in general, you want to stockpile 
them for the final stages of the game. But consider this scenario: The Demon 
Wall's HP is nearly spent, but he's pushed you inches from the far wall. An 
effective last-ditch strategy is to use an Ether or two on an ally who has a 
Quickening in his/her arsenal—enough to restore MP for al least one full 
Mist Charge. Then quickly unleash the Quickening, it will likely cause enough 
damage to finish ofl the boss wall. 



^ FLRME STOPPERS N ^ 

Four pairs of torches (called “Altars of Conlemplalion*') bum m Ihe railings along 
Ihe second Demon Wall’s walkway. Touching a lorcto will either hall or speed up 
the wall’s relentless advance* If the flame extinguishes, the wall stops for a few 
seconds. If the flame turns blue, though, the Demon Waif actually speeds up I It's 
risky, bu! there are more “hail" lurches than "speed tip” torches, so it’s worth a try. , 


jg* BEWARE 

The Tomb’s Demon Wall! 
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After the victory, head west, climb the stairs, and go through the Ancient Door. Lady Ashe claims to hear the Dawn Shard s call, and so 
onward they go, 


Open the Secret Passage 

The next task is to find the secret passage to the Dawn Shard. Descend 
the stairs leading down to the three Way Stones and a Map Urn. Open 
the urn to get a full map of the Tomb of Raithwail, then check out the 
Way Stones: 

If// The white Way Stone teleports you back to the Hall of 

the Destroyer—the arrival area , back before the Demon 
Wall % thank goodness* From this location, yon can use the 
nearby yellow Way Stone to exit the Tomb and use the Save 


The Royal Passage has a map and three Way Stones. 
Unfortunately, only one Way Stone works and you must activate 
the other two from elsewhere in the tomb. 


Crystal, if yon want. 


The reddish Way Stone connects with a Way Stone in the 
Northfall Passage^ hut it doesn't work yet , 


The greenish Way Stone connects with a Way Stone in the 
Southfall Passage, but it doesn't work yet, either. 



Northfall fi 


'Jewel 


Go down the steep north staircase and turn right. Then take the 
first right, going down another staircase. At the bottom, proceed 
through die Ancient Door into the Northfall Passage. Follow the 
corridor around the first corner and knock out the two big Ragohs. 
Keep moving from room to room, battling through the Zombies, 
Ragohs, and Lesser Chimeras and descending stairs until you reach 
a room with a Way Stone. 



The crimson jewel lowers the carved stone block halfway into the floor. 


[ouch the luminous crimson jewel on the Northfall Pedestal to lower the nearby Mystic Altar, a large stone carved with faces blocking a 
secret passage to the west.The altar only sinks halfway into the floor, however, so you cant enter the passage just yet. As the altar lowers, 
three Zombie Mages rise and vent their anger at this intrusion, casting Dark magick spells. Wipe them out and use the Way Stone to 
teleport back to the reddish Way Stone on the Royal Passage platform. 



'Jewel 




Now repeat the process going south. The Southfall Passage is a mirror image of the Northfall Passage, so follow the same steps as in the last 
section, only in reverse. You meet new types of undead enemies along the way: the Lich, the Skull Warrior, and the Lost Souk like Zombies, 
they are weak against Cure magick. 


Upon reaching the Way Stone, note that the Mystic Altar in this room has been lowered halfway already; 
you did this when you touched the crimson jewel in Northfall Now touch the glowing bcrylinc jewel set in 

the Southfall Pedestal to lower the Mystic Altar all the way to the floor. 
Unfortunately, this also releases a bunch of oil-spewing Liehes into the 
room. Eliminate them and use I landkerchiefs to dean off any lingering 
Oil status. 


Touch the green jewel in the 
Southfall Pedestal to open the 
secret passage behind the 
Mystic Altar ; 


This might be a good time to use the Way Stone network to teleport back 
to the Save Crystal in front of the tomb. Save your game! After doing so, 
return and go through the secret passage now revealed behind the 
lowered Mystic Altar 























objective Retrieve the Dawn Shard 



Bellas unleashes his fearsome Firaja attack several times. Make sure the party is 
OH-free, and keep everyone’s HP above the halfway mark at all timesi 


This Esper is somewhat slow to attack, so it’s possible to connect with 
multiple hits between his attacks. Stick to Cure and Cura to maintain health, 
but switch to Hi-Potions if you have characters slipping into HP critical 
conditions. Remember that potions work much faster than healing spells, so 
they delay your attacks tor only a short time. 


Follow the secret passage. The Mini-Map will show the party 
moving through open, uncharted space. (The guide maps in this 
book show the parameters of secret areas, however,) Open the 
Ancient door to trigger an event. 

The party enters a foggy area. Fran tells Pen do it is not fog, but 
“mist." It is dangerous, bur dense Mist also allows for the working 
of powerful mugicks, which could be helpful. 


When the scene ends, the party stands just inside the south 
entrance to the Cloister of Flame. Follow the corridor to the left 
and down the stairs to the main floor. An entity that looks like a 
statue sits on a throne. But when you approach, something happens 


Find Ihe Cloister 


. , 




159^3 


Aries Gem, Ether, High Arcana 


























When Belias finally falls, you 
obtain his spirit and he appears 
on the License Board* One of 
your characters must unlock 
that spot by purchasing a 
license on an adjacent square, 
then spending 10 LP to 
obtain the Espcr Bellas for 
summoning. 

Find the Dawn Shard and Exit the Tomb 

After the fight, Fran and Ashe speak of Espcrs and their bound 
relationship to the ones who conquer them, Balthier suggests that 
Belias has been guarding the Dynast-Kings treasure, but Ashe 
corrects him: “Not so. Belias is the Dynast-King's treasure** Balthier, 
of course, is a hit disappointed. 


When control returns, go forward through the door into the 
Chamber of First Light. Descend the stairs and walk past the Way 
Stone at the bottom, then climb 
the stairs on the opposite side. 

Tliis triggers another event. 

"Die party discovers the Dawn 
Shard* But as Ashe approaches 
it, she secs a ghostly apparition. 






Look for Espers like Bellas on 
the License Board after you 
defeat them . 



As the apparition drifts away past the party, Lady Ashe is left 
holding the Dawn Shard, It now enters your inventory, and control 
returns to you. Return to the Way Stone you just passed at the 
bottom of the stairs. Use it to teleport back to the Hal1 of the 
Destroyer, then use the next (yellow) Way Stone to teleport out of 
the tomb to the Valley of Death* 



Save your game, then proceed down the stairs toward the courtyard 
to trigger another series of events. An Imperial fleet, led by the 
Leviathan> drops in over the valley. 



Soon the party finds itself before Judge Ghis once again, Ghis 
demands the noth kite—no, not the “base imitation' 1 held by Penelo, 
which is manufacted nethkite, but rather the real thing: the Dawn 
Shard, “dci fatted neth kite, “one of the ancient relics of the Dynast- 
King* Apparently, Vayne wants all three of the great nethkite shards. 



Ashe turns over the stone. The party is sent off to the Light Cruiser 
Shiva while Ghis orders his science staff to assess the Dawn Shards 
powers* But as the Imperial nethkite research begins, Fran, sensitive 
to the Mist, is suddenly stricken* 



It becomes clear that Ghis plans to usurp the Archadian throne 
from Vayne with the aid of this defected nethkite. Back on the 
Shiva, Fran, driven into a frenzy by the nethkite experiment on the 
Leviathan, decimates the guards* The party attempts to escape, but 
Vossler leaps in their way* And thus begins another boss battle. 
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What a shame. Vossler seemed like a good guy, but his dreams lor Dalmasca have pushed him 
to the dark side. He’s a rugged warrior, and this tight can be very tough. Quickly dispatch his 
three minions, then locus on the boss. Magick attacks should work at first, but soon Vossler casts 
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Potion. Hi-Potion, Black Bell 



both Reflect and Haste on himself. He fighls fasl, with good combo attacks, and you must respond 


with pure physical combat. 





if you have Quickenings at your disposal, try using them right away. You may wipe out Vossler's trio of guards and damage 
him significantly if you can pul together a Quickening hit chain and trigger Inferno or Cataclysm. Alternately, you may consider 
summoning the Esper Bellas, as he can make short work of Vossler and 
company. i 


Fran is still suffering from the effects of Berserk, so she's out of control but 
she won't attack the party members. Instead, she focuses her attacks on 
Vossler and his crew. 
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Vossler is all warrior. His magick is directed at himself 
in the form of Reflect and Haste. Beware his lighting- 
quick combo attacksi 


Vossler unleashes more and faster combinations as his HP drops to critical, but you have six characters’ worth of HP and MP to 
burn through, sd you can outlast him. When Vossler falls, victory is bittersweet, for it is clear that he has no personal ambition. He 
is purely, as he says, "a son of Dalmasca." 
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Meanwhile, things are going crazy on the bridge of the Leviathan. The nethicite is overloading die ships systems, the power test is spinning out of 
control and Ghis gets his proof of the Dynast-Kings power. 



Somehow, Bahhier manages to pilot a craft out of die inferno* The 
Dawn Shard can be seen emerging as well* and soon they are after it. 


Tli is segment ends with another excerpt from the memoirs of the 
Marquis On do re. 1 le writes of leaving Bhujerba, seeking to bring 
together scattered pockets of the Resistance throughout Ivalice 
into a unified movement. Meanwhile, Lady Ashe and crew return 
to Rabanastlte to lay low tor awhile and bide their time.The scene 
shifts to the Imperial City of Aichades... 
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Action Checklist 




{] Cross the rain 


Q Cross the Ozmone Plain 


0 Find the Garif village and speak to the Great-chief 


LV HP EXP LP 
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Cross the wet, swampy Giza Plains and the Ozmone Plain 
to find the Garif village and speak to the elders. 
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The Storj Continues... 

Back in the Archadian Senate, the Emperor hears reports of 
Roxarrian war exercises, believed to be a precursor to an actual 
strike. Some Senators are clearly displeased with what they consider 
to be Lord Vkyne’s capricious actions. 



Meanwhile, back in Daimasca, the party discusses the Dawn 
Shards awesome destructive force. It is becoming clear to Ashe 
and the others that Vayne seeks the power of deifacted fiethicke for 
himself, a power that can subjugate all of Ivalicc, Vayne most likely 
already has both die Dusk 
Shard and the Mid light Shard* 

Lady Ashe claims she will fight 
back with the Dawn Shard. She 
speaks of vengeance—-but does 
she know how to use the stone? 




Fran says that the Garif may know, Magidte lore is part of their 
culture. Ashe asks to be taken there, beyond Gzmonc Plain, Finally, 
everyone moves out into Rabanastre to prepare for the long journey 
to the Garif village. 



Prep for the Journey 



Take some time in Rabanastre to visit Montblanc at the Clan Hall 
for rewards, upgrade equipment, and shop for the latest magieks, 
technicks, and 
gambits. This is also 
a good time to check 
out the Notice Board 
at the Sandsea and 
complete a hunt or 
two for some extra 
gib When you re 
ready, exit the city via 
Southgate and head 

, nt . Check the Sandsea Notice Board for more 
into the Giza Flams. , 

hunting petitions ■, 






























































Giza Plains (The Rains) 


Cross (he Wet Plains 



Wow, Giza looks different, 
doesn't it? The geography alters 
considerably once the rainy 
season kicks in; the “wadis” 
are swollen with the deluge* A 
new set of monsters roams the 
swampy plains, and treasure 
locations have changed. But the 
general movement from area to 
area is still the same* 



Hey, everything's at! wet! Wooiy 
Gators are hopping out of the 
wash, too * 



Watch out for sparkling etc men tab that drift 
randomly through certain areas, like the Storm 
Elemental that appears when it s raining in Giza 
Plains* An elemental is usually neutral, hut if you 
should east any 
magic ks within 
its vicinity, it will 
immediately turn 
hostile and cast 
strong magicks of its 
own at your party 

In general, it's wise to avoid elementab in the early 
going. Therefore, if an elemental is nearby, either 
manually switch off your active characters’ gambits 
to avoid auto-combat and wait until the entity 
drifts away, or (better yet) just hold down the R2 
button and flee, then return after a few seconds* 

If other enemies are present near an elemental, you 
really should just flee. These other foes may notice 
you and give chase, but keep running! Wait until 
you are well clear of the elemental before releasing 
the R2 button to attack the foes that gave chase. If 
you do attract an elemental's attention, there are 
usually zone lines nearby and you can always run 
into the next area. 

Of course, you can try to fight these clcmentaJs, hut 
make sure your characters are both at a high level 
and well-equipped* 



Fight south through the Hyenas and Gigantouds in Throne Road 
until you exit into the Nomad Village area. The nomads have 
packed up and left until the rains end, but the Save Crystal is still 
here. Talk to the nearby Weary Seeq to learn that the Ozmonc 
Plain Is to the south, and the Garif village is on the west end of that 
plain. 1 le adds, “The creatures there are murder.”Uh-oh. 



Withered Tree Bridge 


A number el Withered Trees—six, to be exact—sit 
an the banks of the water in various parts of the Giza 
Plains* All six locations are marked on the Giza Plains maps 
in this section* 



If you strike a Withered Tree, it falls into the water and floats 
downstream, snagging at a spot in the Gizas South Bank. 
When all six Withered Trees are snagged, they form a tangled 
walk bridge that you can cross into art area called Tracks of 
the Beast. There, you 1 It find an Urn that holds an item called 
the Feather of the Flock. There are also three extremely 
powerful Silicon Tortoises, ail at Level 37 and most likely too 
tough to tight at this stage of the game. 


Obtaining the Feather of the Flock is one part of the Cockatrice 
side quest. The Tracks of the Beast area is also where a 
clan mark appears when you take on the Rank III Clan Hunt 
‘‘Paradise Risen, " for the petitioner Nanau, See the “Side 
Quest" chapter for more details on both of these side events. 


You can certainly explore any of the areas not mentioned in this 
walkthrough, seeking EXP, LP, dropped items, and treasure, aH 
of which arc useful and necessary for success. Bur this is a “story 
walkthrough," so this section presents the most direct mute to 
Ozmone Plain. 


Exit west into thcToam 11 ills, cross the bridge to the west, then 
head south and cast along the narrow banks of the river to the 
passage into Startall Field. Watch for a Wooiy Gator and a pair of 
lchthons along the wav. They are not aggressive, lust you can attack 
them if you want EXP, LP, or the loot items* 

You can exit to the south into the Ozmone Plain from Startall 
Field. If you fed like exploring, however, you can proceed west 
into the Crystal Glade to find a Save Crystal, then on to the 
Gizas South Bank* 

If you chopped 
down ad six of the 
W i the red Trees i n 
the Giza Plains, 
you can cross over a 
bridge of entangled 
driftwood to the area 
mentioned earlier. 

Tracks of the Beast. 

A neutral hunter wanders the Giza swamps , 

taking game trophies. 
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Cross the Ozmone Plain 



The foes grow considerably rougher here in the Ozmone Plain, 
Massive, brutal Zaghnals, flying Zus, and Mesmcnir warhorses 
will rest your party's limits in the Field of Fallen Wings the 
northernmost sector of the 
plain. Try to engage foes one 
at a rime; if they team up, 
you’re in trouble. Zaghnals, in 
particular, like to trudge around 
in groups, and these cousins 
of the Werewolf are very 
powerful. Don’t be afraid to flee 
if necessary. Always know the Zaghnals are brutal beasts. If 

location of the nearest area exit. more than two engage you, run 

away 



Take the southernmost exit into an area called Hie Switchback, 
Herds ofMesmenirs wander this area. Again, be aware that these 
foes can be challenging when they work in tandem, depending on 
your characters'levels and quality of equipment. 




Except for solitary Vipers, foes 
on the Ozmone Plain tend to 
travel in packs. This makes each 
fight very precarious. 


Look out for a dangerous rare 
beast called the Bull Croc in The 
Shred area. 


A rock ramp in the middle of Tile Switchback spirals downward 
into the Zertinan Caverns, but foes are even rougher down there, 
so leave them alone tor now. In any case, its time to visit the Garif* 
Leave Tie Switchback via the south exit into Haulo Green, then 
exit that area west into Jahara, Land of the Garif 










































































































Jahara—Land of the Garif 

Meel with the Great-chief 





Save your game at the Save Crystal and buy maps from the 
Cartographers Guild rnooglc near the chocobo pen if you can 
afford it—the Qzmonc Plain map is pricey Next, talk to the Garif 
Warrior at the bridge. He's kind 
of surly but another warrior 
approaches to vouch for you. 

Its the Garif War-chief and he 
lets you pass into the village. 


After you cross the bridge, the 
War-chief introduces himself 
as Supinelu. 1 le says you must 
speak to the elders about the 

nethidte. Now enter the village .Talking to the Garif it becomes clear 
that others have been here before you, requesting information about 


War-chief Supinelu lets you into 
his village. 


Stop at the Garif Trader to sell your loot and upgrade your 
equipment; he’s got some good stuff. Also, consider selling off your 
old, obsolete equipment for the extra gif Then go up the hill to the 
northeast and talk to 1 ligh-chicf Zayalu; he is standing next to two 
sitting Garif He says you must speak to the Ore at-chief to learn of 
the stones. Then he gives you ajaya Stick to deliver to War-chief 
Supinelu. 



High-chief Zayalu wants you to takeaJaya Stick to the War-chief. 

Now head over to the next bridge to the west. Talk to War-chief 
Supinelu to give him the Java Stick.Tell him you want to meet the 
Great-chief. Ashe joins the conversation and announces her lineage. 
Tliis seems to be enough for the War-chief and you are granted an 
audience with the elder chief Cross the bridge to the Elderknoll. 
Approach the warrior-guards and request a meeting. 
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Niis triggers an event in which the Great-chief examines the used 
net Incite, He tells of the history of the stones. When the event ends, 
Lord Larsu makes a surprise appearance with some disturbing news. 



Larsa believes that the blessing of His Grace the Gran Kiltias 
Anastasia at Bur-Omisace may give Ashe the legitimacy she 
needs to wear the 
crown and restore 
Dalmasca. As queen, 
she can declare peace 
with the Empire, 
stop the Marquis, 
and end the threat of 
a wider conflagration. 

In a Anal short event, Balthier notes the Leviathan's ability' to fly 
into the heavy jagd of Raithwall's tomb, thus proving that even 
manufacted nethicite has powers that normal magi cite does not. 
When control finally returns to you, Larsa joins your party as a 
guest and you have a new objective. 



Gurdy offers a free chocobo ride . courtesy of the Garif War-chief 
Take him up on if for a quick , monster-free trip through the Ozmone 
Plain to Golmore Jungle. 


Hie party begins in the Haulo Green area of the Ozmone Plain. 
Check the area map regularly to make sure you're following the 
most efficient route. Go north to The Switchback, then cast into 
a narrow, winding canyon called The Green snake. Monsters wont 
attack while you're astride a chocobo, so that's one less thing to 
worry about. Now sprint northeast through the Field of Light 
Winds to the Sunlit Path. When you arrive at the Sunlit Path, you 
trigger a pair of events. 

On one side, we see Ashe and Captain Basch struggling with the 
notion of making peace with an occupying power. On the other, 
we see the intrigue at work behind that power: Arch ad ian Judges 
consult in the Imperial Palace, speaking of Vayne, Larsa, and the 
wishes and workings of the Senate. 



Hop a Chocobo lo Ihe Golmore Jungle 

But before you tackle this new objective, it's time to backtrack a 
bit and get across the Ozmone Plain to Golmore Jungle. Many 
powerful monsters lurk along the route, and you may want to fight 
them to level up and accumulate LP and loot. Then again, you may 
want a chocobo ride—just for the fun, convenience, and speed of it* 

While exiting the Garif village. War-chief Supineiu hands over 
the gift of either a Bowgun or a Killer Bow, complete with die 
appropriate onion ammunition, plus a free ride on a chocobo. Talk to 
Gurdy the floating moogle who 
tends the chocobo in the pen. 

He confirms the War-chief's 
one-time offer for a free ride. 

Go ahead and hire a chocobo. 

Your mount time is limited to 
just three minutes, so get going! 
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BurlQmisace 


Action Checklists 


Rant her, 


^ Find the Eruyt Village 


ML Bur-Omisace is your ultimate destination To reach this 
area, though, you must firsl complete several sub-tasks 
and pass through three dilLerent areas—the mist-shrouded 
Gofmore Jungle, the dank Henne Mines, and the frigid 
canyons ol the Paramina Rill. 
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Find Eruyt Village 


Knock out the pack of Panthers (weak against the Ice dement) at 
the first intersection and go left, then take the first right down the 


stairs to find the Map Urn with 
a full map of Golmore Jungle. 
Follow the path cast and defeat 
the creepy Malboros. After 
doing so, go south and proceed 
into Tlie Needle brake* 



Nail Treants with Aero for 
quicker KOs. 


Watch Your Status 

Magick abounds in Golmore Jungle; its denizens 
cast a lot of status effect spells* Your party will get 
hit with Slow, Blind, Petrify, and Sleep* so counter 
these effects with magicks and items* Esuna is a 
particularly valuable spell to own and license for 
this jungle trek, since it removes multiple status 
effects in one shot* 

By now, you should have set up gambits that 
automatically apply the magick or items necessary 
to remove status effects. Some gambits arc for 
specific status ailments such as “Ally: status = 
Sleep*" But if you lack a gambit specifically related 
to the status ailment you want to cure, just set the 
condition for "Ally: any*" 

Your character will then use the associated action 
or item (such as Blindna, Alarm Clock, Vox, etc*) 
only when an ally has the affliction that can be 
removed by the action or item. 


Keep moving along the 
northernmost route, heading 
east until you reach a glowing 
blue magickal barrier that 
triggers an event. Fran explains 
that the jungle denies her 
passage, and opens a secret 
path to her home, Eruyt 
Village. When the scene ends, 
follow the new path to trigger 
a second event during which 
Fran tells Vaan to look for Mjm 
in the village ahead, and then 
bring her out. You need Mjrns 
help to get past the barriers in 
the wood. 



Fran opens a secret path to Eruyt Village, where she says she is not 
welcome. 


Before entering the village proper, check out the wares of Tetran, 
the traveling mooglc merchant that you helped to escape from 
the Leviathan. If you don’t have Esuna yet; buy it and license it for 
several party members right away! Stock up on status-removing 
items too; in particular, purchase a good supply of Handerkerehiefs 
for removing Oil status. (These will be important when you fight 
the Elder Wynn.) You can also buy a cheap Eruyt Village map 
from his partner Lulucce and use the Save Crystal. When you're 
ready, head east into Eruyt Village* 



A magickal barrier blocks the 
party's access to the east. 















Eruyt Village 




To Golmore Jungle 


Look for Mjrn 



Follow the winding path past the viera guards and into the central 
garden*Talk to the villagers to learn you are unwelcome in the 
Wood, Follow the winding 
route up to the next area, the 
Fane of the Path, and follow it 
to the end to trigger another 
event, A priestess named Jote 
indicates that Mjrn is not here 
and explains that she left the 
Wood and headed west. 



After this event, walk back to the entrance area, the Road of 
Verdant Praise. Another event occurs in which Larsa interprets 
Jote s cryptic clue to mean Mjrn is somewhere in the Hennc Mines* 
Unfortunately, the mine region is a colony of the Empire, and most 
likely crawling with soldiers,This brings up a new objective. 



Fran enters the village to seek help. Jote indicates to head west if 
you seek Mjrn : 


You can learn much by asking questions of the viera in the Eruyt 
Viifage. but remember that Mjrn is the one you seek. 































Chocobo 


Henne Mines 
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Return to the Sunlit Path in Ozrrmne Plain. 


Ride to me hidden Henne Mines via secret 


chocobo trails. 
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Again, the overall objective is to reach m Bur-Dmisace. 
However, you cannot get past the magic* barriers of 
Golmore Jungle until you find the viera, Mjm. She's 
somewhere in the Henne Mines just south of Dzmone Plain 
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Return to Ozmone Plain 

Your next move is to retrace your route back out of Golmorc 
Jungle* Starting at Eruyt Village, exit south across the bridge and 
then proceed northwest our of the forest, bearing right at every 
intersection or crossing. At the Sunlit Path (the clearing with the 



Help out this imperial, showing him that you 're all just humes when 
you get down to it. He has a chocobo you can borrow 


Talk to the soldier with the Talk Icon above his head and he asks 
for a Potion for his badly wounded friend. Select “Give him a 
Potion" to help. This revives lus friend, making him grateful. I Ie 
states that he just came from the Henrie Mines. He then offers you 
the use of his mount, saying that there is terrain nearby that is only 
accessible via chocobo. 

Talk to the standing Imperial again and select "Borrow one." 

You end up on top of a rather large bird, ready to ride. It isn't far to 
the chocobo path, hut you have only ISO seconds of game time, so 
don't daily. 


Exit southwest to the Field ol Light Winds and stay close to the 
left wall. After just a few steps, you reach an opening with a tree, 

white flowers, and __— 

other foliage, plus 
a yellow chocobo 
feeding. Run directly 
into this area to the 
left of the tree to 
enter a chocobo trail. 

After crossing 
the zone li ne, the 
party ends up in 
the southern part of 
an area called The 
Shred. Continue to the south exit, which leads to the entrance to 
the Henne Mines. Your approach triggers a quick evenr. In it, the 
party comes upon a grim discovery: dead bodies strewn outside the 
mine entrance. Press the ® button and select “Yes" to dismount the 
chocobo, then walk into the tunnel entrance to the Henne Mines. 



Meres the spot in the Field of Light Winds 
where the chocobo trail begins „ Just run 
right into itf 



Researchers from the Drakior Laboratory met an unpleasant end 
here at Henne Mines. What were they looking for? 
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Find Mjrn in the Henne Mines 



Navigale the Mine Maze 

Step forward into the shaft, turn right, and proceed south until you 
find a glowing blue Gate Switchboard on the left side of the shaft. 
The following notes explain the gate system in the Henne Mines, 


Atl mine gates are red or blue, as indicated by tin glowing lights 
above each gate, (You can also see the gates marked by their color on 
the maps in this section.) 





Each Gate Switchboard 
glows with either red or 
blue phosphor. The current 
color indicates which gates 
are closed . 

Eh as, if the switchboard 
glows blue , all of the blue 
gates are closed and all of 
the red gates arc open . If the 
switchboard glows red, all of 
the red gates are closed and 
all of the blue gates are open. 

When you first approach the switchboard in the North Entrance, it 
glows blue—blue gates close, red gates open. Press the switch to reverse 
this; the switchboard glows red—red gates close, blue gates open* 

This opens the first gate just down the tunnel to the south, a blue 
gate. (It opens during a brief event.) Go through the open gate and 
proceed into the next area, Pithead junction A, 

A wounded Imperial warns 
the party about danger in 
the mines. Another Gate 
Switchboard is on the wall 
nearby. Press its switch to 
change it from red to blue. 

S udd en Jy, grotesque J elly 
beasts drop from the ceiling 
and attack! They drop in two 
waves, three at a time. They're 
weak against Fire, so cast Fire at 
them, or wipe them out with a 
Quickening chain. 

After eliminating the jellies, exit the junction south or east and 
follow the bat-infested runnel to the Map Urn for a full map of 
the mines. Near the urn, a flock of Seeker and Redmaw bats attack. 
Now return to Pithead Junction A. 

Press the gate switch to close the red gates and open the blue gates 
again, then exit west. Follow the Phase 1 Shaft around into another 
big bat swarm; decimate the foes and proceed to the platform at the 
tunnels end. A doorway here leads to a staircase that descends into 
a large excavated cavern, the Phase 1 Dig, 



A Jelly ambush drops from 
above (two waves , with three 
Jellies in each wave) each time 
you press the switch in Pithead 
Junction A 



Press the switch on the first 
Gate Switchboard to change it 
from blue to red i thus opening 
the blue gate just down the 
shaft. 


Phase 1 Dig is a large area with trapped corridors, plenty of treasure 
coffers, and numerous foes. Look for the equine Nightmare in a 
northeast shaft; Nightmares can teleport from point to point in the 
room and cast Dark spells. More Nightmares roam elsewhere in 
these tunnels. Also, watch out for a treasure that turns out to be a 
Tbunderbug in disguise! Continue to the east until you can exit into 
the next area, Crossover A. 


Solve the Gate Puzzle 

Now you must open the gates in the correct order to get north into 
the Staging Shaft. In Crossover A, move north to where the tracks 
split; take the left fork heading north through an open blue gate 
to meet a big dinosaur, a Tyranorox. Don't worry—his bite is bad, 

but he'S easier to drop than 
he looks. Hit him with a few 
Aero spells to take him down 
a notch; Tyranomxes are weak 
versus Wind magick. Continue 
north, then exit east into 
Crossover B, 

Be ready for this TyranoroxI 
Don't let the bats distract you 
from a focused attack against 
this large creature. 




In Crossover B,go left (north) 
and through the open blue gate. 
Follow the mine shaft until 
you reach another junction 
area, Pithead Junction E. 

Ready for more Jellies than 
you ever thought possible? 

Press the Gate Switchboard 
switch to change it from red 
to blue—that is, closed blue 
gates and open red gates. After 
doing so, a total of eight Jellies 
drop from the ceiling, with a lot 
more on the way! If you have 
any characters with Quickening 
spells and a Mist Charge to get 
a Quickening started, give that 
a try. If not, you may want to 
run out of there, fast. 




Soy that's a iol of Jelly Use a 
Quickening on them, or just run 
like crazy 


KB 
























Now head cast back into Crossover A, take the right 
fork to veer north (fighting another Tyranorox cn 
route), and then exit into Crossover B.TMs time the 
red gates arc open instead of the blue, so turn right 
and then go left around three corners until you can 
exit north and veer into the Staging Shaft. 


This triggers a dramatic event in which Larsa notes 
the rich veins of magicitc in this mine, and then Mjrn 
suddenly appears, staggering and disoriented. She 
calls Ashe a 'power-hungry hume" and then rushes 
up a mine shaft to the north. A Save Crystal, at last! 
Save your game and follow Mjrn up that shaft. 





is its resiliency; its defense is considerable, 


especially when its HP bar drops below 20 percent. 


It you have Quickenings available (and you should have several characters 


with Quickenings by now), open with a good series right away, chaining at 


least three hits to trigger an Inferno or Cataclysm blast, too. 


Tiamat will focus its attention almost exclusively on one target at a time, 
as most of its attacks are physical. Thai target will need a load ol healing 
from his/her comrades. If you have the Coraga spell, set up characters with 
a gambit that casts it on any HP Critical ally, and be ready with Hi-Potions. 
Finally, it’s a good idea for each party member to have a gambit that casts 
Raise or oses Phoenix Down on ary ally, so that if someone gets KO'd, he 
or she gets revived automatically. 


Note that just one good shield can make the difference against an enemy 
like Tiamat, who deals out primarily physical damage and focuses on 
single targets. Make sure your "heavy" fighter (best Strength and armor) 
has the best shield available, then send him or her in to trade blows toe 
to toe with Tiamat using a powerful melee weapon like an axe or hammer. 



Have your other two controllable characters hang back with ranged 
weapons loaded mainly for support (status effect bolts/arrows/bullets). 


KEEP LRR5R WHOLE 

Like other guest characters, Larsa is a deadly and eflicient ally to have in a boss 
fight. His quick and unlimited use of Hi-Potions alone makes him invaluable, 
and bis attacks are quite effective. Make sure he stays healed! If he goes down, 
revive him immediately. After all, you can't swap him oul. 


Tiamat likes to munch on one target until 
that one falls, then turn to the next lucky 
victim. Have two characters locus primarily 
on healing while the other two (one of 
whom is Larsa) focus on pounding away at 
the boss. 




































After Tiamat finally goes down,Mjrn emerges in a state of collapse. 
Fran goes to her and learns why Mjm came to investigate the hume 
activity in the mines. The party returns the stricken viera to her 
village. In return* Jote hands over Lentc sTear, a key item that will 
grant the party access through the magiekal barriers in the woods. 




Golmore Jungle (East) 



DREAMER ■ THE BRANCHWAY ■ THE GREEN SWATHE 



^ To the Paramina RiM 
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Action Checklist 

The enemies here are the same as Golmore Jungle 
(West) except for Diresaur. 

■a 

Navigate through eastern Golmore Jungle. 

a 

Defeat the Elder Wyrm. 

© 

Proceed la the Paramina Riff 



Move into the Dragon’s Dell 


Exit Eruyt Village into Golmore 
Jungle and go left to the magick 
seal. Sure enough, it dissipates when 
the party approaches and they pass 
through it safely into Whisperleaf 
Way Fight past the Malboros and 
Gargoyles along the path and enter 
The Parting Glade to find another 
Save Crystal. Use it! just to the 
north, in the DeU of the Dreamer, 
another powerful boss is about to 
awaken. 



Lente's Tear enables the party to pass right 
through the magickal barriers in Golmore 
Jungie. 


m 









































This guy's big, and he's mad. He has two Treant minions and an arsenal of nasty 
slatus magicks like Slow, Blind. Silence, Sleep, Confuse, and Poison. He also uses Oil, 
then follows up later with Fireball, which can inflict over 1,ODD HP of damage a pop. Ouch! 


But overall, the Elder Wyrm doesn’t inflict big damage with his physical attacks. What makes this battle tough is the onslaught of 
ailments caused by his Sporefall ability. If you don’t come to this battle well-prepared, you will spend much of the fight removing 
status ailments instead of inflicting damage on the beast. 


So, how do you prepare for the Elder Wyrm? First, make 
sure Esuna is in your gambits somewhere. It consumes a 
good chunk of MP to cast, bul considering the multiple status 
ailments the Elder Wyrm inflicts, Esuna relief is well worth 
it. You should also try to keep the party from bunching up. If 
the party is spread out enough, there is a good chance that 
Sporefall will not hit everyone and you will have at least 
one character ailment-free and ready to cast Esuna. Finally, 
be prepared with with items like Handkerchief, Echo Herbs, 
Antidote, and so on, for removing bad status effects. 


# E5UNH OR LRTER 

Cast Esuna on allies to remove status ailments. It won't remove 
Oil. however; that only comes off with the Handkerchief item. 
Remove Oil immediately before the Elder Wyrm can launch a 
Fireball attack. 


Start with a Quickening chain, if possible. With a good chain that triggers an area 
attack like Inferno or Cataclysm, you can hurt the Eider Wyrm and seriously degrade 
his two Treant minions. Finish up the Treants quickly and focus on the boss. Watch for 
those status ailments, especially the ones that are immediately debilitating, like Sleep 
(removed by Esuna or Alarm Clock) or Silence (removed by Vox, Esuna, or Echo Herbs), 
Use non-afflicted characters to remove these first. 


If your active characters get overwhelmed by the ailments, make a wholesale party 
change. If the fresh reserve members have Quickenings available, unleash a Quickening 
sequence right away. Keep the pressure on the wyrm! 


The Elder Wyrm spews evil status 
magick. 
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Succulent Fruit, Feyslone, Emperor Scale 



























objective Find Mjrn in the Henne Mines 


After the fight, go south into Die Parting Glade and use the Save 
Crystal. Next, continue the journey east through the jungle, pushing 
into the Branchway where a ftock of Gargoyles await. Continue east 
through the Green swathe until you finally reach the Paramina Rift. 

Paramina Rifl (North) 


Dire Sore 

If you take the northern path across the Branch way 
and the Green swathe, you run into a powerful Level 
27 Dircsaur protecting treasure on a platform. 


Action Checklist 


-o Gross (he northern edge of the Paramina Rift to Ml Bor-Omisace. 


To Ml Bur-Gmisaee 
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KARYDIME GLACIER 


To the Stitshrtoe ol Miriam 


Cross the Rift to I Bur-Omisace 


Die Foramina Rift is a snowy, dangerous place, bur you do nr have to spend 
much rime here. After saving ar the crystal in the Fading Vale, exit via the 
northeast canyon. Fight through the the Head of the Silverflow area. Move 
across the rock bridge heading east until you reach a fork in the path. 


The right fork leads down into an area filled 
with Skull Knights and other cold-weather 
creatures; you can explore this area, fighting 
and looking for treasure. Or you can just skip 
it for now and take the left fork instead up the 
northeast canyon into the next area, Freezing 
Goige. 



Larsa leads your party across the 
white wasteland of the Paramina 
Rift toward the holy mountainWill it 
be worth it? 
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The party’s entrance into Freezing Gorge triggers a pair of short events. Balthier and Larsa have a brief exchange about knowing the heart of ones 
own father. Then the scene shifts to Archadia for a meeting between the Emperor Gram is and his recently returned son, Vayne. When control 
returns, move up the Freezing 
Gorge, veering left at the fork to 
follo w the canyon to the northeast. 

This rakes the party into the Sand- 
Strewn Pass of Mr Bur-Omisuee. 


Father and son discuss the future of House Solidor Witt it five on? And by what means? 



Mt Bur-Omisace 


Action Checklist! 


*{] Speak to the Gran Kiltias. , 

Explore and Reslock 

I Ierc you can buy maps for both the faratnina Rift and Mt Bur- 
Omisace from the Cartographers’ Guild moogle, then shop with 
the two traveling merchants. One sells weapons, armor, and items; 
the other sells accessories, ammo, and magick. 
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To Paramlna Ritt 



Meel with (he Gran Kiltias 



The temple is a spectacular place and 
a refuge for all who come to the holy 
mountain of the Kiltias. 


Now walk to the Hall of Light in the main 
temple. To get there, work vour way through 
the Temple Approach and Temple Grounds. 
Talk to people along the way. You can learn 
plenty of interesting things about the sense of 
safety and refuge here and how generous the 
Kiltias are. 



Climb these stairs up into the Halt of Light. 




























objective Find Mjrn in the Henne Mines 



Climb the temple stairs up to the huge doors, called the Gate of 
the Holy Circle. Open the doors and approach the altar to trigger 
an event in which the Gran Kiltias meets with your party. Larsa has 
invited a visitor to the meeting, as well: ALCid Margrace, member of 
the ruling family of Rozarria, who arrives with some shocking news. 
This causes the Lady Ashe to change her request of the Gran Kiltias, 



The scene switches to a grim new situation unfolding in the 
Imperial Palace of Arch ad i a. Can war still be averted? 




As the long event draws to a close, the Gran Kiltias sends your 
party back across the Paramina Rift to the Stilshrine of Miriam for 
a new relic that can counter 
Vayne’s dark power growing in 
the east. Larsa leaves vour party, 
and your next destination lies to 
the south. 




Walkthrough 


















To Ml Bur-Omisace 


The Gran Kiitias made mention of a great sword lhal 
can destroy nalhjcile. II is hidden In a vasl underground 
sanctuary soulh qI the frigid hoarfrost of the Paramina Rift. 


Cross the Paramina Rift to find the Stilshrine 
Df Miriam. 


Paramina Ritl South) 
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Cross the Paramina Rift 

Leave Mr Bur-Omisaee and head back into Paramina Rift.The 
map and walkthrough describe the most direct route south to the 
Stilshrine of Miriam, but note that nearly half of the rift isn't on 
that route. There is a map of that half in the side quest sidebar, 
if you want to just explore or take a peck at the Feywood via rite 
western exit from the Icebound Flow area. At this point in the 
game, though* the Feywood beasts are likely many levels higher 
than your characters. Also, avoid the extremely powerful Anchag 
creature that roams in the Karydine Glacier. This foe can KO a 
party member with a single hit! 




If you wander west into these Icebound Flow canyons, you'd run into 
Level 29 Yetis . 


When It’s Snowing 

Sometimes lifter you transition into a new area of 
the Paramina Rift, it will be snowing. A snowfall 
can bring out the powerful Ice Elemental, so be 
careful. Remember, an elemental is not aggressive 
unless you use magick in its presence. 


Paramina Exploration 

To try the side quest/exploration route in the 
Paramina Rift, start at the Frozen Brook and head 
either east into the Icebound Flow or sooth into the Karydine 
Glacier Explore the areas shown on this map. but don t exit 
Icebound Flow to the west into the Feywood yet! Fierce toes at 
level 40 and higher roam that area. 

There are a number of hunts in this area: Befoulment of the 
Beast. Wyrm Wrath's Renewal, and Paramina Hun. Paramina 
Run is a tight against a white chocobo named “Trickster/" 
and It is especially difficult. It does, however, earn you a new 
character in the Sky Pirate’s Den. 




For purposes of the story walkthrough, the most direct route to 
the Stilshrine starts at Freezing Gorge and heads south to Frozen 
Brook, then southwest to the Path pf the Firstfall where you find a 
Save Crystals From the crystal, go west and then south to exit into 
the Spine of the lcewynn area, where some ne w enemies make an 
appearance. In particular, you must cross an ice bridge guarded by 
a trio of flying Garuda-Egi (weak against Dark magick) and filled 
with explosive traps. Use your ranged-weapon allies and magick 
attackers against them. 



This ice bridge is the "Spine of the tcewyrm h : it is filied with traps and 
big birds. 

Continue south through Silverfiows End, but watch out for a Level 
29 Emperor Aevis lurking in this area. Hit it with a few Thunder 
spells to soften it up, then take it down. Finally, exit south to reach 
the Stilshrine of Miriam. 



Beware the Emperor Aevis in Silverfiows End. 


■000 


Walkthrough 

























Stilshrine of Miriam 


To Ihe Foramina Rift 

t 



0 

Navigate the maze to find the sword's location. 

Q 

Solve the Stone Brave statue puzzle. 


Defeat Vinuskar. 

<3 

Defeat Mateus. 
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Rotate Statue 
Map Urn 


Rotate Statue 
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Find the Way to the Sword 
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Proceed down the long Walk of Sky into the next area, the Walk of 
Mind, which has a Save Crystal. Use It and continue south to enter 
the shrine proper. In the Ward of Measure, find the Pedestal of 
the Dawn and equip your party leader with the Dawn Slrard before 
you touch the pedestal to teleport to a new area. (If you touch the 
pedestal without the Dawn Shard equipped, the teleport wont work 
and three Zombies will arise from the ground to attack,) 
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Equip the Dawn Shard before operating the Pedestal of the Dawn t as 
otherwise it won 't teleport the party and three Zombies will appear 
and attack. 






































































































































objective Find the Sword of Kings in the Stilshrine of Miriam 


The party's teleportation into the Ward of Velitation awakens a 
huge stone Miriam Guardian* Pound this foe with Wind spells like 
Aero* or just hack at it with weapons. There is a rare beneficial “trap" 
in front of the treasure chest here, so grab the chest and get a nice 
little boost in HP or MR 



Now comes a brutal fight, one where Quickenings or Time magicks 
can really come in handy. The only way forward is through a large 
room where powerful Dragon Aevis monsters stomp around angrily. 
These are Level 30 beasts! One tactic is to rush right into the middle 
of them to draw all 


three closer together, 
then unleash a 
Quickening chain* 
(If you don’t have 
Quickenings or a 
spell Like Disable, 
it’s probably best to 
simply flee past the 


dragons tor now*) 
Additionally, try 
using the spell Elizzara 
to really inflict some 
damage! 


One Dragon Aevis is bad enough, but 
three of them may be too much unless you 
Disable them first or you have multiple 
characters with Quickenings to cast 



liven if you eliminate a couple of dragons with the Quickening 
chain, you may stilt need to flee. So if the situation gets desperate, 
just run due west past the two Miriam Facers at the doorway and 
escape into the next room, the Walk of Torn Illusion* 

Climb the first staircase and defeat the Miriam Facer at the top. 
Then climb either set of side stairs and fight through Miriam 
Guardians to another Pedestal of the Dawn. As noted earlier, make 
sure your party leader is equipped with the Dawn Shard, then touch 
the pedestal to activate two hidden staircases back in the Ward of 
Velitation—yes, you must go back downstairs to the dragon room. 
When you arrive, go down either one of the newly opened stairs 
(there's a staircase on either side of tire room) to descend into the 
next room, the Walk of Revelation* 


Tame the Crystalbug 

Tliis room features a tough, tricky crystal. The green “Life Crystal” 
in this room resembles a Save Crystal,but its actually a Crystalbug. 
After touching it, the Crystalbug will attack your party! Its magick 
attacks are brutal, so you may need to retreat and recharge your 
party at some point* Fortunately, the Crystalbug remains stationary, 
so you can quickly get out of its range. After defeating it, the 
Crystalbug turns into a blue Save Crystal. Use it and move on. 


Crystalbug Ruse 

The green crystal in the Walk of Revelation is a 
hostile, rugged foe. But it’s worth the fight because 
the Crystalbug 
changes into 
a Save Crystal 
after you defeat 
it* 


Go downstairs and enter the next room, the Ward of the Sword- 
King, As you move forward, two Blood Gigas guards step forward 
ready to fight. Defeat them and move down the hall to fend off 
another Miriam Guardian. You cant go north yet, since the ancient 
door is locked. Therefore, fight your way south to the massive stone 
Sword of Judgement that blocks the path. Examine it to open the 
north passage to a Way Stone* Go north to the Way Stone and 
touch it to teleport to the Ward of Measure, which takes you back 
co where you started* 


Beware the Negalmuur 

A ghastly and powerful creature called the 
Negalmuur may appear in the Ward of the Sword- 
King hallway* His magick creates foul undead 
minions called Ghasts, Killing the peripheral 
monsters he summons, whether for fun, EXP, LP, 
or chains, sounds like a good idea, but he stacks 
them up way too quickly and you’ll almost certainly 
be overwhelmed* If you do choose to fight, unload 
everything you have on Negalmuur—remember, a 
Save Crystal is just one room away! 



The doors at the bottom of the stairways are unlocked now. Go to 
the northwest comer of the room and head down the west stairs. 
Open the now unlocked door and enter Cold Distance* 


Walkthrougl 




















Rotale the Three Slalues 


Go Save Your Game! 


Tile party $ next task is to find the three Stone Brave statues 
and rotate them to face the center of the Stilshrine. From Cold 
Distance, go down the corridor and take the first right into the next 
room, Walk of Prescience* 




Turn right and go to the northernmost aisle, turn left, and head 
west to the wall. Fight through Balloons (weakness: Water), Facers 
(weakness: Wind), and Zombie Warriors (weakness: Cure) to reach 
a statue called a Stone Brave. Rotate it to face toward the center of 
the shrine. To do so, select “Examine the statue” and then “Rotate 
the statue.” 



Find the three Stone Brave statues and turn each toward the center 
of the shrine. 


A boss stands between the party and the last Stone Brave statue, so 
now would be a good time to return to a Save Crystal, heal up, and 
save your game. From the statue go east, then north to head into the 
next area, Cold Distance. From here you can go north through the 
ancient door into the Ward of Measure, then climb the stairs and 
exit the shrine north via the main door to save at the orange Save 
Crystal* 

Retrace your route back down the east side of the shrine to Cold 
Distance and take the cast exit into the Ward of Steel and go 
downstairs* Before you go through the door at the bottom, though, 
here’s a tip. The next room holds a boss and a magnetic field that 
makes everyone wearing metal equipment suffer from the Slow 
effect. Before engaging this boss, make sure that your active party 
members arc wearing light or mystic armor. 



Vinuskar waits with its magnetic field ready to weigh you down. 



Mead south and go downstairs into the next room, called Walk of 
Reason. This is a huge, maze-like area with treasure tucked into 
several corners* You may want to spend some time here, exploring and 
racking up undead KOs.You can put together quite a Battle Chain in 
this area, what with all the Zombies, Ghasts, and Ghouls about. 


Refer to the map for this section to find the statue in the south. (It 
is a maze, sort of, so check the map.) When you finally reach the 
Stone Brave statue, rotate it so that it faces north toward the center 
of the shrine* 






















objective Find the Sword of Kings in the Stilshrine of Miriam 



One tactic to try is to hold allies with Quickenings in reserve. When Vimiskar’s health bar drops to about 50 percent, or if your frontline 
fighters are worn down, swap in the entire reserve party and launch a Quickening mist chain, it you put together a good chain, you can 
knock out Vinuskar in one shot. 
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Vmuskar casts Slow to compound 
the sluggishness wrought by the 
magnetic field on party members 
wearing metal armor. 
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This boss fight is tough enough without a magnetic 
field adding an extra challenge. Any metal-wearing 
party members will he sluggish to start and then Vinuskar 

will cast Slow, making some of your characters excruciatingly slow. The good news is that Vinuskar 
isn't particularly speedy. You should be able to inflict damage to this boss with strong physical attacks 

This fight will seem like it’s in slow motion at times, so make sure your status-healing gambits are in 
good shape, because Vinuskar will toss other spelts at the party as well. Every once in a while it will 
also prepare to launch Sword Dance, its multi-sword super attack. 


CO LIGHT AND MYSTIC 

This was mentioned before this tight, but it is worth mentioning again. Start with a 
threesome wearing light or mystic armor, it at all possible. 


Try to chain together 
enough Quickening 
attacks so that you 
trigger your bonus 
area attack, Inferno. 


After Vinuskar tails, proceed to the ancient door behind it and 
enter the back room. Here you find the last of the three Stone 
Brave statues. Rotate it until it faces west. After doing so, a message 
indicates that the “Colossi® (the huge statue in the center of the 
shrine) has undergone some change. 

There's also a Map Urn here containing a map of the Stilshrine 
of Miriam. YouVe been almost everywhere, so it doesn't reveal too 
much, but you can sec two areas way down on the southern end of 
the shrine, south of the Sword of Justice that was blocking the hall 
earlier. It s time to check out those areas. 

Find the Sword of Kings 

Upon exiting the Ward of Steel, a brief event shows the Colossus 
raise its massive stone sword, thus unblocking the passage down 
south in the Ward of the Sword-King. 



When you turn the third statue toward the center of the shrine, the 
Colossus raises its sword to open a new passage south. 

Go north into the Ward of Measure and use the Way Stone to 
teleport down to the Ward of the Sword -King. Then take the 
tirst left and go upstairs to use the Save Crystal in the Walk of 
Revelation. Finally, turn around and go back west to the Ward of 
the Sword-King and head down to the door at the south end of the 
corridor. 
























EQUIP ICE SHIELDS 

If you have tee Shields in your inventory, equip them 
on your melee lighters. They reduce Ice damage by 
hall, which helps against the Ice Azers and when 
Mateus unleashes the frigid super attack. Blizzaja. 


If you don’t have any Quickening spells at your party's disposal, then try Lightning magic: Thunder and Thundara can also cause 
serious damage to Ice Azers. Be careful about casting magic that might hit Maleus, as it will be reflected back to the party. 


Once the Azers are melted down into puddles of cold 

water, unleash your party's weapons on Mateus. If Mateus has a Blizzaja area attack that doles out Ice pain to everyone in the 

. n . , . , area. Ice Shields help mitigate the damage. 

you used Quickemngs, you have some characters 

with very low MP, so don’t use magick attacks: keep MP lor healing. Alternatively, you can swap out the characters involved in the 
opening Quickening for those with full MP. Mateus likes to cast spells that Sap, so make sure you’re ready to remove it with Regen 
or Esuna, whether in a gambit or manually. 


Just keep hammering away and keep healing! A gambit that casts Cura when one ally’s HP gets low (say, down to 40 percent) keeps 
everybody healthy. Aside from his huge Blizzaja attacks. Mateus doesn’t strike with any real power. 


One tactic is to give your party leader a ranged weapon like a gun or bow. Then just keep them running in circles at a distance 
around Mateus, stopping only when it is time to attack or cast a healing spell. The constant movement is a way to boost the leader's 
MP without consuming precious Ethers. Another tactic is to assign party leadership to the character currently bearing the brunt of 
the foe’s attention, then have that character run away from Mateus. Running away not only builds MP but also delays the enemy’s 
attacks as the toe is forced to give chase. "Spreading the field” like this can also cause multiple-targe! enemy attacks like White 
Breath or Blizzaga to hit only one or two characters. 
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This boss battle really starts off in a frenzy of fighting. The first goal, as in most boss 
fights, is to eliminate any lesser enemies supporting the boss. Mateus immediately 
casts Reflect on himself and spawns six swarming Ice Azers that are difficult to beat in their 

own right. A powerful opening strategy to use is to launch a Quickening attack immediately on an Ice Azer in the middle of the 
swarm. A good Mist chain will eliminate or seriously debilitate the minions of Mateus. 

































objective Find the Sword of Kings in the Stilshrine of Miriam 


After your victory; continue south through the door into the Vault 
of the Champion. Walk forward to the spinning gear mechanism 
to trigger an event in which Ashe seizes the Sword of Kings at 
last* The sword appears in your weapon inventory but we don’t 
recommend that you use it. It certainly has its special uses* but 
fighting isn't one of them. Beyond the storyline and aesthetic 
purposes* it is mostly notable for being the first Greats word you re 
likely to happen upon, as well as one of the few pieces of gear that 
doesn't require a license to use! 



Return to Ml Bur-Omisace 

After the event* head north to the Way Stone. Use it to return to 
the Ward of Measure* then exit the shrine. Next, head for the Save 
Crystal to trigger another chilling event* The Imperial fleet passes 
overhead yet again* but they don't stop this time* Looks like their 
business is finished. 



What was it? And what's that smoke ahead in the distance? Go to 
the Save Crystal and use it to teleport back to Mr Bur-Omisace. 



Mt Bur-Omisace 


ActionIChecklist 


Find the Gran Kilties Anastasis. 


Defeat Judge Bergen. 


© 


Gel to Nalbina Fortress. 


Stock Dp and Upgrade 



HALL OF THE LIGHT 


TEMPLE APPROACH 


To Paramina Rift 


SAND-STREWN PASS 


TEMPLE GROUNDS 



Yes* your primary objective is complete* but there is one last boss 
to face before you can move on to the next objective. Its raining 
here, and if you talk to some of the wounded Kiltias* you learn that 
Imperial forces have desecrated the holy mountain. 

Before you investigate* visit the traveling merchants and upgrade 
everything. You should have a lot of loot to sell and plenty of LP to 

license new gear* so do it now* 
Save your game again and head 
north into the temple to trigger 
a particularly grim event. 
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After the battle, watch the next event to see the fate of the Gran 
Kiltias and learn what happened to young Lord Larsa. AI-C id 
appears and Lady Ashe makes a fate fill decision about the Sword 
of Kings and the Dusk Shard, Balthier then points you toward your 
next destination: the Draklor Laboratory, where, as he puts it, “the 
Empires weapon research begins and ends." 



As usual, eliminate the minions first. In this case, three minor Judges assist Judge 
Bergan; they're right behind the party at the start of the fight. Let them catch up with 
Bergan; you want them all as close together as possible. Once they reach Bergan, nail the 
boss with a Quickening chain of at least three hits to trigger an Inferno or Cataclysm while his 
three minions are nearby. This can hurt Judge Bergan and wipe out his minions at the same time 


Bergan will cast random Dark, Water, and Aero spells at the party. However, he 
tacks a super attack (unlike most other bosses) that can wipe out your characters 
in a single hit. He does have vicious combo attacks that get faster and deadlier as 
his HP drops to critical levels. One tip is to send in two strong, well-armored melee 
sluggers with big hitting weapons, but make your party leader a ranged tighter with 
good healing gambits. Keep the party leader as far away from Judge Bergan’s blades 
as possible. The temple path 
is narrow but long, so you can 
run your healer up and down 
the path to keep building MP 
while staying clear of Bergan. 


(1 At I 


Cun^ 


CHARGE UP 

Remember that you can use the Charge tech nick to 
replenish any depleted MP. 


Judge Bergan gets even more dangerous as 
he nears KO status. 


As mentioned earlier, the Judge goes nuts with combo attacks as his HP dwindles lower. When this occurs, you may want to have 
only one character, your strongest tighter, trading blows with Bergan while keeping your other two characters slinging health spells 
and potions at their ally. A shield is essential for this type of role, which still works out nicely for a heavy damage dealer as one- 
handed weapons like axes and hammers are potentially excellent damage-dealing options. A good shield, especially with the 
Gauntlets accessory equipped, often reduces previously difficult adversaries to helpless targets. 




Before you exit the temple area, talk to the “Acolyte" pacing at the bottom of the temple staircase. He will hand over an artifact called the 
Stone of the Condemned You can use this inside the Stilshrine to find an off tonal hidden Esperl (For more on this, see the “Side Quests” 
chapter in this guide..This unique battle against Zeromus prevents the use of magicks, and attempting it isn’t really reasonable until your 
party is at least Level .15.) Return to the Save Crystal in the Sand-Strewn Pass, Use the crystal to teleport to Nulbimi Fortress if you’ve 
already been there and activated its crystal If not, teleport to Rahanastre and exit the city via Eastgate into the Dalmasca Estersand* 
Proceed northeast through The Stepping and Outpost into Yardung Labyrinth. From there, exit east to Nulbina Fortress. 
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Natbina Fortress 


The e I Li male goal here Is the Draklor Laboratory in 
Arch a ties* Vo u must first reach Ihe Phon Coasl hunters' 
camp,!hough, traveling on tool from Nalbina Fortress via 
the Mosphoran Highwasle and the Salikawood. 


NalbinaiEortress 
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World Map 
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Enter the Mosphoran Highwaste. 




Stock up on goods and equipment 
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Prep for Ihe Long Trek 

Back on Mr Bur-Omisace BaJthier, Fran, and Ashe plot the party 's 
approach to the Draklor Laboratory in Archades. With the air and 
sea routes sure to be heavily monitored bv Imperial eyes, the safest 
way to go is on foot through N alb in a, the Mosphoran Highwaste, 
and the Salikawood—and that just gets the party to the border. 

Be hire leaving, heed B aJ thiefs words of wisdom: “Better go prepared,” 



Shop at the finer Natbina establishments and purchase some upgrades , 


By now you should be developing your characters with distinctive 
roles in mind. This means that each one will have specific needs: 



Your frontlinefighters need heavier armor, hard hitting 
melee weapons, and good shields and accessories that 
enhance overall strength and durability. 



Your magick casters need new and better spells , mystic 
armor upgrades, and preferably ranged weapons. This 
will enable them to heal your partyfrom a distance, 
while still getting in a few good shots during combat . 


)fj/ Your light armor characters require enhanced speed and 
vitality, and perhaps tech nicks that add special twists to 
their attack capabilities. 


There should be some overlap in roles, of course. You want your 
brawlers to have the ability to cure a party member and cast an 
occasional Black Magick spell. You want your mages to have the 
ability to defend themselves against a close rush of White Wolves 
or Zombies, Some versatility is good; in general, though, make sure 
your characters develop well-defined roles. 



After youve completed your shopping, you may want to return 
to the crystal in West Barbican and save your game. Next, head 
northwest into the Mosphoran High waste. 
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objective Find the Hunters’ Camp on the Archadian Border 


Mosphoran Highwaste 

Overview Map 

The map of the Mosphoran Highwaste shown bene reflects only the 
areas of the main routes that are directly connected To learn about 
to the secret areas, refer to the ‘‘Side Quests” chapter in this guide* 
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‘(J Cross Ihe Mosphoran Highwaste 
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To Nalbina Fortress 


like Through (he Highwaste 

Mosphoran Highwaste. Sounds like a fun place, doesn't it? These 
mountain passes and canyons arc crawling with wolf-like Worgens, 
making it a good place to string together a Battle Chain. The party 
starts in the Southern Skirts. Move northwest. You can rake either 
one of two exits leading up to the next area, Summit Path, but watch 
out for the explosive traps blocking the passages. Move up against the 
ravine walls and carefully move 
past the traps. 

Beware the Fire Elemental 
floating around this area* Your 
party may be strong enough to 
challenge this elemental, but 
make sure you know where the 
zone exits are just in case things 
get out of hand. Keep an eye 
out for the Wary Wolf on the 
Summit Path, too; it s a powerful 
Rare Game animal—very- rare, 
in fact! 
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Lots of Worgens prowl Ihe 
Highwaste, so try to avoid other 
species for awhile and put 
together a Worgen-based Battle 
Chain. Watch out for the rare 
Wary Wolf, too i. 
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Exit from Summit Path to the northwest into Babbling Vale*This 
area is a caravan rest stop with a Save Crystal, a traveling merchant 
named Luctio, and a Scout mooglc who sells a Mosphoran 
Highwaste map and tells of a giant Bomb deep in the Salikawood. 
(This is an optional boss you can fight later.) 


The Wind Shrines 

It you acquire the Mosphoran Highwaste map from 
the moogle in the Babbling Vale and examine it, you 
will see a number of seemingly unconnected areas tucked in 
and around the main areas of the Highwaste. These are areas 
that you can reach by finding the hidden paths. 

Note the eight wind shrines around the Babbling Vale area of 
the Mosphoran Highwaste. Talk to the Learned Man looking at 
the northeast shrine and he gives you some information about 
what he has learned. Note, however, that you must return later 
to unlock the shrine puzzle, which leads to an Esper named 
Exodus. Also, the “Trouble in the Hills 1 ' hunt target, Alamos, 
is located in Northern Skirts* 


Exit the Babbling Vale to the north into the coolest-sounding area so 
far, the Trail of Sky-flung Stone* Pythons start popping up to attack, 
so be ready. Near the rock bridge, a flock of Vultures can be seen 
circling above. Shoot them out of the sky and move to the east exit. 



Remember to swap in party members with ranged weapons against flyers 
(ike the Vultures that patrol the Trail of Sky- flung Stone, if Fran is your 
archer, move her attack gambits higher and let others do ihe healing. 




WHRCK THE ROCK 

Approach the “Weathered Rock" a! the tar eastern end of the Trail 
of Sky-Flung Stone and press the X button to hit it. This action 
starts a landslide that opens a secret route back to the Rays of 
Ashen Light area* 


J 


Now fight through the 
Northern Skirt to a long bridge 
at Halny Crossing. Run across 
it to leave the Mosphoran 
Highwaste behind and enter 
the Salikawood. 
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This long bridge at Halny 
Crossing leads north to the 
Salikawood. 


The Salikawood 


2 . 


Q 


Action Checklist 


Get to the border gate. 


Round up the moogle apprentices to 
finish fixing the gate. 


0 Exit the Salikawood into the Phan Coast. 
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objective Find the Hunters’ Camp on the Archadian Border 
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*'Accessible a fter defeating King Bomb. 
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Gel lo Salikawood's East Gale 

The part}' arrives in the Omen-Spur area, which contains some 
odd creatures. Follow the path to the next area, the Path of Hours* 
where a welcome sight awaits: a Save Crystal,Talk to the pacing 
Forest Traveler to learn about 
the hunters’ camp on the 
Phon Coast to the cast—-the 
party’s interim destination. 

Unfortunately, the Salikawood's 
cast gate is broken; a moogle 
crew is doing repairs, but their 
work ethic is a bit sub-par. He 
also says he dropped his map 
of the wood; chances are its 
nearby somewhere. 



The moogfes are resting in their 
bungalow, but they have a gate 
to finish ,.. 


Approach the nearby iorest bungalow and talk to the three “layabout” 
mooglcs inside. They indicate that they’re working on the gate up 
ahead. Well... actually, they’re resting right now. Now take a moment 
to find the area map. Exit the Path of Hours, crossing the next bridge 
north onto Trunkwall Road. 



The Pumpkin Head is the 
dominant species in the 
southern Salikawood. 


Veer right at the first fork, then 
go right two more times to find 
the Map Urn that holds the rill] 
map of the Salikawood. Next, 
head straight up the walkway 
to the northeast; veer east at 
the intersection to exit into 
Diverging Way. 

Til ere arc lots of Pumpkin 
for good Battle Chains, They Ye 


Heads everywhere, which makes 
tougher than they look, though, especially when they swarm their 
targets in groups of three or more. Head for the east exit into the 
next area, Living Chasm. 



While in Living Chasm, you can see the huge gate in the cliff 
wall up ahead. Approach the moogle Boss pacing at the gate. He 
explains that the gate leads to the Phon Coast. It will be open as 
soon as his nine moogle apprentices return from their break in the 
Salikawood and finish the repair work. He suggests that you look in 
the Salikawood bungalows scattered throughout the woods. After 
the conversation ends, talk to him again to get a more complete 
version of the story. 



The great gate lies up ahead. Talk to the moogle Boss to learn that 
his workers are on break and scattered throughout the Salikawood 
Check your map to find their locations. 































































































Bound Up the Nine Moogle Apprentices 

Open up the Area Map to see 
new flashing icons that indicate 
where the nine moogles are 
holed up. Find them arid talk 
to them in their bungalows to 
get them working on the gate 
again. A “moogle counter” in 
the upper-right corner of the 
screen tracks the number of 
moogles found. Two of their 
bungalows are side by side, in 
the Garden of Decay. 

When all nine moogles are back on the job, take them up on their 
offer to return to the gate with them. The party automatically goes 
to the east gate to watch the 
gate open. Walk through and 
talk to the moogle Boss to 
get a thank-you gift: a pair 
of Quasimodo Boots, an 
accessory that makes the wearer 
immune to Sap status. Next, 
continue east to the Phon 
Coast. 



Chat with the moogle Boss before 
moving onward to receive a gift. 



Talk to the moogles in their forest 
bungalows to get them back to 
work. After each conversation, 
they indicate how many moogles 
are left to retrieve 



The Big Bomb Boss 
and the Necrohol 



An optional boss battle awaits in the Grand Bower in 
the northwest part ot the Salikawood. The King Bomb and 
three minions prowl this area. This crew may he too lough 
right now, but you can run away from this boss fight it you 
get overwhelmed. After defeating the King flomb, you can 
continue to the Corridor of Ages and find Braegfo, the mark 
in the “Rodeo to the Death” hunt. Again, check the "Side 
Quests” chapter for more details on these fights, tf you 
continue northwest Irom the Salikawood, you will enter the 
Necrohol of Nabudis. This is quite a grim area with very tough 
enemies. This is where you can find the Zodiac Spear (in a 
treasure chest located in the Cloister of the Highborn area). 
Note, however, that you can only obtain it if you do not open 
the tour treasure chests mentioned in oor "Don't Touch That 
Treasure!" tip boxes located in this walkthrough. 



W 



IMMUNITY AFTER THE 



Items like the Quasimodo Boots, which provide immunity to certain 
status effects, only work if equipped hetme the wearer Is hit with 
the status ailment in question. In this case, for example, equipping 
lira Quasimodo Boots on a character already afflicted with Bap does 
nothing. Wearing the boots at the moment a foe attempts Sap. 

^ however, keeps the wearer immune. j 


The Phon Coast 



Action Checklist 


0 

Find the Phon Coast hunters' camp. 

a 

Proceed to the Tchita Uplands. 
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OBJ ECTIVI 


Find the Hunters’ Camp on the Archadian Border 








1 TREASURE TABLE 

Normal 

w/DiamartiJ Am 

list Equip. 

1 No. 

App.% yj L % 

IBSSlISa 

ir gj| 

1ES3 

^ 50% ^ 

^ 50%.. 

m 

90% 

10% 

2 

65% 

75% 

-200 

KJ-Polinn 

Vanislip Mote 

-500 


SaittiB Mole 

3 

65% 

75% 

-300 

Hi-Polion 

Warn Mole 

*800 


HasTega Mote 


65% 

75% 

*250 

HFPotian 

Foe tilQtiast max MP 

-500 

Knot of fluci 

Sea Hie Mole 

5 

65% 

75% 

-250 

HhPotipn 

Fw: lowest max MP 

-600 

Knot ot Rusl 

Elixir 

8 

65% 

75% 

-250 

Hi-Fotlpn 

Water Mote 

-500 

Knot Of Rust 

Holy Mate 

7 

65% 

75% 

-300 

Hi-Fatian 

Rillectga MOTe 

-600 

Knol □! Rust 

Hasteaa Mote 

3 

65% 

75% 

-250 

Phoenix Dawn 

Balance Mole 

-500 

Knol dI Rust 

Elixir 

3 

65% 

75% 

-250 

Hi-Folion 

Foe. highest max HP 

-500 

Knol of Rust 

Hastega Mote 

10 

6S% 

75% 

-250 

Pbowii* Down 

Fm- lowest mas HP 

-500 

Knot ot Rusl 

EtiHir 

IT 

45% 

75% 

-250 

HhPotlofl 

Murasanu 

-SCO 

Knot of Rusl 


1? 

55% 

75% 

-360 

Ptioonm Down 

Vnushoa Moie 

-700 

Knot of Rusl 

Scathe Mole 

13 

65% 

75% 

-350 

W-floflon 

FJosf Mote 

-7H3 

Knol pi Rusr 

Elixir 


65*'. 

75% 

-350 

HJ-Pcrthon 

Ware- Mote 

-700 

Knal dI Rust 

Hastegj Mat* 

IS 

65% 

75% 

-350 

Hi-Poinw 

Warp Mote 

-550 

Knot of Rusl 

Hasteqa Mote 

10 

65% 

75% 

-340 

Ht-Patlon 

Aero Mote 

-m 

Knot or Rusl 

Haslega Mote 

J7 

65% 

75% 

-300 

Hl-Potlm 

Foe- highest MP 

-630 

Kftor of Rusi 

Scaifie Mote 

IS 

55% 

B0% 

-250 

Hi-Potion 

Alctebaran 

-500 

Knot of Rusl 

Scathe Mote 

13 

65% 

75% 

-250 

Hi-Porton 

Fob lowesl MP 

-600 

Knot al Rust 

Elixir 

J!L 

65% 

75% 

-250 

HJ-Poiwn 

Relteetga Mole 

-600 

Knm pi Rust 

Hastcqa Mule 

21 

65% 

75% 

-330 

Hi-FoHon 

Fteal Mote 

-550 

Knul af Rusl 

Elixir 

22 

65% 

45% 

-300 

Hi-Potion 

Foe. HP<5000 

-850 

Knot of Rusl 

Etjair 

23 

65% 

75% 

-260 

PltOEmit Down 

Vanishqa Mote 

-500 

Knot of Rusl 

Elmir 

24 

65% 

45% 

-300 

Hi-Potion 

Fm HP > 5O0D 

-600 

Knot of flosl 

Hasteflif Mole 

23 

65% 

75% 

-400 

Ptiwnfc Down 

Warp Mow 

-750 

Knot ol Ruse 

Hasl&ga Mole 

20 

40% 

80% 

-250 

Hl-PoUon 

Bbcv Cowl 

-500 

Knot pi Rust 

Scathe Mole 

27 

40% 

30% 

-1000 

Hj’PtHion 

Bladi Sartr 

-2000 

Knol dI Rust 

Elixir 

29 

65% 

45% 

-500 

Hl-Polion 

Ftw: wind-weak 

-700 

Knol of Rust 

Haslcga Mote 

29 

65% 

75% 

-300 

Hi-Pdcioii 

Ftaai Mote 

-800 

Knot of Rusl 

H^stega Mote 

30 

65% 

45% 

-500 

Hi'Potion 

Fas: wlnd-xulneralrte 

-800 

Knot or Rusl 

Scaiite Mote 

3t 

65% 

75% 

-306 

Hl-P'0tlon 

Hi-Elher 

-600 

Knot of Rusl 

Elixir 

32 

65% 

75% 

-300 

HkPonon 

mm Mole 

-600 

Knot ol Rest 

Hasfegp Mol? 

33 

65% 

75% 

-320 

Hl-P<rtion 

Rosl Mole 

-700 

Knot Pi Rust 

Blxlr 

34 

60% 

60% 

-300 

Htl-Pcriton 

Diamond $fueW 

-700 

Knal dI Rust 

Hastegi Mote 

35 

55% 

75% 

-320 

HJ-Pdlion 

Vsnrehga Mute 

-700 

Knul of Rust 

Scalhfl Mole 

36 

60% 

60% 

-300 

Hi-Palion 

H4lt»rd 

-700 

Knot of Rusl 

Scalhe Mote 

37 

50% 

80% 

-300 

Hi-Potion 

AMebaran 

-700 

Knot of Rusl 

Haslega Mote 

3® 

65% 

45% 

-400 

Hi-Potion. 

F« character HP < 50% 

-700 

Knot of Rusl 

Elixir 

39 

65% 

45% 

-4Q0 

Hl-Potion 

Fw: character MP > 50% 

-TOO 

Knot ol Rusl 

Scalhe Mote 

4ft 

60% 

80% 

-300 

Hi-Poiion 

Gohin Pofn 

-700 

Knol al Rust 

Hastega Mote 


100% 

50% 

200 

Knot or ftusi 

Knot ol Rusl 

500 

Knot al Rust 

Dark Matter 

100% 

50% 

200 

Knot or ftusi 

■Knot at Rusi 

500 

Kntrt ol Rust 

Dark Mailer 

100% 

50% 

2000 

Knot or Rusl 

Knot ol Rust 

5000 

Knoi ot Rusl 

Darn Mailer 

■ 00% 

50% 

200 

Knot of Rusl 

Knai ol Rust 

500 

Kitel or Rusl 

DarK Mailer 


j 100% 

50% 

200 

Kittrt of Hon 

Knot ol Rust 

5O0 

Knot of Rusl 

Dart; Mailer 

100 % 

50% 

200 

Knot of Rust 

Knol ol Rusl 

500 

KhPt of Rusl 

Dark Matter 

100% 

50% 

200 

Knot ot Rust 

Knol of Rusl 

500 

Knot ot Rusl 

Dark Matter 


TG0% 

50% 

200 

Knot ol Rust 

Kflpl Of Rusl 

500 

Knot of Rusl 

Dark Matter 


T00% 

50% 

200 

Knai dI Rust 

Knot or Rusl 

500 

Knot ol Rust 

Dark Mattel 


100% 

50% 

200 

Knal of Rust 

Knot of Rusl 

500 

Knot p! Rust 

Dark Mattel 


100% 

50% 

200 

K i i'-l 

Knot of RitS! 

500 

Kntrt ol Rust 

Dark Maher 

100% 

50% 

200 

Knot or R ini 

Knot ot Rusl 

600 

Knai al Rust 

Dark Maher 


100% 

50% 

200 

Knot of Rusl 

Knot ol Rust 

5M 

Knal of Rust 

Dark Matter 


100% 

50% 

200 

Knot ot Rusl 

Knot ol Rust 

500 

Knot or Rust 

Dark Maher 


1D0% 

50% 

20O 

Knot ot Rus( 

Knol ol Rust 

500 

Knot af Rusl 

Dark Mailer 

57 | 

100% 

50% 

200 

Knot al Rust 

Knol of Rust 

500 

Knot ot Fus! 

Dark Master 

65% 

75% 

-30O 

Hi-Potian 

Refleclga Mott 

-600 

Knot of Rusl 

Haeieoa Mole 

5S 

55% 

75% 

-300 

Hi-Pntign 

Tlwmed Mace 

-800 

Knot ol Rust 

Scathe Mote 


65% 

85% 

-400 

Hi-Ponon 

Ally: status = Lure 

-80O 

Knol o! Rust 

Elixir 

60 

65% 

65% 

-400 

Hi-Poftpn 

Ally status = Berserk 

-800 

Kntrt ol Rust 

Scathe Mote 

SI 

45% 

60% 

-200 

Hi-Paliqn 

Ad-imam Hat 

-700 

Knol of Rust 

Hastega Mate 

62 

65% 

50% 

-350 

HiPalhtn 

Alty status = ReRbc! 

-700 

Knot of Rusl 

Sonne Male 

63 

65% 

56% , 

-340 

Hi-Patlqn 

Ally; status, = Stop 

-700 

Knot or Rust 

Elom 

64 

6S% 

70% 

■200 

Hi-Pntlon 

Relledp Mote 

-700 

Knot of Rusl 

Hftlega Mote 

65 

65% 

70% 

-200 

Hi-Potlafi 

Vanishga Mote 

-7M 

Knot of Rusl 

Same Mote 

ffi 

50% 

80 % 

■180 

Hi-Potion 

HeCurve Crossbow 

-700 

Knot al Rusf 

EM 

67 

65% 

45% 

-400 

Hi-Piotton | Warp Male 

-700 

Kntrt al Rust 

Hasten Moib 


Find the Hunters' Camp 

At this stage of the game, the party crosses over into Archadia. From 
the Save Crystal in Kaukula Pass, walk south into The Reset* Strand 
and then fight vour way southeast along the beach. These enemies are 
quite tough, so come prepared* If you doiVt have well-equipped party 
members leveled up to at least 27 or 28,you may have a very difficult 
time against the Bagoly, Pyrolisk, and Silver Lobo foes* 

Continue southeast through the Pom-Pora Sands* (Stay dose to the 
Idr wall to find a secret path, which you cant use yet* A hunter wont 
allow access.) Now head east across Cape Uahuk to the Hunters’ 
Camp. 



After the event, explore the 
camp a bit. Buy a Phon Coast 
map from the mooglc near 
the north exit; check out the 
Vendor of Goods; upgrade 
equipment and licenses; and 
then save your game at the Save 
Crystal. 



The hunters'camp is an oasis in 
a hostile land . Use it as a base 
for hunts and leveling up in the 
surrounding monster-filled areas 


Walkthrough 
























































































































































The Hunt Club 

If you try talking to the "Shady bangaas' 1 in front 
ot the hut directly across the sand from the Vendor 
of Goods, you will hear some pretty evasive and threatening 
responses. These hunters 
are members ot something 
called the Hunt Club, and 
this Location is where you 
can start the Hunt Club side 
quest. 





You can’t begin the Hunt Club until after you complete the 
Mandragoras boss fight in Sochen. then return and speak to 
the Hunt Master (the bangaa at the hut's door). Note the Notice 
Board with its posted bills is not inside a tavern here, hut 
instead it is located outside not far from the Save Crystal. 



If you don t have a tew Level 30 characters yet, now would be a 
good time to explore and do some leveling up. Try heading west 
into Cape Tialan and then up to the Mauleia Strand, or east to the 
Vaddu Strand, looking for treasure and conquests. 



There are four treasure chests 
connected to a chest found later 
(In Ihe Necrohoi of Nsbudis) that 
holds the most powerful weapon in 
the game, the Zodiac Spear. If you 
open any of those first four chests, 
the Zodiac Spear disappears from 
its chest in Nabudis! 


The fourth treasure chest is included amongst the huge stash ot 
16 chests at the eastern end of the Vaddu Strand in the Phon Coast 
region. It you want the Zodiac Spear later, do not open these 16 
treasure chests, if, however, you've already opened one of the 
previous three connected chests, you might as well crack open 
these 16 and reap the giL 



SECRET CHOCOBO TRAILS 


look for "Wayward Chocobes” and catch a ride in exchange ter 
some Gysahl Greens. Also, watch for grassy ravines that disappear 
into the hills. These may be secret chocobo trails that are only 
accessible when riding a chocobo, 


These trails usually provide convenient shortcuts between areas. One 
ol them connects the northern Pora-Pora Sands with the Calma Hills. 


Head Norlh lo Tchita Uplands 

Watch out for a lumbering Archacosaur in the Calm a Hills, 

Hack and slash up to the northeast exit into the Llmatra Hills, 
Remember to use your ranged weapons when Pyrolisks flap 
overhead. When you finally reach Ravas Pass, use the Save Crystal 
to heal up and save your game. 



Talk to the viera wayfarer near the crystal in Hava s Pass to get a 
directional update. 


Watch out for the innocent-looking Mandr agora foursome on the 
high pass in Cape Tialan.They rc neutral, so they wont do much 
unless you try to attack or steal from them. If you do T then all four 
of them will descend on your party with a fury. This would be a 
good time for a Quickening chain. 


Keep stockpiling loot until you can sell enough to get at least three 
of your characters equipped with the best armor and weapons 
available from the Vendor of Goods back in Hunters'C amp. When 
you’re ready to move deeper into Archadia, take the northernmost 
exit from the Hunters’Camp into the next area, the Caima Hills. 
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Tchila Uplands 


To Sochen Cave Palace 


With the main routes into the Imperial cily carefully 
walched, the best way into town is to go through the Tchila 
Uplands and use a vast underground cavern complex called 
the Sochen Gave Palace. 
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Cross the Tchita Uplands. 

2 

Find the Archadian wayfarers whn offer a hunt 
and the Soul Ward Key. 

L© 

Enter the Sochen Cave Palace. 
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Obtain a Soul Ward Key 


Coeurls and Serpents roam the high plains and meadows of the 
Tehita Uplands* Fight your way east across the Realm of the Elder 
Dream to the eastern exit. This 
takes the party into an area 
called the Sky trail. Cross either 
bridge into the southern halt ot 
the area, then find the exit near 
the east end. 


In the Chosen Path, look tor a 
Save Crystal and an “Archadian 
wayfarer” next to a bangaa 
hunter prone on the ground. The wayfarer wants to hire you to deal 
with a terrible menace in a place called the Sochen Cave Palace. He 
hands over a bill for the hunt, but note that since its not an official 
bill, it wont be listed in the Clan Primer. (NOTE: Yeti can a/so gel 
this petition from the wayfarer'sfather in the "Nameless Spring* area.) 



The Coeurf is a very common 
foe in the Tehita Uplands* 


Go inside to enter the Sochen Cave Palace and trigger a quick 
event During the event, Balthier explains to the part}' that this is 
the “sneaky way” into Arc hades. 



Continue the trek across the Uplands, but this time with a specific 
destination in mind. From the Chosen Path, go east across the 
Highlands, sticking 
close to the cliff on 
the left side. Take the 
north exit up into the 
Fields of Eternity. So 
tfiis is the place the 
wayfarer mentioned! 

Proceed to the 
northwest part of the 
area to find a large 

This cave in the Fields of Eternity leads 
cave entrance. ( _ ( _ 

down into the Sochen Cave Palace. 


Select “Yes” to accept the hunt assignment. The wayfarer directs 
the party to the cave's entrance in the Fields of Eternity to the 

northeast. He then 
hands over the Soul 
Ward Key, which 
unlocks a door 
within the entry 
cavern. Note that the 
wayfarers location 
is now marked by a 
flashing icon on the 
Area Map. 






The Archadian wayfarer gives you a bill fora hunt in the Sochen 
Cave Palace to the northeast of the Tehita Uplands. 
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Use the Saul Ward Key to enter the bass 
chamber. 
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OPTIONAL! Return to the wayfarers in the 
Tchita Uplands for a reward. 


Defeat the Crystalbug 
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Reach the Palace Gale 


The cave antechamber, called Doubt Abandoned, isn’t actually part 
of the palace. Fight past the Zombie Warriors and floating Imps 
while descending the slope. Upon reaching the Gate of the Soul 
Ward at the north end of the cavern, use the Soul Ward Key to 
open it. (This is the key you received from the Arch ad i an wayfarer 
back at the Save Crystal.) Now prepare tor a wild boss tight! 


ENTER SOCHEN WITH FULL MP 


H is important to enter the tight with the live Mandragora bosses 
with full Mist Charges on all of your Quicfoenmg-equippert 
characters so you can chain as many Quickening attacks as 
possible. The best way to do this is to start at the Tchita Crystal 
in the Chosen Path. Turn off gambits in route, then enter the 
Highlands and hold down the R2 button to flee. Sprint along the left 
wall to the exit into the Fields ol Eternity. 

Hold down the m button again and sprint to the cave opening, 
then llee again through the Doubt Abandoned area. When you 
reach the Sate of the Soul Ward, use Potions to heal any damage 
you suffered along the way. Now enter the fight with your party's 
Mist Charges at 100 percent across the board, ready to sling 
Quickenmgs at the bosses. Important: Remember to turn your 
gambits back on for the three characters who made the run here! 


Imps and Zombie Knights patrol the dank cavern entrance to the 
Sochen Cave Palace . 













Use the Sochen Cave Palace to Sneak into Archades 
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When the fight begins, the little bosses scatter in all directions. They have Haste cast 
on themselves, making them very speedy and difficult to target and counter. II you 
have active characters without Quickening spells available, use them to cast Dispel on 
the five foes. Otherwise, hold the R2 button and run around until the Mandragoras re* 
gather and start chasing the party. 

The bosses will form a tight line as they give chase, so this is the moment to trigger 
a Quickening, targeting the centermosl member of the enemy party. As always, try 
to string together a good Mist chain so you trigger the follow-up area attack that can 
damage the entire enemy party. 
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Here’s what you re looking for—all five Mandragoras 
in a row giving chase. This is the best time to nail them 
with a tong Quickening chain if possible, triggering an 
area attack in the process. 


As the fight continues, 
the Mandragoras follow a 
pattern. They all attack at 
once, then when they take 
damage, they all scatter 
in multiple directions to 
regenerate and heal. If 
your Quickenings didn’t 
wipe them out, cast 
Dispel on any survivors 
and wipe them out one 
by one. You may need to 
chase the targets a bit, 
especially when they run 
off to heal. When this 
occurs, stay close to them 
until you can hit them with 
a series of physical hits. 

Overall, the key is to 
avoid fighting all five 
Mandragoras at once. 
Their combined attacks 
can decimate your party 
quickly. 





























Remember, the Mandragora bosses were a mark tor a hunt you 
agreed to do. Return to the Anchadian Wayfarer in the Chosen 
Path of the Tbhita Uplands to receive a reward: 1000 gil and three 
Remedies! Heal and save at the crystal, then return to the Hall of 
Lambent Darkness (where you fought the Mandragora bosses) in 
the Soehcn Cave Palace* 


Deteal the Crysfalbug 
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Exit the Hal l of Lambent Darkness via either side door (east or west) into the Acolyte’s 
Burden area. Follow the corridors north to the Save Crystal... except, it isn't a Save Crystal! 
Yes, another sneaky Crystal bug starts slinging Water attacks at the party. If you came here 
directly from the boss battle, your party- may be depleted, so fight carefully. You may want to 
return to the hall and run around to rebuild MP levels before you battle the bug* 

Actually, you can skip the Crystalbug fight if you want and proceed directly east into the 
main parr of the palace. However, this is the last Save Crystal you'll sec for a long time, so it s 
best that you hammer the bug into submission. 



Sochen Cave Palate (Main) 


Hit this annoying Crystalbug disguised as a 
Save Crystal. 


Action Checklist 


Navigate through the palace. 

Q 

OPTIONAL! Solve the watertall puzzle to reach 
the item in a secret room. 

© 

Deteat Ahriman. 

<3 

Exit the caves into Old Archades. 
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To Temptation Eluded 


The enemies here are the same as 
Sochen Cave Palace {Entry) plus 
the following: 
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From the Save Crystal (formerly the Crystalbug) in the Acolytes Burden area, take the cast door to 
enter the main palace. All sorts of demons prowl the cave corridors, so he ready for combat. In the 
Mirror of the Soul, go north through the ancient door to the path split. Watch out for a swarm of 
Imps and a Pit Rend. Next, 
turn east and stay close to the 
easternmost (right) wall as you 
move toward an alcove with a 
Map Urn that is guarded by 
three Gorgimeras. The map will 
be very helpful in the next areas. 

Continue to hug the right side 
wall while moving north across 
the zone line into the next area, 

Falls of Time* 
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Imps and Pit Fiends abound in 
the palace , 


Find the Map Urn right away, 
especially if you want to solve 
the waterfall puzzle. 
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Use the Sochen Cave Palace to Sneak into Archades 
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Third move. 


Fourth move. 


OPTIONAL! Solve the Waterfall Puzzle 

If you examine the Area Map, you will sec a small room in the 
center of the palace between the southern Mirror of the Soul and 
the northern Falls of Time. This room holds a treasure chest with 
an item inside. However, a waterfall blocks the entrance from the 
north. In fact, numerous waterfalls block passages between tire 
areas. When you move from the Falls of Time area to the Mirror 
of the Soul area, you 
trigger magiek that 
actually moves the 
waterfall locations! 

(Tie game states: 

“The course of the 
waterfalls seems 
to have changed.*) 

If you follow the 
correct route back 
and forth between 
the two areas, you can 
create a path to the 
secret room. 

The best way to describe the route is visually with maps, so move 
from room to room in the order shown here. 



Several waterfalls block passages between 
areas of the Sochen Cave Palace, but you 
can manipulate their locations by simply 
moving from room to room. 




When you return south from the Falls of Time to the Mirror of the 
Soul the last time, you receive a message that a door has opened in 
the distance. Go across the bridge directly ahead and venture south 
into the cave. This path leads to the Pilgrim's Door. The inscription 
on it provides directions for the moves you just completed. After 
reading it, enter the room and get the treasure. 


Head North lo Ahriman 

Now head north through the Falls of Time and up the middle of 
Destiny s March. At the far northern edge of the palace is the Hall 
of Shadowlight, where a boss battle looms. 



P RUN HROUND FOR MP 
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Remember (hat you build MP by moving around. If you have 
characters with Mist Charges that aren't lull, simply run in a circle 
around the northern room until their MP tills up. 


ft 


Consider a Save 

There is no Save Crystal near the Hall of 
Shadowlight where you fight Ahriman. Since 
you have accomplished quite a bit in the palace, 
especially if you solved the waterfall puzzle, you 
may want to return south to the Acolyte's Burden 
Save Crystal to save your game. 



The Western Menace 


You can see the Hail of the Wroth God on your Area 
Map at this point. This is the home of a mighty (and 
optional) boss called the Hell Wyrm. You can't gel there jusl 
yet, however. You must first complete some tasks amongst the 
Cerohi Steppe windmills, including the hunt for VyraaL After 
that, you must solve a directional puzzte here in the Sochen Cave 
Palace (similar to the waterfall puzzle) to unlock the path to Ihe 
Hall of the Wroth God. For all the details, check out the “Side 
Quests" chapter and look (or the section on the Hell Wyrm. 
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SIDE QUEST 






















































There are a couple of keys to achieve victory over this boss. First, make sure you heal status ailments immediately. Good status- 
removing gambits automate this process, but keep an eye on your characters' MP levels. If MP drops to zero, your status-healing 
spells like Vox and Blindna are worthless. (Jse the Charge technick, or start using the corresponding items in your inventory such as 
Echo Herbs and Eye Drops. In any case, you need Remedies available with the License upgrades that allow them to cure Doom as 
well as other status ailments. 


Second, keep moving and swinging away, even when Ahriman's “shadows" (the replicas it spawns) have the party confused. The 
replicas are weak, so they will drop after one or two good hits. You can also utilize Cura or Bio against the shadows, as these spells 
will destroy ail of Ihe shadows within range with one spell. 


Keep everybody's HP above SO percent, it possible. Ice Shields make good equipment, since Ahriman likes to cast Blizzara at your party. 
When Ahriman's HP bar hite the 20% mark, watch out for a powerful Maser Eye attack that deals heavy damage. If you have Raise or 
Phoenix Down gambits set in each ally’s number 1 gambit slot (and you should), the party can pull through this brutal area attack. 


SWIVEL THHT COMERS 

One of Ahriman’s tricks is fo disappear and then reappear 
across the room or sometimes right on top of one of your 
characters. Keep circling the camera view to spot the 
boss so you can run your party leader into striking range 
[if he’s a melee fighter) or out of striking range (if he's a 
magick caster and healer). 


at 
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Ahriman tikes to use Blizzara spelts. An Ice Shield will cut down on the 
damage sustained. Don 't panic when you see multiple Ahrimans in your 
target box; the shadows are weak , 


Quickenings will hurt Ahriman, but probably not enough are Z*T 

to risk expending all of your MP on them. Consider 

holding back on Quickenings until Ahriman’s HP bar drops below half. Try keeping a reserve party with Mist Charges ready if 
possible, and swap them in for a Quickening chain when Ahriman’s HP drops below one-quarter. After the battle, pick up the 
treasures around the perimeter of the room and exit via the east door into the Temptation Eluded area. 
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The ghostly Ahriman is another one of those maddening foes who keeps the party tied 
up with status ailments. This boss will toss Doom, Confuse, Blind, and Sleep at the party 
in combination on occasion. Ahriman also conjures up replicas ot itselt. At times, you'll find 
three or four “Ahrimans" in your target selection box. 
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There is still no Save Crystal in sight vet, so stay alert! Watch out for 
lots of explosive traps at intervals in the passage ahead. (If you took 
off your Bangle for the boss fight, equip it now to locate the traps 
or use Libra j Fight through 
the Strikers ansi Imps guarding 
the long passage that slopes 
up into a large room, then exit 
north into the Chamber of the 
Chosen. 



Find the lift and ride it out of the Sochen Cave Palace once and for ail 


Climb the spiral rock ramp to the elevator platform. Activate 
the Disused Pedestal to ride the lift platform up to the Skvbent 
Chamber, then use the Save Crystal. Open the stone door and exit 
into Old Archades, the slum on the outskirts of the imperial city; 
where the party can finally breathe some fresh air. Well, sort of... 





Palace Side Quests 


You can return later for the ' Shelled Obstruction'' 
hunt for Oarksteel and "The Things We Do../' fount 
for Overlord: See the "Side Quests” chapter for all the details. 




































Old Archades 


ALLEY OF LOW WHISPERS 


Tlie Imperial City is oil-limits to the lowly denizens of 
Old Archades, Figure out a way to slip past ihe Imperial 
soldiers guarding itie entrance to the city. 


Stranded IVIercLiant 


Ex-Broker 


Fresh Ardent 


Lucky Man 


To Sochen Cave Palace 
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Old Archades 




Talk to the Lucky Man near the bridge. 


Talk to the Imperial guard 


© Talk to Beasley. 


ALLEY OF MUTED SIGHS 


To the imperial City 
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Gel Past the Cily Guards 


Check out the Stranded Merchant just around the corner. 

He doesn't have much to sell, but one item is a doozv: the 
Embroidered Tippet, which doubles the amount of EXP you 
earn by defeating foes. If you have a lot of gif buy two or three 
and equip them on your lowest-level active party members. This 
provides an easy wav to balance an unbalanced party. 


Talk to the soldier on the left, who asks for credentials. Regardless 
of your answer, after you make your way back to the south a little 
ways, an event follows in which Jules appears and talks to your 
party. It turns out he knows Balthier s who calls Jules a “streetcar”—a 
peddler of information. When Jules asks for 1500 gif go ahead and 
pay up. You can’t get into the city without his help. 


Now follow the narrow, grimy streets and talk to everybody Pay 
attention to the tidbits of information you learn from each NPC; 


trading info is like gold in the streets. (Several characters fell you 


as much!) 


— 


to 



lYello WinWord 


For example, an Ex-Broker up in the northeast corner of the Alley 
of Low Whispers is remorseful tor all of the former clients he 
bilked. Not far away a Fresh Ardent bemoans being bilked by a 
broker A connection, perhaps? Also, talk to the “Lucky Man,” the 
one who confides in you how be found a ''bag o'money” in a barrel. 
This information will be very valuable shortly 




Talk to everyone in the streets to pick up juicy bits of info. 



Continue to head east, then cross the bridge to the Alley of 
Muted Sighs, A fellow named Jules sits on a crate and speaks of 
the “market” for 
i n ton na t ion, offer] ng 
to pay for good tips. 

Move on to find 
the Save Crystal in 
the southwest alley 
then continue up the 
stairs to the Imperial 
guards blocking the 

path, ^ , 

These guards won’t let anyone past without 

the proper credentials. 



He asks for any street tips you may have picked up. Vaan tells him 
about into he's learned. If you talked to the Lucky Man to learn 
about the bag o 
money he took from 
a barrel, Jules sends 
the party to report 
this to Beasley the 
man who lost the 
money. Beasley sits 
on the ground hack 
near the bridge. 

Talk to Beasley and 
return to Jules to 
trigger another event. 

Beasley has started a fight with the Lucky Man! This brings the 
Imperial guards jogging past to stop the fracas. Now that the coast 
is dear, Vaan runs upstairs. 



After you telf Beasley who took his money, 
his rage tuggers a distraction for the guards 




The party 

automatically enters 
the Imperial Cirv of 
A re hades. Watch the 
brief event in which 
the party arrives in 
the busy streets of 
the capital. At this 
point, a new objective 
appears on rite 
Location Map, 
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ActionlGhecklist 


Shop to upgrade your equipment, gambits 
magicks, and technicks. 


* 


Imperral City 
at Arc hades 


Talk to the Cab Guide 


Earn nine chops by passing information 
between citizens. 


q) Take the taxi to Tsenoble 


It's not easy to get inside an Imperial weapons fab. Trade 
information to earn the "chaps 11 you need to reach Draklor 
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Shop for Upgrades 

Yes, it’s time tor more fun consumer frenzy. Before you start throwing 
your gil around the posh Imperial city stores, however, know that you 
should keep 2500 gtl for a payment to Jules later. If you don't have the 
gil tor Jules, then you cant move on to Draklor Laboratory Instead, 
you’re forced to go back down to the Sochen Cave Palace to hunt 
until you get another 2500 gil worth of loot to sell. 


Save 2500 gil for Jules 

Shop to your heart's content, but if you don't keep 
2500 gil for Jules, you won’t get the info you need 
about chops. 


Fust, proceed due west from Tram into Molberrv, (On the way 
Balthier takes his leave to attend to some business, promising to 
meet up again later.) Go all the way to Bulward's Tech nicks in the 
northwest end of the district. Find the Cartographers'Guild moogle 
upstairs on the second Boor and buy a map of Archades. (You can 
also buy a map of the Tchita Uplands, if you have the extra gil) 


The Cab Guide states that you’ll need at least nine “chops’ 1 to ride 
this cab—either that, or a million gil. Fortunately Jules intervenes 
again and says that Balthier is waiting for everyone in Central Jules 
then demands 2500 gil for the info you need regarding chops. 

Select “Pay up. "Jules explains that a chop is a mark of status, and 
it can he used as a writ of transit. You'll need 9 chops to get to 
Central.The way to earn them, he says, is to talk to people and pass 
on information. 

Play the Archadian Match Game! 

Now start talking to people. Each of the four districts in Archades 
offers opportunities to earn chops. The tactic is to talk to a citizen 
with a phrase highlighted in yellow in their dialogue text. You can 
choose to “Commit this tale to memory 11 or “Do nothing.'Tf you 
commit it to memory, the highlighted phrase of dialogue appears in 
the upper-left corner of the screen. 




After “memorizing" a phrase, your task is to find the citizen (who 
is always in the same district) with a matching story. If you find the 
correct match, you 
earn one chop. If you 
talk to someone with 
an unrelated phrase 
also highlighted 
in yellow, you can 
choose to memorize 
that phrase instead 
and start looking for 


the corresponding 
person. You can 
only have one phrase 
“memorized" at a 
time. 


The memorized phrase is listed at the 
upper-left corner of the screen, if you find 
the matching person, you can elect to relate 
the tale and earn a chop, 


Buy a map of Archades on the second floor of Bulward's Technicks in 
the Molberry district. 

Now it's time to check out the other establishments in the city Save 
the combined Weapons/Armor shop (called Vim’s Armaments) in 
Nilbasse for last, then walk over to the taxi stand directly across the 
street and talk to the Cab Guide. 


Each of the four Archadian districts has several pairs of people you 
can match up to earn one chop. The breakdown is as follows: 


}?// Molberry: 9 chops 
Rienna: 7 chops 


^ Nilbasse: 6 chops 
}W Trant: 6 chops 


Remember that you only need nine chops to buy the ride to the 
Central area, called Tse noble. So if you just match up all the pairs 
available in Molberry alone, you 1 U have enough for the taxi. 





The Cab Guide says a taxi ride is a million gif! it s either that, or nine 
chops . For just 2500 gif (a bargain), Jules explains how to get chops 
in Archades . 














— 

THE) 


B/ioiberryj Matches 




This section lists the nine Molberry dialogue matches ; listing the 
topic and the two citizens who match . IMPORTANT! The first citizen 
listed ts the one you must talk to first, because he or she is the 
person who provides the topic to ‘memorize/ 





1. The Anniversary" (Poor Husband and Poor Wife) 

2. "The Traveler" (Avid Traveler and Traveling Gentleman) 

3. “The Mummer" (Reminiscing Lady and Family-Minded Girl) 

4. “To Be a Judge" (Would-Be Judge and Judge’s Wife) 

5. “A Knack for Magick" (Talented Woman and Akademician) 

6. "A Trinket from Giza" (Daughter-io-Law and Man from Giza) 

7. “The Eight & Twenty Chops" (Ardent Woman and Ardent Man) 

8* “The Master of Disguises’’ (Look-Alike and Look-Alike.,, 
yes, they’re both the same) 

9. “The Tutor" (Proud Mother and Tutor) 


Again, there arc other matches in other districts, a grand total of 
28 in all. Each successful match earns you a Pinewood Chop. Tie 
game will indicate when you have the requisite nine. When this 
occurs, go to the Cab Guide back in Nilbasse and select “Take me 
to Tse noble” to trigger an event. 


When the scene ends, the party appears at the taxi platform. Talk 
to the Cab Guide and select “You know where to go.” Confirm vour 
selection by choosing “Let’s go," and you’re off to Draklor. 


* - 1 


Have You Got the Chops? 

ft you colled enough Pinewood Chops to trade 
for a Sandalwood Chop, you can access the elite 
portions of ihe city: Grand Arcade and Highgarden Terrace, To 
gel enough chops for the trade, you need to match up all of Ihe 
pairs of citizens in all four districts (Tranl. Molberry, Nilbasse, 
and Rienna), for a total of 28 matches. 


Gaining access to this area is a key part of the "Hunt Club" 
side guest and the Cockatrice Hunt, You will eventually return 
here to speak to Otto for part of the hidden medallion quest. 


Balthier meets the party in TsenobJc, Save your game at the 
nearby Save Crystal, then go northeast to the other end of 
Tsenoble to trigger an event. The Imperials are thinning 
out, but they are still 
present. 


Go back south to 
trigger another 
eve n t. J tries says th at 
a squad of Judges 
is at Draklor, but 
his connections 
are cold as to the 
actual research being 
conducted. He’s arranged a cab ride, though. 
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Use me elevators and bulkhead controls to 
access the 70" 1 floor. 


Draklor Laboratory 
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Defeat Dr. Cid 


36-38 4308-4788 1281-1831 1 


Mastiff 


The urgency Is growing. Your goat is to hod and confront 
Dr. Cid before he carries his nelhicile experiments loo far. 
The word is, he K s somewhere on Draklor's top Itoor. 


36-38 4464-5104 1591-1939 , 1 


Draklor Laboratory 
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Gel to Ihe Top Floor 

HfrjffGni 

When tlie party arrives on the 66th Floor, head west and work your 
way north through the corridors (past some dead and wounded 
Imperial soldiers) to the northernmost lift. Use the control panel, 
called the “North Lift Terminal/Lind select 67F as your destination. 




Use the North Lift Terminal to take the iift up to 67F 


Rio or, 


Head east and then north to the door labeled ri C,D,B« w (for 
“Cidolfus Dc men Bunansa,"Dr. Cids full name). Enter to trigger 
a short event showing Balthier examining notes in Dr. Cid's 
ransacked office. You automatically receive a I ,ab Access Card and 
a Draklor map. When the scene ends, the party appears back in the 
hallway. Note that the game’s Mini-Map is going haywire, but the 
Area Map is in good shape* 




Go through the first door on the right, marked “Rm 6704 East,” 
to find a Save Crystal. Use it and talk to the Senior Researcher. I le 
explains that the complex features red and blue bulkheads. When 
red doors are open, blue doors are closed and vice versa* 


Exit 6704 East and go next door to 6703 East. Use the Bulkhead 
Controls in the corner of this room to open the blue bulkheads. 
("The panel changes from blue to red.) Exit the room and follow the 
corridor back to the lift, but watch out for an attack by Imperial 
troops! Fight through the Swordsmen and HopUte and get to the 
lilt. Note that Imperials will keep arriving via the lift until you 
actually board it. Take the elevator up to floor 68. 



CAMPING FIT THE ELEVATOA ' 

The elevator lobby can be a good place to camp and fight lots 
of soldiers who arrive via the lift, thus building up a nice Battle 
Chain. You can always run down to Room 6704 and heal at Ihe 
Save Crystal whenever your party gels ragged, but remember (hat 
I louching the crystal will break Hie chain. All Imperial soldier typos 
add (o the chain: Swordsman, Hopfife. and Pilot. So aware that a 
Mastiff wifi break the chain, however. 

^ - 4 


HtemSD 

The party arrives in the north lift lobby. Your goal on floor 68 is 
to reach the south lift on this floor and this goal requires the use 
of a few bulkhead switches. First, go east and enter 6803 East and 
switch the bulkhead controls from red to blue, thus opening the 
red bulkheads. Exit the room, go north, and take the next two 
lefts around to Room 6804 West. Enter the room and switch the 
bulkhead controls back to red, thus opening the blue bulkheaifc. 

Now exit and go all the way to the room in the southwest corner 
of Floor 68, Room 6811 West* Switch the bulkhead controls there 
from red to blue, opening the red bulkheads again. Now exit the 
room, go left, and take the first left, heading north up the corridor. 
Tike the first right to find the elevator lobby. Take the lift up to 
Floor 70. 



The Imperial presence grows thicker as you move higher up the lab 
building. 


In 6703 East, turn the bulkhead controls from blue to red. 

























OBJ EOT IV 


Find Dr. Cid’s Lab 



Find Dr. Cid 


Finally, a Save Crystal! Before you proceed into 
Dr. Cid s den, head cast and around the corner to 
Room 7002 East, where a nice item rests inside a 
treasure coffer. Now return and head north up the 
stairs toward the Energy Transitarium to trigger 
the sudden appearance of a foe—or is he a foe? 



Who is this guy? Once he knows 
you're not one of Cid's lackeys, 
he backs off and rushes toward 
the Energy Transitsrium. 






HelmiRook 
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Knot ol Rust, Potion. Hi-Potion 


Dr. Cid has four floating mechanical Rooks protecting him. These are perhaps the toughest 
boss minions you've faced so far. It's very difficult to inflict damage to Cid when the Rooks 
are active, so ignore the doctor and focus your full fury on his minions. You can also target one 
central Rook (not Dr. Cid!) with a Quickening chain and hope that the fallow-up area attack seriously 

weakens the other three. In any case, you must take out the Rooks before you can have a chance against Dr. Cid. The Rooks will cast Protect 
Regen and Reflect on Cid, so don't use any Black magick. 


Dr. Cid's rooks should get your full focus until they are eliminated. 

Once ihe last Rook falls, you’ll be in much better shape, even it your 
party looks depleted. Dr. Cid is powerful but quite slow, so you have 

time to sling Cure spells, use Potions, Charge up your NIP, or use whatever gambit routine has been successful Ihus far. Try to get the entire party 
up above 1000 HP as soon as possible, because Cid unleashes a powerful attack that knacks a lot of health out of everyone's HP bar. 


MRKE HRSTE 

. .. - 

If you have the Haste spell In your arsenal, by ell means use It! 
Have ana parly member cast Haste on himself/herself and Ihen cast 
It on the other two allies. Or. you can use a Hastega Mote la speed 
up the entire party with one toss. The lasteryou hit the Rooks, the 
better shape you'll be In. 


You don’t actually have to knock Dr. Cid down to zero HP to win this fight. When his health drops low enough, a new ally jumps into the fray and 
finishes off this particular battle. 


Walkthrough 



























































Meanwhile, in the Border-Skies, the rebel fleer under rhe command 
of Marquis On do re is mustering its strength. From the bridge of 
the flagship Garland, Ondorc and his crew discuss the unfolding 
events. War seems all but inevitable. 


After the fight, you see a brief glimpse of what’s behind Dr. Cid s 
maniacal drive for mastery of nethidte. He flies ofl'to Giruvcgan, 
and the man you met on the stairs who jumped into the fight makes 
his introduction. He’s Reddas, a sky pirate based at the Port of 
Balfonheim. 





























To the Cerobi Steppe 


- 


Shop 


restock, and upgrade m Ballonheim Port 


Teleport to Eruyt Village and head for the Feywood 


Balfonheim Pori 


Solve the Feywood shrine puzzle to reveal the gale 


Summon help to open the gate to Girovegan 


Dr. Cid has the stone—the deflated nmhiclte—and It must 
he destroyed! Track him through the misty, mysterious 
Feywood to the ancient city of Giruvegan. 


mm 
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SACCIO LANE 
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CHIVANY BREAKWATER 


! TREASUHE TA9LE 

Nd. Am 


w,''Diamond At mIeI Equip 





Walkthrough 








































































flE 


Prep for Giruvegan 


As rile scene opens in this port city in southeastern Archades, 
the party' gathers at the Redd as Manse, home and sanctuary of 
the pirate leader Listen carefully as Ashe, Redd as, and the others 
discuss the tricky political situation and the threat they all face. 
More directly, they wonder about Cid’s destination: Giruvegan. 

Red das knows ot a '"Mist-storm that surges and seethes" in a corner 
of the Feywood. Ibis is your party's next destination. 



Use the teleport crystal in the 
northeast to reach Golmore 
Jungle quickly 



Explore the port city and 
upgrade anything that you can 
afford. When you’ve finished 
shopping, head to the northeast 
district, Sea Breeze Lane, First, 
make sure you find the treasure 
full of 50(H)“plus gil in the 
trees next to Dyce, the traveling 
merchant. After doing so, use the 
orange Save Crystal to teleport 
to Golmore Jungle. 


After the event, the party' appears outside in the port city', speaking 
with Rikken, Raz, and Elza, three of Reddas s followers. Rikken 
speaks of the Feywood, south of the Golmore Jungle. He mentions 
a gate to the holy land of Giruvegan and a “hidden trial” that must 
he passed. 



A Good Side Quest 
Juncture 

Several side Quests open up at litis point in the game, 
including the "Hunt Loop 11 , “The Great Cockatrice Escape”, 
"Fishing in Nehra River", the "Ballonfieim Foot Race”, and 
"Dragon Researcher”. Due to the impending difficulty spike 
in this area, it is important to utilize this lull in the story 
progression to perform some of these side guests. 

It’s also important to note that Dyce. the merchant on the 
Choeobo in Sea Breeze Lane, sells Teleport Stones, These 
stones make taking a break for side quests, exploration, and 
free-roaming easier than it's ever been. 


Rikken and Elza are the; oh, ' men ” Reddas re fers to as your contacts 
regarding the Feywood and the ancient city 



Golmore Jungle 


You probably haven’t accrued much loot since the last time you 
shopped, so you may want to wander into the Cerohi Steppe to the 
north and spend some lime leveling up and acquiring loot, as the 
battles ahead will be tough. 


Action] Checklist 


■Q I Cross the jungle heading smith into the Feywood. 


THE NEEDLEBRAKE 


To Paths ot 


THE PARTING GLADE 


Chained Light ^uyt Village 


The enemies here are the same as 
your earlier trip through Golmore, 
plus the following: 


Hellhound 


37-39 331^79^59^77^^1 

©znmJ] 


To Paths of 
Chained Light 

To Paths of 
Chained Light 




To the Feywood 













































OBJECTIV 


nve Track Cid to the Ancient City of Giruvegan 


Cross Golmore to the Feywood 


horn the crystal in Die Parting Glade, head west through 
Whisperleat Way in to The Needle brake, then wind your way south 
into Die Rustling Chapel Most of the old enemies in this area 
should drop with one or two hits, it you've been leveling up your 
characters. When you reach the southern part of the jungle, though, 
the foes get tougher. In particular, there are some nasty, level 37 
Hellhounds roaming the mossy paths. Exit The Rustling Chapel to 



The jungie isn 't quite as 
forbidding as the first time 
you passed through. Even the 
dreaded Diresaur isn't much 
competition for your huffed-up 
party now. 



the south to enter the Feywood 


To Golmore Jungle 


To the Paramina Rift 


I 0 Crass the northern half of Ihe Feywood 


Defeat Rafflesia 


To Henne Mines 


(MEeti 


42-13 11310-11550 294 5-3183 ? 


To Redolenl Glade 


The- first tiling the party runs into is a swarm of Deadly 
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WALK OF FLITTING RIFTS 


Deadly. 
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Nightshades. Although they may look cute, dont underestimate 


their lethality, especially in large packs. 
Creatures in the Feywood tend to cast 
magick such as Haste, Protect, and 
Shell upon themselves. Make sure your 
Dispel spell is at the ready. 




You'll find hyena-like 
creatures tike this flaming 
Cerberus in the east, and 
massive Mirrorknights in 
the west 
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Proceed to the southeast and cross the zone line into the Walk of Stolen 
Truths. Now just follow the left clifl wall until you find an alcove with the 
Map Urn. Your immediate goal is the small area called Antiquity's End 
to the south, where you’ll find a Save Crystal- After saving, head lor the 
dense, swirling mist in the southern exit. It prevents you from advancing, 
hut then the spirit of Raster appears again and opens a way to the south. 
Follow him through. He leads the party right into the lair of RafEesia. 


Someone seems to be 
tending a band, opening a 
way through the dense mist 
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Sc ream root, X-Potion. Putrid Liquid 








This battle is a status effecls nightmare. Rafflesia slings every manner of ailment 


at the party, plus the MR Drain Field quickly drains your MP down to nothing. That’s 


right—every active character in your party soon loses the ability to cast any magick, 


including status removal magick! 


Thus, it helps if you have plenty of status removal items 
available. Before you take your first swing (or even before 
you enter the clearing), you should adjust all of your status- 
removal gambits so that they use items instead of spells. For 
example, replace Blindna with Eye Drops, Raise with Phoenix 
Down, and so on. 

Immediately direct a character with either multiple Mist Charges 
(or none if he has no Quickenings available) to cast Dispel on 
Rafflesia to remove its Haste, Shell, and Regen status enhancers 
The moment that Dispel hits the boss, launch a Quickening chain 
immediately before your Mist Charges deplete. 

When your party has no more magick, just hack away with good 
old-fashioned weapon attacks. When Rafflesia’s HP hits the 
halfway mark, it spawns a trio of Malboros. Turn your attention to 
them and wipe them out, then go back to Rafflesia. 

Another very effective tactic is to equip as many members of 
your parly as possible with Mirror Mail. Those allies (like everyone else in your party) will rely on Potions lor HP recovery anyway, 
so they don’t really lose out on curing magick. With Mirror Mail, the status ailment spells ricochet harmlessly away and you can 
hack away at the big stalk boy. Note that you can pick up dropped Mirror Mail from the Mirrorknights that prowl the Walk of Dancing 
Shadow area to the west if you build up a good Battle Chain against them. 





i; '1. 


Magick is useless in the heavy mist so hit Rafflesia hard with 
standard weapon attacks. When the big plant drops to half HR it calls 
for help from Malboros. 


BE READY FOR CONFUSE 


It helps to have several characters with gambits that remove the 
Contuse status ailment with Smelling Satis and remove Disease with 
Vaccine. Rafflesia likes to Ihrow those two ailments at the party. 


By the way, check out Rafflesia’s official classification in your Clan Primer Bestiary: “Aggressive Vegetable/’ After Rafflesia finally 
falls, go back north to use fhe Save Crystal and then move into the southern part of the Feywood. 





















objective Track Cid to the Ancient City of Giruvegan 


The Feywood (South) 


JSB52 


I-* 4 * ■ ^ y 


LV HP 

EXP LP 


]43-44 1 7465-7705 | 262S-27B6 | 1 


4 JflM 


LV HP EXP LP 


142-43! 5429-5749 2734-2908 1 


Behemoth 

-_i_4 __ A _ _ 

i LV HP EXP LP 


‘1-1-45 12199-12619 3834-3997 2 



a 


ActiofilCheckNstl 


Salve the “Shrine of Ihe Lost" puzzle. 


Summon help to open the Gate Gigas. 


To Antiquity’s End 
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To Giruvegan 
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Cross Ihe South Feywood 

From the Redolent Gkde, continue south into the next area, White 
Magicks Embrace* This is where a bunch of creepy Preying Man rises 
are stalking the countryside, along with Mirror knights and the snaky 
Basilisk, Fight through them to 
the south, looking for another 
i\ lap Urn with a “Feywood 
Candle*that reveals the rest 
of the Feywood map. Finally; 
exit south into the Ice Reid of 
Clcarsight* 

The Preying Mantis roams the 

icy waste in south Feywood 


Soli/e the “Shrine of Ihe Lost" Puzzle 

The map reveals star-shaped figures in the lee Field of CIcarsight* 
Head for any one of those shapes—it doesn’t matter which one you 
go to first, because the order of the puzzle is generated randomly* 

You find that each map star marks a platform structure called a 
Shrine of the Lost, At the first one you reach, fight off the beasts 
and step into the the center of the circular platform. If you see an 
elaborate pattern called a “Feywood Glyph" and an Action Icon 
pops up, press the £* button and select “Examine the pattern." If you 
don't get an Action Icon, exit the platform and go on to the next star 
shape on the map. Keep going until you get an Action Icon when 
you step into the center of the platform. 
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A message states that “Illusion betokens the true way.” If you lower 
the camera view and swivel it around, you will sec a green, lush 
forest scene th rough one of the exits from the platform. That's your 
“illusion, 1 ' my friend. Face your party leader in that direction and 
proceed on to whichever shrine is directly ahead of you* 

TIP: Before you go very tar, check your map to verify exactly which 
star shape (another Shrine of the Lost) you Ye pointing toward. 
REASON: En route you 11 probably run into more monsters to 
fight and thus get turned around, possibly losing your original 
bearing. (If that happens, you can always head back to the first 
shrine and recheck the glyph and the illusion.) 



After examining the floor glyph , follow the “illusion"of the forest scene 
from the shrine structure. 


Repeat the process on the floor of the next shrine: examine the 
Feywood Glyph on the floor and look for the illusory view of a 

beautiful green forest and head 
■ i - . . in direction until you reach 



Here's what the map looks like 
after you correctly complete 
your work in both the Ice Field 
of Clearsight and the Edge of 
Reason, Note that the game 
generates the shrine puzzle in a 
random order so your map may 
not look like this one. 


the third Shrine of the Lost 
directly ahead. Knock out the 
beasts protecting the shrine and 
repeat the process one more 
time, finding the illusion that 
leads to the next map area, the 
Edge of Reason. (NOTE: If 
you check the map, you will 
see three icons on the shrines 
where you examined floor 
glyphs). 




Ice Field Redux 


If you don’t visit the shrines in the correct sequence 
in the Ice Field of Clearsight, your exit to the 
southwest simply leads right back into the Icc 
Field, In essence, you end up re-entering from the 
northeast! 


After crossing the zone line into the new area,open your map and 
note that it, too, features star shapes that represent Shrines* Repeat 
the same process that you used in the previous section to find 
Feywood Glyphs and activate their “illusions” to determine which 
shrine you should visit next. In the Edge of Reason area you’ll visit 
four shrines before the last one's illusion guides the party to the 
monumental Gate Gigas, 

The gates very name should 
provide a vague clue as to the 
party's next move. Read the 
inscription to learn that Gimvegan 
Is just on the other side, and that 
“over die one gate the Gigas holds 
sway.” Got a Gigas? Actually, von 
do. When you defeated Bellas, you 
gained a Gigas. 

Summon Bellas. If you can’t yet, 
its because you haven’t spent 
the LP to purchase the Bellas 
license on your License Board; 
do so now, and then make 
sure whichever party member 
licenses Bdias has a Mist Charge 
available to use. Then summon 
Bdias and watch the show* 



The shrine puzzle leads the 
party to the Gate Gigas. 


Summon Bellas and touch the 
Gate Gigas to enter the holy city 
of Giruvegan. 


Vf 


Now watch the event as Balthier balks at going inside, preferring 
to Uc in wait for Ckl at Giruvegans entry* Jt^he^ vision beckons, 
however, and the choice seems clear. 


























Defeat Daedalus. 
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Use tfie correct switches to get through the 
gate seats in the water-steps. 


G try vegan 


Defeat Tyrant. 


Navigate through the Great Crystal 


Defeat Shemftazai 
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Action Checklist 


Dr Cid has the nethicite shard, and he has said that he s 
otl to Giruvegan. an ancient city that lies deep within the 
dense mist of the Jagd Difohr. Answers lie wiltiin the Greal 
Crystal, a nethicite motherlode at the heart of Gfruvegan. 
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STHAANA SCORPIO 
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Gel Past fhe City Guardian 

Head west from the Save Crystal 
to the Way Stone and touch it 
to teleport across to the Gate of 
Water. Guess what? You start 
right off with a boss fight— 
Daedalus. Proceed west down the 
walkway to start the battle. 


Touch the first Way Stone, if you dare . Giruvegan has a 
headless entry guardian. 
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The key here is who’s fasler, you or him? Haste magick is very important in this battle and Protect 
helps, too. Daedalus starts by casting Haste on himself, so immediately cast Dispel on him. In fact, 
it’s best if you set up your support characters with a gambit that automatically casts Dispel on any foe 
with Haste or Protect. This goes a long way toward making this fight easier. 


Overall, the basic tactic here is to send in one mauler equipped with good armor to 
hammer away at Daedalus using physical attacks while your other two allies focus on 
healing and support. Again, since Daedalus relies heavily on fast-hitting combos, always 
make sure to dispel his Haste. His combos get faster when his HP drops low, so be ready 
to switch in a fresh party of reserves. 


Keep Haste cast on your entire party to offset the 
speed ol Daedalus. 


Of course, when you bring in the second string, have them lead 
off with a powerful chain of Quickening attacks. This may be 
enough to knock Daedalus down for the count, especially if his 
HP is below 20 percent or so when the Quickening begins. 


Be sure Raise or Phoenix Down is number one in your gambit hierarchy and 
keep the physical pressure on Daedalus. 
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1 Storm Crystal Forbidden Flesh. 

| Damascus Steer 


After tlic tight, a new Way Stone appears that can take the party deeper into the holy city. First,you may want to head back east to the last 
Way Stone, Use it to teleport back to Gate of Earth and use the Save Crystal. Then return to the platform where you just fought Daedalus 
and use the new Way Stone to teleport into the odd interior of the city* 


Work Your Way Down the Waler-Sleps 

lire party arrives in an area called tile Trim ah la Water-Steps, a series of descending ramps 
guarded by rugged Behemoths* Some of the ramps arc blocked by green magickal barriers 
that can be turned on and ofl at switches called gate stones* Fight down the first ramp to 
reach the first barrier, Gate Avrio* It is controlled by the nearby Avrio Gate Stone* 



Behemoths tend to patrol In packs. They are weak against the Ice element, however, so if 
you have Bliaaga in your arsenal, you can deal big damage Id multiple Behemoths. 



Gate stones activate the gate barriers on 
the ramps * 


































Grisly Giruvegan 

Tough enemies guard each platform and ramp on 
the ancient water-steps* Behemoths, Gargoyle 
Barons, and a status-ailment nightmare of the 
Malboro species known as a Vivian are some of 
the foes protecting the platforms* It is easy to 
get overwhelmed in this situation, especially if 
the Vivians spew Stop, Sleep, or Immobilize on 
multiple party members* Try to lure single enemies 
away from the pack and fight them one at a time* 


Touch the Avrio Gate Stone to deactivate the Avrio Gate harrier. 
Next, go south down that ramp and then south again down the next 
one. Fight through a pair ofMythril Golems and use the Chthes 
Gate Stone to open the next gate on the ramp system. Go north and 
climb back up one tamp, then turn left and descend the other side* 


Continue working your way 
down the ramps until you reach 
what seems like the end of 
the final platform. Defeat the 
two Mythril Golems stationed 
there, then simply walk off the 
south edge of the platform* 
Upon doing so, a green walkway 
appears beneath the party. 
Follow it over to the next set of 
ramps, the Aadha Water-Steps. 



Walk off the ramp at the end 
of each set of water-steps to 
trigger a force-field walkway for 
crossing to the next area , 



This area is similar to the last area, with magick gates to deactivate, 
but the Gate Stones arc more scattered this time* There are three 
Gate Stones, but you only need to deactivate one unless you want 
the treasure in the upper west area. 



Fight y^ur way down the first ramp to the Paron Gate Stone, which 
is protected by two more Mythril Golems. The Paron Gate itself 
is not the nearby gate, but rather the gate down below to the west* 
Use the Paron Gate Stone to open the Paron Gate and eventually 
gain access to the treasure. Descend the ramp heading northeast. 


Work your way back and forth down the ramps to tiie next Golem- 
guarded switch, the Parelthon Gate Stone* You can switch this one 
off or not; it opens rhe gate back up at the top of the area* Continue 
down the ramp to see the last gate in the area, Gate Tychi, This 
is the only gate you must open to move onward. Its gate stone is 
located up the next set of ramps. 

Fight your way up to the Tychi Gate Stone and touch it to switch 
off the gate. If you opened the Paron Gate earlier, you can continue 
up the ramp to the treasure crystal, then return to the Tychi Gate 
(now deactivated) and go on through* Upon reaching the end of 
the last platform, step off again to trigger a green floating walkway. 
Follow it downward to trigger a short event in which the team 
considers their ultimate destination in the city as they gaze across 
the chasm at the Great Crystal. 



The next area, the Maalmikah Water-Steps, features a much-needed 
Save Crystal* Go through the Bulwark Chronos, use the crystal, 
and open the Bulwark Hcmcia to enter the next area, called Gate 
of Fire. 

Find the Bidden Ramp 

The Gate of Fire area seems Like a tricky maze, hut there s actually 
a very simple solution to it. The secret is to trigger another green 
walkway that leads to a Way Stone. (A quick peek at the maps in 
this section will save you a lot of time wandering around.) To find 
it, climb up the second narrow ramp on the left after your arrival in 
the area, then turn right at the top. 


Stay close to rhe right-hand railing until you reach a section where 
there’s no railing* Doing so triggers the extension of another 
floating green ramp. It extends to the northeast, toward the Great 
Crystal. 


What comes next 
isn’t so easy. Its 
another boss battle! 
Cross the green 
walkway to a large 
floating platform, 
and prepare to meet 
tlic Tyrant. He 
dissolves the walkway 
while swooping in, 
leaving the party no 
choice but to fight. 



The ramp from the Gate of Fire extends from 
the only spot in the area where there's no 
railing . Follow it out to the Tyrants platform. 


■003 






















you regularly use Charge or some other lechnick, kiss it goodbye tor now. Hopefully, you just saved 
your game at the Haatmlkah Water-Steps so your team should be fully charged. However, Tyrant is 
a particularly durable boss and it takes a long time to wear him down. Try to rely on movement and license 
upgrades like Martyr and Inquisitor to boost your MP as the fight wears on. 




Start by casting Dispel on Tyrant, then just go into your regular attack 
patterns. This fight requires patience and careful attention to health bars. 

Send in one hard-hitting melee fighter and support him with two casters who 
keep everyone healed and imbued with Haste and Protect. (Or, you can try two 
melee fighters and one support character, which is riskier but considerably 
quicker.) Blizzaga attacks are very effective against Tyrant, because of his 
weakness to the Ice element. Unlike the last boss fight, you won't see many 
status ailments. Watch out for Sap and be ready with Regen. 


RAISE THE HP BRR 

Tyrant tends to focus on one target for long stretches and 
occasionally unleashes brutal attacks that inflict a huge amount ot 
damage. To keep allies from getting KQ'd, go into yeur gambits and 
raise the curing threshold a bit higher (to “Ally: HP<60%" or even 
more) to make sure nobody's HP drops loo low. It’s also worth adding 
Bubble to the list of butts, along with staples like Protect and Haste. 


As always, if you can manage to hold a party in reserve with 
Quickenirgs and multiple Mist Charges, you can bring them in 
when the Tyrant’s HP drops below 20 percent. A good Quickening 
chain at that point can wipe out his health in one tell swoop. 


Tyrant is difficult to KO. Keep the pressure on with at least one 
tough fighter and make sure to use Protect, Haste, and Cure on 
that character. 



A Way Stone appears on the platform after Tyrant finally tails. As after the last boss fight, you should backtrack ro the last Save Cry stal to heal 
up and save your game. After doing so, return to the new Way Stone and use it to teleport to the next area, the Great Crystal, 


Navigate the Great Crystal Maze 


The party arrives at a place called *A Pram a VikaariTThc 
Way Stone here is numbered VIII, Also note that the 
Mini-Map disappears and your Location Map displays 
only a vague image of the Great Cry-stall Bur don’t 
despair, as you can always refer to this area’s maps in this 
guide, the party arrives in the Great Crystal without 
maps. The first goal is to switch olf Gate Scorpio. 


■m 



Some magick walkways lead up, 
white some lead down. Take the 
one leading down from the first 
platform t A Prama Vikaan, to 
reach Kabonii Jitaam Pratii'vaa. 
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Now complete the following steps: 




Start by facing the barrier (called Gate Scorpio), then 
turn left and walk through the gap in the railing to 
trigger a magick walkway leading down. (The other 
opening in the platf orm triggers a walkway leading 
up; don't take that onej Continue down the walkway 
to the next area, the melodiously named Kahonii Jilaam 
Pratii vaa. 



Defeat the Ose pair and grab the crystal treasure . You 
will likely set off explosive traps (or cast Float to avoid 
the traps), hut the treasure is well worth it Exit via the 
only other gap, heading down to the next area, Kahonii 
filaam Avaa * 



There's nothing in this area hut a couple of more Oses. 
Take the only other exit down to the next area, Dha 
Vikaari Bhrum. 



Use Way Stone VII to teleport to the next area, A Vikaari 
Kahonii This takes the party to Way Stone VI. Ibere are 
three openings on one 
side of the platform. The 
right path leads down 
to a closed barrier. Gate 
Cancer. So take the 
left path, which leads 
down to an area called 
St ha ana Cancer. 



Tjtff In St ha an a Cancer defeat the two My fhr it Golems 

and use the Cancer Gate Stone to open Gate Cancer Go 
hack up the way you just came> returning to A Vikaari 
Kahonii. Watch outfor a lone Reaper on the way. 



Use Hay Stone V to teleport to Way Stone IV in the 
A Vikaari Bhrum area , 


You should see a gate ha rrier called Gate Pisces. Yo u 
need to deactivate th is gate. Exit via the path that leads 
down (not up), as it descends to the Trahk Pis Praa. 



Take the only other exit here, leading down to Sthaana 
Pisces and a gate stone. 



Use the Pisces Gate Stone to deactivate Gate Pisces. 



Now backtrack up to Trahk Pis Praa, then up to 
A Vikaari Bhrum (where you arrived at Way Stone IV) 
and turn left. Gate Pisces is gone, so take that exit down 
to the next area, Dha Vikaari Jala. 


W Use Wiy Stone III to 
teleport to Way Stone 
II in the Crystal Core 
and watch a brief 
event as the party 
views the nethkite in 
the crystal. 

Take the only exit down to the platform with the Save 
Crystal and save your game. After doing so, use Way 
Stone I to teleport out of the Great Crystal to a new 
Giru vegan location, the Gate of Wind. (You'll find this 
location on the first Giruvegan map in this section.) 

V// Walk forward and open the gate named Bulwark Minus 
and say hello to the Esper SbemhazaL 



The Crystal Core features a 
mothertode of nethicite. 



Take the other downward path to Bhrum Pis Pratii. 
Gate Cancer has been s witched off, so you can enter the 
platform. Go straight across and exit the other side, 
heading downward to Dha Vikaari Trahk , 














The important thing to know in this fight is that, after using the Mara Spring ability, Shemhazai 
is weak against one element but can absorb all other elements, turning them directly into HP. The 
problem is that her element of weakness is random. If you tend to focus on 
physical attacks, this is no problem; just swap out element-imbued weapons, 
and do not use elemental attack spells (Fire, Water. Wind, etc). 


VOX YOUR POPULRCE 

Make sure everyone has an anti-Silence gambil, whether it's using 
Vox or Echo Herbs. 


It you want to cast spells, use Green or Time magicks. A good Quickening 
chain works wonders, too, especially when Shemhazai is running low on HP. 



Shemhazai likes to cast Syphon, which transfers MP from one of your characters 
to her. 


By all means, open with a quick cast of Dispel to knock oft 
her Haste. Watch out for her regular attempts to Silence your 
party. Make sure everyone has a Vox or Echo Herbs gambit set 
above their attack gambits. Her durability is good but not great, 
so if you keep up solid attacks and heal properly, this battle 
can proceed with no major surprises. When Shemhazai’s HP 
drops to critical ranges, she'll cast Silencega, in addition to 
causing the Disease status with her regular attacks. Be ready 
to distribute Echo Herbs to at least one ally so he/she can un- 
Silence the others. A Cleanse/Vaccine gambit is very important 



tor this fight, so set one up. 


M. 


When you emerge victorious, you gain the ability to summon 
Shemhazai after you unlock her square on the license board. 
Proceed south to the Bulwark Aeon and open it. Continue on to 
the Empyrean Way Stone and read its inscription, then touch the 
device to trigger a long series of events* 

Pay close attention as several deeper truths are revealed to Lady 
Ashe for the first time in a meeting with the true movers of recent 
events, Ashe is given the Treaty-Sword, which now appears in 
your inventory. Lastly,you learn more about Vcnat, Dr. Clds 
'ghostly mentor*” 



After the event, your next task is to seek a powerful stone called the 
Sun-Cryst, the mother of all nethicite, source of the Dynast-Kings 
shards. The clue to its whereabouts is simply: li Jn tower on distant 
shore it dreams." 

Then you see another event in the 
Imperial City of Archades with 
two brothers Judge Gabranth, 
the good Dr. Cid, and his 
“spiritual advisor.” Now you know 
who the main players are in this 
tale and how much is at stake. 

Return lo Balfonheim 

When control returns to you, use the Way Stone to teleport back 
to the Gate of Earth outside Giruvegan. Walk to the orange Save 
Crystal and teleport back to the Port of Balfonheim* 
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Shop and See Reddas 


Fly to the Ridorana Cataract 



You should have a lot of LP to use and plenty of loot to sell after 
the trek across Giru vegan. Cheek all of the shops and balance out 
your parry with 
new equipment and 
magieL When you re 
finished, head for the 
rcd'X'on the area 
map in Saccio Lane 

at the far southwest 
end of town* When 
the party arrives, 
talk to the Manse 

Watch fellow to gain 77,0 MaPSe WatCh le,S the parly in t0 See 
; Reddas . 

entrance to Reddas s 

sane tu ary. 



Plans are laid for a journey to the Ridorana Cataract and the 
towering Pharos lighthouse.These seas are deep in jagd, bur Reddas 
offers Ralthier a rare skystonc made to resist jagd. It may power an 
airship through areas that are normally impenetrable. 



After the event, Reddas joins vour party as a guest. Vaan speaks 
with Rikken, Raz, and Elza and learns that the StmhI is ready for 
flight at the aerodrome. Raz provides directions to the Pharos, 
southeast of Balfonheim. 


Head for the aerodrome, which is located in the southeast parr of 
town in the Chivany Breakwater district. Inside, talk to the “Private 
Airships* attendant, the woman in the green dress at the counter 
next to the Save Crystal* When she asks if you'd like to board, answer 
“Yes.* When the map appears, select “The Ridorana Cataract” in the 
Jagd Naldoa as your flight destination. 




The "Private Airships" attendant at the aerodrome can get you 
squared away aboard the Strahi Select your destination: the 
Ridorana Cataract. 

After a stunning flight and arrival sequence, the party approaches 
the great tower of the Pharos* 
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Get to the Pharos lighthouse 




Ridorana Cataract 
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To (he Pharos 
Lighthouse 
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Action Checklist 


When the party arrives at the cataract island, proceed 
across the ruins to the Phams lighthouse. 


ECHOES FROM TIME'S GARDEN 
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Find a Map 


Climb the stairs and save your game, then continue east into the 
next section, Echoes from Time's Garden. Climb the stairs to an 
open courtyard where you face your first foes, Deathelaws and 
Cassies. The Deathelaws have a Pulsar Wave attack that can Disable 
party members, while the Cassies spew out status ailments similar 
to the other Mai boros. 


Now you can move to the cast and south exit passages in search of 
treasure, (Don’t miss the treasure in the secret room that doesn't 
appear on the Area Map, To access it, go through the Colosseum s 
east exit and follow the passage around to the southeast corner.) 
When you're finished, go back through the north exit and keep 
going north to access the next area* City of Other Days. 



This area has two exits. Take the southern one into the Colosseum 
to find a bunch of treasure, plus a handy map of the area. Don’t run 
across the Colosseum’s arena unless you have a Bangle or Libra 
active, though, 
because there are 
eight traps. Turn 
left and stick to its 
outer perimeter while 
moving clockwise 
to the north exit. 

Go downstairs, take 
the first left, then 
follow the corridor 
to the Map Urn for a Don't walk across the Colosseum arena 
imp of the Ridorana without a Float spelt active , as it's heavily 

Cataract. trapped. 


Follow the long corridor up to the intersection. (Watch out for a 
pair of Cassks around the second corner!) Look for treasure across 
the path and down the stairs in the sunken courtyard. Next, head 
southeast up the stairs to reach the Path of Hidden Blessing area. 
Keep climbing up to find another Save Crystal, but watch out for 
the line ot traps. Continue upstairs to enter the Pharos lighthouse. 


More powerful traps make this Save Crystal a bit precarious, if you 
set off some of the traps , just touch the Save Crystal and heal your 
party. 


Walkthrough 
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Deleat Hydra. 


Collect three Black Orbs from vanquished 
enemies. 


Hlfl Phafftg jiBH 


Place an om on each ot the three altars on 
Floor 01 to open an exit door. 


/i Defeat Pandaemomum to activate the Way 
^ Stone. 


Teleport to the new area and defeat Brainpans 
to activate bridges and advance. 


© Defeat Slyt and teleport to the Second Ascent 


Travel up all three ascenls of the Pharos lighthouse lo find 
Ihe Sun-Cryst. 
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WELLSPRING RAVEL - 3RD FLIGHT 
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Defeat the Lighthouse Guardian 


You know this area is tough when the first thing the party encounters is a boss! Climb the stairs and stop. Before vou step forward 
into the entry hall to meet Hydro, east Haste and Protect on everyone in your party; and consider adjusting your gambits to switch 
all healing and status removal from magick to items. Check out the boss section that follows to see why. 
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Hydro is a classic brawler that has two particularly tough aspects lo his attack. First, it tikes to 
hit with some status ailments that are problematic if you’re not prepared. Second, Hydro casts 
a powerful area magick called Fearga that can completely drain your characters' MP. Note that 
Fearga has a relatively small range. To counteract it, you can fight Hydro with a party using only 
ranged weapons, causing your characters to spread out naturally or manually keep at least one 
member at a good distance away from the others. 


One obvious tactic if your healers have no MP is to switch in new healers. Make sure you have a Doom-related gambit in place too; 
that is, one that uses a Remedy if a character is afflicted with Doom. Make sure your characters all have the Remedy 3 license, so 
their Remedies cure Doom. If Hydro hits with Sap, use a Regen spell to counter it. If your characters’ MP gets drained, keep moving 
and using the Charge technick or Syphon MP from other characters. If you have the Inquisitor and Martyr licenses, you also gain MP 
simply by inflicting/receiving damage. 


Situation! 


Hydro is a physical fighter that gets very aggressive with its 
Lunge attacks when its HP goes critical. Beware of Hydro’s 
fearsome Fearga attack! 


After setting up your gambits, wade into battle. Immediately cast Dispel on Hydro and follow up with Slow. After your first team 
knocks down Hydro's HP to 20 percent or so, bring in the reserves and hit Hydro with a Quickening chain before the boss can rob 
any characters of Iheir MP. (Spend it or lose it!) Hydro is particularly nasty and fast in its last throes, so it’s nice to bypass that 
phase of the fight by hitting the boss with Quickenings. 
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: Seek the Sun-Cryst Atop the Pharos at Ridorana 


After the fight, move forward to the massive gate to trigger an event 
in which Fran translates an ancient message carved on the nearby 
wall. It seems to be a message from the Dynast-King to his heir. Sure 
enough, as Ashe steps forward, the gate opens wide tor the party. 


Open Ihe First Seal 

When you regain control, the party is on the lighthouse s first floor 
(note the “01 Founder the Mini-Map) in an area called Ihe We lisp ring, 
'fins is a circular corridor that wraps around a huge, mist-filled central 
chamber.Ihe Wellspring corridor is divided into three arcs. There is a 
large stone pedestal called an Altar of Night in each arc. 

You can’t use the Way Stone here yet, so go left to the teleport Save 
Crystal and save your game. After doing so, follow the Wellspring's 
curving walkway to find the Altar of Night that faces south. Read it 
to learn that Pharos beasts “oft possess black orbs,” To move above 
Floor 01 you must do the following: 


To move to the next level , you must find and collect these glowing 
Black Orbs left behind by defeated foes . 



■a 

Deteat toes. 

2 

Pick up three Black Orbs 
that some fallen lees leave 
behind. 

© 

Race one Black Orb on 
each of the three Altars of 
Night. 



Exit the Wellspring via the south passage (directly south of the 
Way Stone) into the Well spring Labyrinth, Use the maps in this 
section to navigate the maze east, south, then back west along the 
southernmost corridor to find the Map Urn of the entire First 
Ascent area. 



Place one Black Orb on the Altar 
of Night to break Us seai 


Along the way, fight enemies 
and look for a glowing orb 
hovering in the air after each 
foe falls. If you see one, walk 
into it until the words “Black 
Orb n appear, then press the 
© button to pick it up. Hurry 
though, as these orbs only stick 
around for a few seconds. 



Keep felling foes in the southern half of the Well spring Labyrinth 
until you obtain three Black Orbs, Now you can focus on reaching 
the altars. Return to the Altar of Night and use an orb on the altar 
to break the magi eked seal. One down, two to go! 




East 


As before, exit the Wellspring via the south passage into the 
Labyrinth. Follow the innermost corridor to the east until you can 
exit left, back into the Well spring. This time, though, you step into the 
eastern arc of the Wellspring. Turn right and approach the Altar of 
Night, then place a Black Orb to break the second seal. (Ifyou dont 
have another Black Orb, then KO some foes until you acquire one.) 


/JOMlIBjJiffiM 

Now return to the Wellspring Labyrinth. Work your wav around 
the maze to the stairs that connect to the northern half of the 
labyrinth. At the top, notice the glowing blue door called the 
Threshold of Night. The magickal seals that you Ye breaking at the 
Altars of Night are what bind this door shut. You’ll return to this 
area shortly. 


For now, continue downstairs 
into the northern Labyrinth and 
navigate (and fight) to the inner 
corridor. Exit into the northern 
arc of the Wellspring and place 
a Black Orb on the third and 
final Altar of Night. This breaks 
the third seal and the message 
"the Seal of Night loses its 
power” appears on-screen. 



Place one Black Orb on the Altar 
of Night to break its seal. 






























Ibe Seal of Night was the magickal seal binding the Threshold of 
Night door back on the stairs. If you check the Area Map, you will 
see a flashing icon over that doors location* Navigate back to the 
Threshold of Night and go through it to reach... a desert? 
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The Threshold of Night door leads into an odd. desert-tike para If el 
dimension , 
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Meet the First Watcher 


Tills odd reality is referred to as the Dune of Profaning Wind, and it doesn't appear on the Area Map, Four gray boulders rest in alcoves 
amongst die sand dunes and darker cliffs. When you try to approach the first three boulders, the party gets sent right back to the bottom. 
Climb the hill to the topmost “boulder", which turns out to be a giant stone tortoise named Pandaemonium. 


pandaemoniam 






Start by casting Dispel to eliminate 
the boss’s Shell and Protect magick. 
then start hammering away with your 
strongest melee fighters. Have a 
support ally cast Haste and Protect 
on your attackers, and prepare to 
remove status effects with Esuna. 

Pandaemonium is weak against Wind 
magick. so cast Aeroga if it’s in your 

spell arsenal. At (/)e hgtfway p 0jnt Pandaemonium becomes immune to all attacks. When this occurs, just 

bide your time until its Perfect Defense finally dissipates. 

When Pandaemonium’s HP foils the 

halfway mark, it casts an impenetrable shield around itselt with a “Perfect Defense” spell. There's not much you can do except wait 
it out. Keep everyone healed, and counter the status ailments (Blind, Petrify) that the big tortoise zaps at the party. Don’t waste MP 
trying to hit the boss with magick, as it’s immune to every kind of attack. Just be patient; the shield fades after about a minute, at 
which time you can get back to punishing Pandaemonium. 


ty Attack With WM|>P<1 in hand. 
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Seek the Sun-Cryst Atop the Pharos at Ridorana 


After the victory, the party 
automatically teleports into 
Blackroek Vault, the small room 
behind the Threshold of Night 
door* Exit the vault and return 
to the Save Crystal in the 
Well spring. Next, use the now- 
active Way Stone to teleport to 
a new area, 

Weilspring Ravel: 1st Flight 

Go through cither of the green, glowing ancient doors and head 
around the corner to find the Carven Pillar* Read its inscription to 
leam that the “tongue of stone's green flame your way bespeaks* and 
“once silenced.** its muted form abridge for you to tread/'Broken 
down, this phrase means that you must hit the green-flame foes to 
activate bridge mechanisms, (just kidding: This will become clearer in 
a minute,} Unfortunately, some flying foes called Aeronites flutter up 
ahead* Hit them with Telekinesis magiek and ranged weapons. 



Now you must knock out four more Brainpans to drop in all four 
sections of the next bridge. One Brainpan is on 12F, another is on 
14F (where the bridge is located), and there are two of them on 
15 F—one in an alcove and one in a back room. Cross the newly 
formed bridge on 14F, then climb up to 17F* 

Wellspring Ravel: 2nd Flight 

From 17F, keep climbing and searching for Brainpans, You need 
six more to form the next bridge, which js on 25F. There arc two 
Brainpans on 2QF; one of them is in a back room with another 
Fools Facade that you can smash through for a treasure chest. 
Another Brainpan is on the 21F landing.There is another Fools 
Facade on 23F, leading to a staircase that runs up to 24F, where you 
can bash through another wall that leads back onto the main path. 
The last three Brainpans are clustered together on 25F near the 
bridge. Nail them and cross the now-finished bridge, then climb up 
to 28F ro enter a new area. 



The Way Stone activates after 
Pandaemonium is defeated. 


5ECRET TREASURE 




LI 


In the I 11 Flight of the Weilspring Ravel, go north to the wall to 
discover that it is called "Fool's Facade." Press the & button to 
strike the wall and uncover a secret area with a treasure. 


Now climb the stairs to the high platform where two Brainpans 
spout green flames. After destroying each Brainpan, a section of 
bridge drops into place just to the east. Cross it and climb upstairs 
to the next floors. 



Wellspring Ravel: 3rd Flight 

SOFBfiRp 

You need live Brainpans for the next bridge. Two of them are 
on the 29F landing, while another one is on 30F behind an 
ancient door* Read the Carven Pillar there to learn that "the red 
flame consumes the green, sundering the stair which it has laid*" 
Translation: Don’t strike a red-flame guy, called a Deidar, when you 
have a bridge in progress ahead! If you do, a section of unfinished 
bridge will actually disappear. 

The first Deidar appears on 3IF, sitting not far from the next hridge 
crossing. Press the R2 button and run past it through the portal to 
And two Brainpans on the other side. Defeat them, then cross the 
bridge and keep climbing. 



The next bridge calls for the slaughter of 10 more Brainpans. 
Remember to leave the red Deidars alone! The first Brainpan is 
on the 32F landing.Two more sit on 34F, while three more are on 
35F Be careful, though, as a Deidar sits not far from the trio of 
Brainpans on 35F* 

Now descend from 35 F to find that the duo on 34 F has respawned I 
That makes eight of them. If you do KO a Deidar by accident, look 
around for some more Brainpans, as they will randomly respawn if 
the bridge is not finished. Climb the back stairs to find that the trio 
on 35F has respawned. Keep striking Brainpans until you defeat 10 
of them, then cross the bridge. 


Each time you destroy a Brainpan, a new section of bridge drops into 
place. 




























'S. RED 

Mint! the difference in the name enter spouting from atop a Facer- 
type foe. Green flames indicate a "Brainpan/ 1 When you KG a 
Brainpan, a new section drops into place on the next bridge ahead. 
It you KG a red-flame Facer called a "Gaidar/ 1 however, then an 
already-laid section of the next unfinished bridge will drop away. 


Hole that there are secret areas that are only accessible by using 
bridges built by defeating red Gaidars! One area down on 28F holds 
the Holy Hod. So after you finish a green bridge and It sets in stone, 
yon can backtrack and defeat the Deidars you bypassed previously to 
start building red bridges to the secret areas. One “red bridge" Is on 
35F, Just north of the bridge that you built by defeating Brainpans. 


After crossing the bridge on 471% watch out for two powerful 
Aeronitc flyers hovering together on 48F and be ready with your 
regular flyer-figliters. Nail these foes with Thundaga to quickly clear 
the skies. After doing so* climb up to the ancient door and open it 
to enter a new area. 

Horizon's Break 

Find the Save Crystal as you step into the circular corridor around 
the mist-Ailed central chamber of the Pharos. Exir the corridor to 
the southwest and climb the staircase to an ancient door on 49R 
This leads to another new area* 

Horizon's Cusp: 

The Second Watcher 

Climb up to another ancient door with an inscription that warns 
of the “second watcher" waiting ahead* Open the door to enter... a 
lush green marsh with a waterfall in the distance? This is the Marsh 
of the Profaning Wind* Step forward to meet the second watcher. 


40? 



It takes only four Brainpans to create the next bridge. Defeat 
two of them on 36F, then run past the red Dcidar up to 38F to 
nail another Brainpan, Another Deidar is close by, so keep your 
party focused! There are two more Brainpans in the corners of a 
backroom on 40F. Run past the Deidar on 41F and pound the 
Brainpan on 42F. Another Brainpan is in a room with a Carven 
Pillar on 46F, with another fake wall and secret room nearby. 




Who is the “watcher" of this marsh ? 



Watch out for a pair of Aeronites on 48R 
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Slyt is very quick on the attack and has Regen active as well. It will refresh its Regen 
almost instantly if you try to dispel it, so it’s better to ignore it. If you haven’t already, use 
Haste on your party. You can try to Slow and/or Confuse Slyt, but it won't always work. 

Slyt is weak against Fire, so cast Oil and then light it up with your heavy Fire spells. With 
Reddas as a melee fighter drawing its attention and two other characters casting Firaga at 
Slyt, it’s possible to take down this foe rather quickly. 


After the fight, the party appears right back in Horizon’s Cusp. Exit via the east door and 
climb to the Way Stone on 50F, then use it to teleport to the Second Ascent of the Pharos. 


Fish don't like fire „ and neither does Slyt 
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Second Ascent: Reach of Diamond Law 


Action Checklist 

■a 

Reach Floor G5F with a gameplay ability 
disabled! 

0 

Defeat Fenrir. 

© 

Teleport to the Third Ascent. 
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Choose four Roule—and Your Poison 


Ilie part)' arrives in an area called lire Reach, another circular 
corridor around the mist-tilled core. Go to the Save Crystal on the 
west side of the circle and save your game. Now its time to make a 
choice* There are four different exits, each of which leads up to the 
next floor. Each exit removes a different game pi ay tool when you 
pass through the threshold. Pick your exit based on the following 
preferences: 

F Threshold of Wealth 

If you choose this route , the party goes to the Third 
Ascent without the use of items. 

Threshold of Steel 

If you choose this route, the party travels to the Third 
Ascent without the use of weapons. 

Threshold of Magicks 

If you select this route , the party goes to the Third Ascent 
without the use of magick. 

Threshold of Knowledge 

If you select this route , the party travels to the Third 
Ascent without the use of the game s Mini-Map. 

Base your decision about the Threshold you choose and the 
gameplay tool you elect to forego upon your particular style of 
play. Some players will rarely use magick and will rely on physical 
combat and technicks to light while consuming items to heal. 
Others will use magick quite often whether its for combat, combat 
enhancement, or healing. Give up the thing you use the least. 

You may want to consider giving up the Mini-Map. Although it 
is a great orientation tool, when you pass through the Threshold 
of Knowledge (the southeast exit), you do not lose the game’s Area 
Map. If you happen to get disoriented, just press the Select button 
to get your bearings straight. Another fine option is giving up items, 
so consider this as an alternative. 




This walkthrough now leads you to the southeast exit from The 
Reach. First, activate the Altar of Knowledge by selecting “Touch 
the altar" to unseal the Knowledge door (this makes you lose the 
Mini-Map). Next,go through the door and climb from 60F to 6IF. 
Once on 6IF, the actual route upward becomes the same regardless 
of which choice you made. 




To unseat the threshold of your choice, activate the corresponding 
Mar 


@3% 


Station 


GO 


Banishment 


Your next goal from all four arrival points is to reach one of the 
two staircases that lead up to 62F, One is in the northeast corner of 
this floor, while the other is in the southwest corner, (See the map 
in this section for exact locations.) You will encounter some nasty 
new enemies along the way, including ghostly Crusaders, Runes, 
powerful Reavers, and the immense Abaddon toads. 



Your destination here is the staircase in the southeast comer that 
leads up to 63F. Watch out for a brutal four-foe ambush when 
the party arrives! Before that occurrence, though, you may want 
to venture up to the northwest corner and And the map of Pharos 
Second Ascent, There is also a secret room in the southwest comer, 
which is only accessible by bashing through a Fools Facade* 

The rewards aren't great, though, as all you'll find is three angry 
Crusaders. 



Your goal here is to reach the staircase in the northwest corner that 
leads up to 64F by going through a hallway from the northeast 
corner. Of the two hallways in that corner, take the northern 
most route leading west towards the northwest corner. There's a 
secret room behind a Fool’s Facade in the southwest wirh a nice 
Rejuvenation trap that heals all nearby allies when it is triggered. 
Watch out for the powerful Necrofiends near the exit. 
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Walkthrough 



























Reach 


Damned 
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Finally, a Save Crystal! Save your game and head tor the only other exit from this area, which is located to the southwest. 





Follow the corridor up to the ancient door and read the inscription. Uh oh, looks like another “watcher” lies in wait up ahead. Select the 
“Open the door” option. This leads the party right into the dutches of Fenrir 


Fenrir is quite powerful. A good first move to use against this boss, as always, is 
to cast Dispel to knock off any status enhancers. In this fight, Fenrir starts out with 
Haste and Protect. After disabling his status effects, cast Haste and Protect on your 
party and start hammering away at this feline toe. 


It's important to equip a good shield on your front-line melee allies. An Earth- 
element enhanced weapon also helps, since Fenrir is weak versus that element. 

In general, though, hit Fenrir hard with your best weapons and keep your attackers 
(including Reddas) healed, hasted, and protected. Note that Fenrir hits your allies 
with Blind on occasion, so compensate for that in your gambits. 


Fenrir is a physical fighter, so make sure your 
melee fighters have strong shields with good 
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BeastJord Hide, Beastlord Horn, 
Behemoth Steak 


After the fight, the party returns to the Bounds of Truth area on 
65 F. Open the door to the east and follow the big hallway to the 
next door, the Threshold of Sacrifice. When the party steps through 
rhis door, you find four altars that match the four down in The 
Reach (60F) where you selected the ability to sacrifice. Now- you can 
get that ability back! 


Touch the altar that corresponds to that ability you relinquished 
(Wealth is items; Magieks is magicks; Steel is weapons; and 
Knowledge is the Mini-Map) to regain that lost ability This triggers 
the arrival of an elevator called the Dais of Ascendance. Step aboard 
and select U 67F" as your destination. 


UK 


Reach 


(jfla&G&Gfl) 


Save your game at the Save Crystal, then use the Way Stone to 
teleport to the Pharos Third Ascent. 



When you regain your ability at one of the 66F altars , an elevator 
arrives for your traveling pleasure , 
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Third Ascent: Mele of Dynasty 


2 

© 
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Action Checklist! 


Solve the sigil color code system to teleport through the ascent. 


Defeat Hashmal 


Defeat Gabranth, 


Defeat Or Cid and the Esper FamfriL 
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SPIRE RAVEL - 2ND FLIGHT 



Use the Teleport Stones lo 
Cross the Third Ascent 




Flight 


Yes, the map in this section looks scary, but this Way Stone transit 
system is easy to navigate if you just follow these simple steps: 


SPIRE RAVEL-1ST FLIGHT 


When the party arrives from the Second Ascent % watch 
out for the Pitrobolos! When these bomb creatures 
explode, they can take out multiple party members 
if they aren 'tat full health. Don'tforget to read the 
Carven Pillar which states, “To seal of night look first. ” 



Night is dark , right ? So go up the stairs on either side of 
the pillar and go to the black Way Stone. If is identified 
as M Way Stone - Black Sigil" when yon approach it. 

Use the Black Sigil to teleport across the gap to another 
section of the Spire Ravel, 1st Flight area , 


Two Wrongs' Don’t Make a Right 



In fact, two incorrect choices of the Wav Stone sigils 
gets the part)' zapped to a tTiiIv brutal hidden room 
with a Map Urn and a seemingly unending supply 
of undead foes (Zombie Warlocks, Dead Bones, 
Necrofiends, and the like). They just keep coming, 
and they like to infect their targets with Disease! If 
you end up in this place, grab the map right away and 
desperately fight and heal diseased allies with Vaccine 
until die door opens. 
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Proceed east to an intersection . 


You have a choice of two paths 
at the intersection and both 
work. You can choose to turn 
left (north) and head up to the 
next sigil platform, fighting 
through a painful Purobolos 
swarm (five of them!) to use the 
Green Sigil. Instead, let’s take 
the secret path that leads to 
some treasure! 



Watch out for brutal Purobolos 
swarms around the sigi! platforms 



When you select the right color , the party ends up on the 
northwest platform . Goforward and read the Carve n 
Pillar to receive your last clue in the phrase “untainted 
by tint or color .; M When you approach the final sigil 
platform, you will see the usual four colors—nothing 
colorless, If you nse any one of these , the party gets 
zapped back to a previous location. 


lnstead, go to the no rthern most end of the pla tform and 
find the Fools Facade on the left wall Smash through it 
to find a clear Way Stone , Use the Way Stone to teleport 
to one last platform * 


At the intersection, turn right (south) and walk into 
what looks like a dead-end alcove. Find the Fools 
Facade and smash through it to find a hidden hallway 
and a Green Sigil Use it to teleport to another secret 
hall in the next area. 




You re about halfway through the'Hurd Ascent at tills point. 


Step into thefirst trap. IPs a manafont trap and it 
heals your party / The traps down the two side halls 
are explosive, though, so carefully maneuver around 
whichever route you take. You can go down either hall 
since both are essentially the same y and meet up around 
the corner 

F Smash through a pair of fake walls to reach the sigil 
platform, where an Aeronite hovers. Remember that 
Thundaga works wonders against these flyers. Also 
remember that Telekinsis works even better. Use the 
Way Stone > Red Sigil and not the purple "Sigil of 
Sacrifice, "which is also a reddish color. 



This takes the party to a small platform beneath two 
more Aeronites. Zap them out of the sky, then examine 
thefour Way Stones. 


The "Sigil of Sacrifice " is on all fo u r sto n es, b ut the colors 
match up with the four altars back in The Reach. Touch 
the sigil with the color that matches the ability you chose 
to lose. The color associations are: Yellow-Wealth (items), 
Purple-Magick (magick), White-Steel (weapons), 
Pink-Knowledge (map). 


Look out! The last Way Stone teleports the party to SHF, 
which is directly underneath the rare monster. Tower 
Its takes time to defeat thisfoe, so keep everyone hasted 
and healed if you encounter this hostile golem. Finally, 
climb the stairs and use the Dais of Ascendance elevator. 
Select 'VOF "and take the elevator to another Esper 
meeting, 



Here 's the final sigil: a colorless Way Stone behind the fake 
wall in the extreme northwest part of the map. 
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WOMB OF THE SUN-CRYST 


Dr. Did and Famfrit 



e^anccnsaD 


Ravel 


Just follow the long, linear route up. When you pass 91F, watch the 
short event with Fran in whieh she says ‘'the din of the Mist grows 
greater* 15 The Sun-Gryst must 
be nearby* Keep climbing all the 
way to the Save Crystal on 98 F, 
which is truly a welcome sight 
at this point. Finally continue 
to the Way Stone and teleport 
to trigger a dramatic event* 



Here you learn some secrets 
that we will nor reveal in this 
book. Watch carefully and 
prepare for a boss fight, which 
is then followed by another 
boss fight. Yes, the road out of 
the Pharos lighthouse is a very 
difficult one. 



fVfra/ wiff Lady Ashe do? 



Pharos at Rido 


Hashmal drops right onto your stalled 
lift platform! Dispel Hie boss’s protection 
and cast Haste, Protect, and most importantly, 

Float on your party right away. With his most powerful 
attacks nullified by the Float status effect, his negative status 
effects are the only things you will 
have to worry about. He will hit your 
party members with Slow several times 
during the battle, so be ready to recast 
Haste. You may also want to equip your 
magick caster with a Sash for this fight 
to keep him or her immune to the Slow 
status effect. To counteract the Disease 
status, make sure you have a Cleanse or 
Vaccine gambit ready or heal manually. 


Hashmal lashes out hard and 
shields himself magickally as his 
HP drops. 


Hashmal unleashes a powerful area spell when his HP is reduced fo 
about one-quarter. However, characters with the Float status are immune 
to Hashmai's earth-based attacks, in case you don’t have Float, keep 
everyone's health high to survive Hashmai’s Quakeja spell. When his HP 
drops in HP critical range, Hashmal erects a magickal shield that keeps him 
immune from attacks for a short period of time. Focus on healing when this 
occurs until the shield disappears, then finish him off. 

When victory is yours, Hashmal appears on the License Board. The parly 
also arrives at a new location. 
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Poison. Hi-Potion, X-Potion 


As boss fights go, this one Isn ! 
complicated. Gabranth is one 
of the more straightforward foes you'll 
face in the game. Follow the standard drill: 

Immediately cast Dispel to remove his protections, then 
cast Haste and Protect on your party. Normal attacks will bring 
him down, and it won't take a particularly long time. Watch out for his 
brutal combo attack, however, as it inflicts massive damage to a single 
party member. 


Once Judge Gabranth goes down, the party receives another happy 
visit from the good doctor. Cid cruelly dismisses Gabranth and 
makes his agenda dear, then prepares to teach the lesser humans a 
godlike lesson. 
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Aquarius Gem, Elixir, High Arana 


Famfrit 


Steal 


This boss battle starts out against only Dr. Cid. Cast Dispel on him and Haste/Protect on your 
party, then commence with your standard attacks. Hack away at Cid until his HP drops to 
about one-halt. When this happens, he conjures up an Esper to aid him: Famfrit! 


Now things get more interesting. Focus your attacks on the Esper, as Famfrit has a lot ol 
HP. (Note that the boss HP bar at the top is for Dr. Cid only.) Also, you actually CAN'T 
hurt Cid while Famfrit’s there. Once again, start with the usual routine of casting Dispel 
on Famfrit, and renew your own Haste and Protect on your party. Consider adding Shell, 

^ _ because Famfrit throws some magickal attacks 

HpVa against the party. 


From time to time. Dr. Cid brings down a 
barrier that makes him immune to magick 
tor a short period of time but stay focused on 
Famfrit until he falls. Famfrit is weak against 
Fire, so cast Gil and blast away with multiple shots of 
Firaga, if at all possible. 


Occasionally, Famfrit blasts a powerful area attack that causes damage and inflicts Silence on 
anyone nearby. Cure that status ailment Immediately! When the Esper falls, focus the party's attention 
back on Dr. Cid. If you're not playing catch-up with healing and raising KO'd allies, you can take him down 
with ease. 


!t's a two-for-one boss fight 
at the lighthouse. Dr, Cid is 
assisted by the Esper Famfrit. 


When this titanic battle ends, a spectacular event plays, containing the dramatic resolution of certain matters. Afterward, remember to save 
your game. Finally* the party automatically returns to Ballon heim to prepare for the great finale of this epic adventure. 
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Confrontation 



I Ballonheim Pori 


■a 


Action Checklist 


■ li 


Upgrade equipment and magick and expend 
your LR on licenses. 



\ 


Vayne awaits on his Sky Fortress, so make sore your party 
comes prepared to battle. Take some time to upgrade 
everything! 


Balfonheim Port 
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Buff Up! 

Dier^s no reason to hold back now. Once you leave Balfonheim lor the Imperial Sky Fortress, there's no turning back. You'll need six strong 
characters with complementary skills and equipment to survive this upcoming visit to the BahamuL At this point in the game,you should 
have a balanced party with all members in the 45-level range (preferably higher) with the best weapons, armor, and magicks that gil can buy. 
It that's not the case, then head out to the Cerobi Steppe or teleport to other hostile areas and level up your characters. 


One other suggestion: If you haven't done so already, it is strongly 
suggested that you read through the chapters on “Gambits" and the 
“License Board” before you ship off lor the sky fortress. If vou ve gotten 
this far, you're probably well versed on these gameplay aspects, however, 
you may be surprised at some of the things you don’t know yet. 

Head Out! 


GOOD LICEN5E5 

Important licenses for ali party members Include Ihe Martyr and 
Inquisitor abilities, which keep your MP levels up* You also want all 
of the Ether upgrades. The Bahamut finale may force you lo consume 
all those Ethers you've been hoarding throughout the game! 

a =Ja 


When you’re ready to roll, go to the Private Airships counter at the aerodrome. Tell the woman that you want to board the Strahlj and select 
Bahamut as your destination. (Its dashing right next to Rabanastre.) Note the next message that appears: Once you leave for Bahamut, 
you cant return. Ready? 


Select "Yes and watch the long event. The great Imperial sky fortress is on the move over DaLmasca. Tie long-feared final confrontation 
between the Empire and the Resistance begins and in the midst of the opening salvos, the Strah! arrives at a sky dock in the bean of the 

Bn ham at... 



Walkthrough 




























Action Checklist 


^ Get to the lilt platform in the central huh. 
Q Defeat Judge Gabrantfo, 


@ Defeat Vayne Solidor three times! 


tt you can get to Vayne Solidor, you can avail a war He's 
most likely in the fortress command tower di redly above 
the party. There must be an elevator somewhere^. 


Sky Fortress Bahamut 


ANTECHAMBER 


PERIPHERY 


Lift Controls 


ANTECHAMBER 
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PERIPHERY 



ANTECHAMBER 


From the Central Lift 
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Gel lo the Central lift ASAP 


The party starts in the Antechamber. Your goal is to reach Vayne 
while avoiding entanglements that will only sap vour strength. Note 
that there are no Save Crystals in the fortress! The key is to get into 
the central hub as quickly as possible; the longer you take, the more 
forces will swarm your party’s position. 




Avoid mixing it up with the fortress guard units, especially the robotic 
armaments r 


powerful Rooks (robotic armaments that can overwhelm your 
party), so just run away! Veer down any of the three "spokes" leading 
into the circle s center. You should see the lift platform ahead. Go 
around the huh and run across the zone line onto the platform. 


Oddly enough, the pursuit halts 
as you cross die zone line into 
the Centra! Lift area. Take a 
breath. Believe it or not, you've 
safe for now. Take some time to 
heal up, then run around the lift 
or use Ethers to recharge your 
IVIP to full Mist Changes* 



When you reach this zone fine to 
the Central Lift , you're safe—for 
now, anyway 



|Tad^e ^abrantb r y 


When Gabranth wields his sword mercilessly 
like this, get ready to heai 


When your party reaches 100 
percent HP and MP, approach 
the Lift Controls panel and 
select "Engage the lift."This 
brings Judge Gabranth back 
into the picture. 


Dispel him, then cast Haste and Protect on your main melee fighter(s) and make sure your healing 
gambits are in order. The first part of the fight will probably go remarkably smoothly, but when 
Gabranth's HP drops to about one-half, he suddenly regenerates all of his HP and he launches a 
powerful new sword attack that will likely cause close to 1000 HP damage. 


This is a very basic fight, similar to a number you’ve won in the course of this game already. Keep 
hitting him and healing your party. Make sure Raise (or better yet, Arise) is the gambit in each 
character's number one slot. 


Tburi' is no Area Map, but the way to the central lift is simple. 
From the partys arrival point, turn left and go through the south 
bulkhead. In the next area, called the Periphery, take the first right 
turn; it leads inward, toward the central hub. When you encounter 
hostile resistance along the way, you can simply press and hold the 
R2 button and flee. 

When von reach the next area, the circular interior hub called the 
Catwalk, sit back and watch the party arrive as the battle rages 
outside the fortress. The Catwalk is patrolled by some extremely 


Activate the lift to trigger your first 
in a final series of boss battles 
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Hi- Pc lion, X-Potion, Elixir 































This fight is similar to the other Imperial Judge boss fights in 
the game (Ghis, Bergan, Gabranth). Vayne unleashes heavy 
single target attacks/combos that are certainly painful but easily 
survivable. Deploy your best Heavy Armor melee fighter with a 
shield and use Decoy on him to draw Vayne’s attention, so your 
support characters can cast Dispel and heal the party. 


ON BRAVERY 

For the game’s final stages (starting from about Giruvegan on, 
through the Pharos and Into Bahama! plus all late-game side quests 
against optional basses), perhaps nothing is as important as getting 
Bravery dispelled from toes right away. Even regular enemies like 
the Bunes in the Pharos can drop your characters in seconds with 
Bravery on. The same principle applies to Vayne and other bosses. 


As with all tights, Dispelling Bravery, Haste, and Protect is 
absolutely imperative. You can’t afford to leave Bravery on 
against monsters that hitter 1000-plus damage and then combo attack for 4-plus times a turn. Remove buffs, keep Protect, Shell, 
Haste, and Bubble up on everyone in your party. Conserve MP and consumable items if possible, as two insanely powerful bosses 
remain with no Save Crystal in sight. 
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The second incarnation of Vayne is tough enough, but his sword minions flying around 
can be very troublesome. If you cast Berserk on one party member, that character and 
Gabranth will focus on the swords. Now you can focus your remaining party members on 
Vayne Novus. 


Another option is to burn a massive Quickening chain or have everyone cast Scathe/Scourge to make the swords go away. Using 
up Mist Charges for a Quickening might sound like a bad idea with another big boss still left after this fight, but there’s no reason 
to conserve anything at this point. You can throw Megalixirs and Elixirs and Hi-Efhers around like party tavors, if the need arises. 
Vayne is still not excessively hard to beat with standard attacks in this light, but he is more aggressive and has plenty of help. 
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This tight is very difficult. At a minimum, your characters should be around level 40 but levels 
around 45 and above are recommended. Vayne, infused with the rogue Venal, can became 
immune to physical/magickal damage, while flying around the arena targeting anyone. Physical 
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attackers can hit him, but that means getting in close and potentially leaving multiple people in the 


path of Megaflare, powerful area nukes, and The Undying’s special attacks. 


The Undying has no HP bar or any indication of his health, but at about 75 percent, 50 percent, and 25 percent he pops up different barriers that 
you need to wait out. Some of them block physical damage, while some prevent maglckal damage. For the physical damage barrier, try to use 
Scathe or Flare over and over. For the magick barrier, you can just cast Bravery on your heavy hitter. Hear 25 percent HP, Vayne is completely 
invulnerable and there’s nothing you can do for what seems like a long time, ft's best to jusl run away and heal. 


This is the last fight, so don’t be shy about using Quickenings, Megalixirs, and busting out Scathe/Holy Motes. Bring Rubber Suits, White Masks, 
and other status immunity accessories to swap in on the fly in reaction to The Undying's area nukes and status ailments. Keep plugging away, 
and keep an eye on your active characters’ MP and HP levels, always ready to swap in a fresh ally if someone gets too depleted. When Vayne in 
his final incarnation as The Undying finally falls, you get a treat for the ages in the saga-ending event sequences. 
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Hunts J*' 

As a member of Clan Centurio, you can take on hunts to earn extra experience, gil, and items. The hunts are a very 
important part of FINAL FANTASY XU They re the keys to unlocking most of the side events throughout the game 
and even set the stage for finding certain optional bosses and Espers. 

Finding a hunt is easy. Go to the local tavern, The Sandsea for instance, and check the Notice Board. New bills are 
posted all of the time from people in desperate need of a hunter's services. Agree to speak to the petitioner to add the 
hunt to the Clan Primer 

Finding the hunt is just the first step. You must then seek out the petitioner to learn more about the hunt and actually 
accept the job. Petitioners can be anywhere, but they're usually located in the major areas and are easy to find. There’s 
even a map in the Clan Primer to help locate them. Agree to take the hunt upon meeting the petitioner and more 
information is shared. Please note that marks, the target of the hunt, won’t appear until the hunt is officially accepted. 



Thus, there's no using the guide to cheat a bit and skip over the petitioner. 
The meeting with the client is critical. 

Now it’s time to hunt! The petitioner has likely provided the basic information 
to find the mark, but you'll find the real details in this guide. Petitioners are 
often a little vague, so expect the information in this section to be of extreme 
value. You can obtain additional clues by visiting Ma’kenroh in The Clan Hall. 
Meet all of the requirements to find the mark and defeat It 

It’s time to claim the reward. Return to the petitioner to report the mark’s 
defeat. The petitioner provides a reward and may even have an extra bit of 
information that leads to another event in the game, so pay attention [ 

That’s all there is to it! There are 45 marks in the game. Normal hunts are 
found on the Notice Board Montbfanc (in The Clan Hall) hands out the elite 
marks, which are the real challenges, Keep checking the board and visiting 
Montblanc on a regular basis, as new hunts are added all the time. 


Notice Board Hunts W 
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Speak Ira Mi pin later for a bit ol 
added tun at the end nf Ibis hunt. 
There's no reward, but a ton addition 
to the story, J 




THE DEFENSE OF OZMONE PLAIN A RING IN THE RAIN 



(Slawn) 


RANK It 

PETITIONER Low-chifil 
Sugumu (Jahara/Elderknoll) 

w - RC 1100 git,Ethel.Golden 
AmuEet (Extra Errmonea leaf} 


Scgiinw is tofting. fen sjmsire to aop act r^tHnwirntf 
BMadte-hi Ihs Ci»rH Rim Warner mm, me tip guard 
s mn tola Ho.ajs me gfitseiaite daess M craftihs tom 
as Hi Ttti - Tt 3.^ t |f» Shied m The eastern srden of Gzmaiw 
Plain m ndfl* na NWu LtsreanJ nstuen i& lire few rofe Thi 
is rural hart tottkiuMfi Larsais to party coguaf re fa 
(riutoiBtt-QMsaoi. 

Ertwnfes ucctns wrih ftoma und Sikh. »eiil to ntffi a qusk: 
Ikstti. let ore wm sspnaen the m wtnte t|* to stort 
it rsrgj! in limti the .JarriKe! ausd by -n Spinet Kaw IN 
if ten* itiamdtn ituncvfi are re?; ih nrp^tart to men \m mat 
is ac are wlb inilily itiiis jiSdtoftL 

» drops ai- Errmwea Ltil Ste^ w'JjdKhieJ Sapjtou 
jgain ate soiling iba fm*arj in mb anout ins oivslEftcus leaf 
HtiteM IM iss: \n dettmulto l&v-3 in ihe ViHagn $re 

B : c lejpil dur: ^ Tifc |y, v j gr-as ire pa \y two Remain 

I.':: ' 


No. “I 1 


hp Eigga 



GRO AK ADI LE 

(Mulunt Lizard} 

RAN ~ 

Sadeert (Giza 

Plains - The RainsyNomad Village) 

1200 gil, Serpent Rod, 
Teleport Sterne (Extra! Rmg ol the Toad) 


Via Ha ricfigd Vr.iaga duiiny Hie Etuna ate ml Hi ns li 
nan Riding n fie oner. Tie marl n ms Ha bridge in Sariail 
Held dur-tig Tie Bare ITa tad in is sltogteonrart, W pw die 
md c.i tou light ite CftakaSt ices GftnMHj Thrasi sc dc-uine fls 
Tti is an efafato hire to \£t liic or j Qu^^nire 
to&Ksh itotr 

8® cnatura rtop Pe Ring ol Vie Tead Bteuni iEtoSaJ&n. 
asks tia part ra lafco ite Ring ut tnc Tad hi Jady m tiw farad 
Yiltogt alter Jim Bamtftohrii) Tre Dry The proa you saekteBto 
Shinto* {inc det lie ring end rfluin to SM during flu rexl Rein 
tocretoPwidnllfesKnl, 


No. I 2 THE DEAD OUGHT SLEEP FOREVER 



(Undead) 


RANK fl 


High-chid Zayalu 


PETITIQI 
(Jahara/Elderkroll) 

1300 gil Ether, Soul 

Powder 


Sea ■an Ltesc in iahsiY BtKrimflfl. The enarx, ixbu rs re cr.l ginr to nu Heiine Mhes. truer The wm Mines fi(n fim-fanow Plain to 
Sian ckiss to Hie Phase \ Si^t are iis wmst wm mn the mu is Him, * matt * apooar. ban s greaSiS israstf fete sura 

ITelsteHS '3uipuert wm iPMlolet to block toe status amt terve r-^rty of Ctomn tears on iiajd \<x rtsywie else li caiiw us Doom, 
yihal MM is crj iss'jc 


No. 1 3 BEFOULMENT OF THE BEAST 

' JM | 


;»> 

Parauiifia Rtfr** 

FERAL RETRIEVER 

(Coeurl) 


RANK Uj 

.7 • : . . m 1 - Hyuirns 

(Mt Bur-Onnsace/Sand-&tiewii Pass) 

1500 gil. Recurve 
Crossbow. Teleport Slone 

Hyhum i in ire saMnm Pas la Mi Eu - Oroiaa. §s&Hhre puitiv to Iram nm re nay wte lit re piit d re Silre rt re 

Ir^ym utflen die Pararew fist!, near ire SiihhihK ol Itilti II Das a nsiss pdrtly aStk c‘ ite -linti«u£ usas WHlBfK Utm 
Have Era rasiy smt ynted A least mi party ircnti Haro Step With i Ntehip to m aihti Wiwr ere cast £+m when iti 

in eeato winch can nu HtihaJ due to Its hiqfi HP 
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A CHASE THROUGH THE WOODS 



VORPAL BUNNY 

(Mutant Hare) 


RANK ]lf 

Nera fEruyt 

Vfl Ijiqexspif il wood j 

vw/iciRD 2000 gil. Lightning 
Arrows, Gillie Boots (Extra. Rabbit s Tail) 



ADDIHC IHSmTTOIKJURr 



ROBLON 

(Augmented Automaton) 


RANK VI 

' Morgen (Nalbina 

Fortress} 

' : 3100flil, Giarirs Hairnet. 

Myihril 



No. 1 S THE MINE FLAYER 

mriias 

FHJH 31 

f^g 


“ (1 

if 

MINDFLAYER 

(MlndHayer) 


RANK |V 

W^imor Guram u 

(Jafiar^Luli or die Land) 

D 2200 gil. Carmagnole 

; jIIjL-m:: i h. v, \ : ,im alto* - a^-vj uJJU boubiloa mu might* Hit iftrt Tte iuri.: .■, ,, ,jMi iC ,v B> ^ 
id crtpiea rial pisscsl nag^cil newer n trtamit rm life Mint Is pensesi wnkni tmpm mat Bn saw er»j er Hffer# i D15 Erisi ifw 
fWBs Irnm fbnmc Plum m to ngrt 

m mnpei Wt WtUteSmo and cdicr rarnitoi ^fic dtod? m) ^ rat the mmt Tarnmn hric | wto, mb ari&fl. 
tte indnft HP shI M? Lhf tot 5e crad toll Grtm Casl if on Ni rnxl £ thesW to im^if 
; K swsd wi The lirst ijine r^bj HP % aifeal, It m a tone*? mas fully nw411 and prifa it adit mt SWI r and infer 

MwiicM ma Meant t< skwi art It fcti imafti fe ^ jpj uta 

Upon tpiuinioq lo tefru he rmJGuitt Oat terra TftjgebJ w^s le steah to Jhe tarty. T'jgtti mm 1 pwk? A H toltoffli 

of flitHnwMiPn In* saptajiarty Mtg^ ra Jas inis {jiaiimjc jid m\ be uni.: tocy M^tilTB^rijraaf te«|5' TWt c ihe 
rttr&kM M\m &WCM*V. 


No.“l 6 THEDESERTEHREVENGE 


■37 ~| 


PJ 

— I ^ 

Passage 

BLOODWING 

(Mutant Steelino) 


RANK V 

No. 381 

(Dalmasca Mdrsaml/Soulh Bank Village) 

2400 gif, Stun. Bombs, 

Vampyr Fang 

fn4 No, }h 1 jjixiij ftt Ifoii to Sstdfr feiii He rttop jpnd a wr loitoi^Arro r' B3rtq.n1 rss^, The^Ba is lull d 

urdMbtoW, etiicftttiAe ii ipjiic « Hieir^ 0 in dmwiir 1 sw ir^Mi a^'me uMi Ifc flinm#Sfetil!Bjfm«ilif 

OBltrna ^blgyijesimtMfnl uiidcsdand Iht Wvfiogi 

b ilto anting i iwiv wlift rrmf-} ^jpiin n-or,. m?r, liiTits • Fftt hey h nirtiafe js.k'SiltK^ and BfiM irr 1:1^ egrlftm, 


N o. 9 RODEO TO TH E DEATH 



BRAEGH 

(Mutant Nightmare) 


RANK PI IV Ul VI] I 

PETITIONER Ua'KanSii 
(Mosphoran Highwas to,'Babbling Vale) 

a. ••• 1700 gil. ObelFSk. HhElhei 



ihHMnbftK-ieeWisiii. 
. m*ty 

..... tKItaSttotoMfi 
m jtoKfoMiMtffertft 


n wML Gc lo Fty* Gwst and- Jot ttyffte re* aw cf the building Hs 

, - .urn &im me mm n cmoiinfs u*dotj Her** w MAr fti alia 

m edri tut tf jbtylifv inr wn^Ta^lafwrt 



No. 


SHELLED OBSTRUCTION 


fifes. 


DARKSTEEL 

(Titantoisa) 


Rank J IV <jj VUJ 

i- Homesick Man 
(Arciiaoes/Vlni's Armaments) 
REWARD 3000 gil Lead Softs, 
Adamant He 


. ... r Jit tea# ton Cs« Snd tu ft i 

tMMadei to shtir&t the 

31 n& Sian Butte 11} mcPrtteLt SMI ifid &3*ry tunft man ii mw rsasf HB ihiwgiKM tlj mih % r 

m fesilift iim^stW rciflind and£hwMtest Tv.to L*cp.oi»marjcfe trfitui^ u«ttosevtiiehw !i$f itahj 
^l m Hear 1te?4sdletesii: it ga$n;fcatd teas (total owidMKRtfMk^cs.dak^uHngn-.M^r nm.^ L .. _ 

in fob eiftKSipn, dus j fttfckewijj can o|t me tot bdimi Ifse wrwrditjeijt ferane Mat 


TROUBLE IN THE HILLS 


No. "1 Y 

jng933 

3B40020 



Tf* [ 


1 

w 

likfrjBtPWfflJi Hgfrwissfe. 


ATOMOS 

(Mutant siavem 


RANK M Iff vjTv'll 

Burrogh (Kalbina 

fortress/Japm Bazaar) 

•' W A.3 £ 1800 gil, Gala Rod. 

Diamond Shield 


itw c-Kstaf M nann end of tern fikirit&spel ite urn itec 
it .MomnKiiciApmtf non (Miugiwtiff-tiiML 
Sterna} ironaisucrQjtea'AtilleWliXMW 
lsrnii ( i.KifU5^.Tr } it^jr lipmr ltd 
nm dsrtdrn dWfng Shs HyW terna to » pfcyi 
titrrwtgc, lijii&KtJ)/ EV^f to CdBOtf Kizti dWiff tte rr®i to 
vflttof 



GET MY STUFF BACK! 


RANK V 

\ Viera Waytarer 
(Baltonheim Port/The Whrtecap) 

■; ,• c v t*y *11 3500 gil. Halberd, Crystal 

Shield (Extra- Viera Rucksack, Dragon Scale} 


No. 


Slip 


06616 


CsmifrSM pPB 


VYRAAL 

(Anris) 


LiWIWWrf T*ta*l 

li^V Dir nan ?i£fiEV“”P 

S dfeJ Cmiiuv H fm ^Rfidiw if r.\s Vied m 4i U& 

ittItWIripfliii'tfd 


lit, cab: ! t:v • h Viera Mock and 3 Dragon Scale #fe 

tlm Takh im Ibsadr Hack to.ths VSeta-m Bjbimdfii Pw 
Jitnbrsgpi Seals b dm at tlx %m PfiJiaMurun 
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OLD LEGENDS, DECAYING BONDS THE THINGS WE DO... 


No. 



$ 

IL-j 


f 




41 


THE CREATURE COLLECTOR 



GOLIATH 

[Augmented Automaton) 


RANK | || )l( VJ J VJ|I 

Barrono (Malbma 

Fortf ess/West Ward) 

3600 gil. Save the Queen. 

Elnheriarium 


LfNDWYRM 

(Dragon) 

V 

FCTITIONf ' * Fermon 
(Aichades/Alley ot Muled Sighs) 

■ i : t> 4200011. Barrel Coat. 
Hi-Elher (Extra: fluster} Scrap of Armor) 


Ftsmcn netnii someone 3p hum a lir fa Tchto Iftiarifc. Sea 

rail U mvthcai nwl 1|) fa fiarfen hi Lite s Cuft If arty appear! 
Wien fa sty «fatty, wfah tat Ran it> he Wf 
Mu If Hi List fa Bite UpUiids fe to go In and <M d 
Cwrtr-Staw wall ftisffa fatty w d iti raining tehen 

ycu pt to Its Garto of l&jt ClrcH iestafa cJ aad hart to unfii 

it sets iwintf 

be rati uses Tnurclnra ana a otey tf aaiw start* Come 
pfe&r=d to h®l &ir« m pato. off all pti^l sm 
and i isf Star si U m to bnr ton tesrt itayidi tKlitnst Atsa 
casl Blind fa S*bc2 on at fa to fa ertIre part* si to pul 
fa JJafayiflf to Sleep *it uss tafl hut flfai* ir> ifiaca i&y 
BiMmj m SJtemruj fates The SJtafe of tedmd nods 
iwfl m This ten sreeme ragirts- fute flasul iwrt tat 


OVERLORD 

(Hfajjal 

Insecure Se&q 

(Archades/Bulward's Tech nicks) 

Ri -• R P 3500gil.Hi-Elherx2, 
Teleport Slone 


Tne ursECOH Seat is Infartg in am a ptneiui maric-lte 
loti T^s mart s in SkUct C*» Pataca testtt fa Doun 
team fte paihwer loins fa pury tor lift hgnt. Del 
Wni htfiefifa help, ft lailFMdy hcU 1st faotyfrfa 
spening msasitsrn dm HgtH 

Dispel tofaf to fa Owrlrad rtf the start. Cast SJcna. Brituj. M 
Site on lf»c «n*tty ate t^at to gw fte pty an staufao* Tin 
ok? ami (xnHul feHasst area atoci fad Pyrnmanfa. *hidi 
fay. featf to trie aeq a aaity ternse. flams Mis at very EtteOiw 
to .cwiwf Iflte afsadt its nfae iterta m aim qafc pwrtui, &fl 4 
shield Ml ^ornsoiKi wik Cmqa ten fa terap tom gstllng 
loosevsm 


itenjeig is tasking ifflortattui tor M m*% lb mat«% tot will a teas in Pie fteycto rt NML'Gter Pm A irem fe 
ttafadttr> Easily rm ihe Hair cf Sfasirif^ Mtyi Sctasii s just fans m mw ti n ^ 

fer s flfXHJD of Sanranys to ire r«sn. fesfufly Jtsm out and fatou nm tetjro tte mat ft f lo pi io tte ligH 

IronJh$ tenfeBnof Ib iJcaif fie Srtaranis assay, fa tei coTt5 wilt Pn«d in Efkr so fepd tl aril irers cast S40# aid RocseagnKisi ire enenv 
Tlw SU555 giify Yntn msgirti jn juo on! S-wa it Betel Is pfa harrj> tor wh its e^s. M Iftb Shell ar itie 

wlirs fat Lite p^sica starts irtlte v&rt, iten swrtshfn Qjrtp B$mrdrfa II tal Hutto prolartltie pfa 

iadstliwii wilha SfaMfas 


No, 


DEAD CITY WATCH 



&to 

Nertnhaiattofibvfi/s 

DEATHSCYTHE 

(Grealer UnfleM) 

Jat 

9HHB 

RANK VA ii V 

PciflDl (Nafhina 

Foriress/Jajim Bazaar) 

2600 gil. Hi-Etnar x2, Soul 

rtf Thamasa 

Pppci ral? j oiie tor Dart 4imis Hurt! ftcwi my nqrt w |te Maatwoi ur f•afidiis. [tettopc>mte Tiiums'lts CtoiSsr pi h. Hpin. bu* m 
mart i? Dicky Ii only Mitacks chars, sas aw! it u»n mate Used mm tit fascar ii^ Diat a out tf tn.ird Wlh ter 

cteates in ihe HP Crifcac sat P* prefara* te teal tom *$aoii s? tfepsSHprm Ttili ^1 isn't dutiinMt faiBfa W ytet pri m fa 
fwoetefadmWto you sell bait 


VISITOR ON DECK 


No. 



SO 


84000 




DEATHGA2 

(Rare Muianr Awls) 


PETIT 

(AerrKfome) 


n\ 

A Traveler 
D 3400 gil, Elixir *2 


Tin young Tjswfat cams id raw wen a te^raay Desa wife an 
he ter irf ^ fafa fa? manis naffd to draw- cur and reqwns 
isanli Iflfafa nt jpg irfa Taft; to itm psiiMnner 3rd tnks 
an fag be cotter (tolon fa jllem *1 «o (wde a hlrt 11 
iDeashQaiF is rdc«. ChttA tJui jErudcrsw icr tne Tnftrciw TaDrta 
"i5 tu.f to gtldnoirw Ho an the lottolon a\ Mnpr fiocei fate 
process oH^fafagwr jpm. Each ftme n seem* flat Itaitom is 
gettlftg cto fa If llifa d!a>s (to urartu SiCikuig to toe bay 
.a cRlical hi mskjng feafiya^ aopo; 

Voiimrra to ijis aflw falt^mi it arnefe inei am ^ 
i&tt deck sints tfe Hurt hr pining w 3 
irmut# shield fa fat Ulo to «e Poisna, tartuw. snd HP 
Saf. If can also rianitj kill i party rrfirttoei with its Crusting 
Fangs Siltee too enemy right away to ynne rtf lift atekf; 
Sctitrge wfxks ntry men issttsl Ite tSKa and tl fcllf OKaWly 
befewl die tP-Stt ^hacj Shear Ejrpsse at? aisn ^kk! 
net ."i sa ok nUte tug teding on «Wdt you ua 
tns nos, if yew \m ite fas Rtwse wto Ites* ayatois pw 
m m Put wA atircml instenhy. FifsL rast Barerse tor ff wih 
thgracKJ utailefate stset* casiintj fenei w R 
fa aioi ms (tor** win Ip ii tofa* I'fP Ml by 
tNirt parly rnwreut tea 

in tow go aP t?t ate gnaiter fasusa Coair^ffi «i sal to czU 

Rkies nsi itsefl rm a nw hte 


THE CHILD SNATCHER 


No. 


ogjc 




DIABOLOS 

(Mutant Gargoyfe) 


vn jfj 

Mi ciio (Bhujerha/ 


PETIT 

Miners' End) 

Zeus Mace 


2600 gil. Demon Shield. 


The tfwsiirf Icy Hiefia test fair fafteptfly Wt dert to 
Lltosu 'tim and Ma thabBios, Tte mak is fad in Sia 11 in 
lln soultiMStCDFin :iw pyi>rwsdsIf-. Site 11 Nay to rtsen W 
area Tu rHaain fas ;tey yw musi asnyjlefe lit Aijiwn lr' 
hull Then sn to lte fail Cfa and ten ife ten mar a SiNg man 
motel NontosMV' 

fast SIi'jw w tof seny liart iwry fa bws«a lire us* md 
&50itB ton ffart si keg? 9K Hn mps in chart Low as 
Kienssj fah Erpase fa Shear, tren spread un Tlw early to iwkJ 
taking ton mien tarraga tesn FVrwrnaaJanelim. 


No. 23 THE BLACK SORCERER mS-,. 1 


1 

PISCODAEMON 

(???) 

i 

-4- 

'JRflMKr -4 

V 

Ivaness 

(Ml Bur-0 misacp/Tempie Grounds) 

O 3300 gil, Dark Shoi 

Scathe Mote 

tvOTS reeasa slir.y ueip wiin i teti.iy rraftw look tot this na» in fauvcpi's fia? es Fire. Saw-i ito * 1 $ cute ku [htEUfinry anapftMK lu 
fi^tf it aid pijssaiy * tea Wftfcnng imm,- too 

Sip fa m ipremslpiy. »i aisulfail, failed rsml ray usdtil famst mt2sm fa b^ss Wlfwnstanily msiDis diets so 
tatp ftepal and Eauu tfaj to uu $ any tocmcfU r 5 3 good ufea lo pretert tns rtacfcrtiw Wtffa t)j ecyfaffli; a Sswfa S®h. PTifa^ 
V5W3 am rery falht Ctt flerp faHfa m fa rtten tensp faler and W him w her c«i m cess 113 fats 

N 0 . 29 A WILD STENCH HfW 


'*% ,, 

1' 

WILD MALBORO 

(Mafborc) 

- -23= -12^ 

RANK V| I 

petitioner Rena(Eruyi 
Village/The Soirltwood) 

' 4600 gil, Euclid's Sextant 


Tilk brflena nstotEruyl Vaw^^ut&^jwWito MaitefohWMEtsthiir wytff fg.Tt«4islttnlmm 
you find Itertert. sate teas? Mfaopjll rw 2 likely sanart * Eliminate to Itetfa beaitft 1 ' d 
ta'linitelyrasSyI to Esj! ! aprfategnatanwneasnuliof andtstingfangpteBfy tl ^'OtriigtefiIryi&usaaca-fll-etei soelh st 
ifns M ctl fate RgMIg telo floi »t51 the tas^r tiwue. fay doti pneea hurt M. LuHhfyan note thT-rgs dfliiilL 111 

















































































































V—vi* 






No.: 


• PAYING FOR THE PAST 



LEVEL L 

1 

HP 



CATOBLEPAS 

(Behemoth) 


RANK | Vf >'jl 

■ ’ J ' : - War-chief 

Suplneiu (Jabara, Land at the Barit) 
nr v , tit:) 3200t|il. Volcano, 
Arctic Wind 


firoiw tBWtt Ttbyci ktoiiiyftis Sntit aid m 

y^S^i-mdPfC'ifd .ffie mailt raasi|Mits^ 

iu*i utkii H iioimally S^ViiiIij wiL s^p n cr:; : i m in 
ftsintertimwiii plNi^itosd^asfcsiiDiii i last 


No.: 


WYRM WRATH’S RENEWAL 


FAFNIR 

(???) 



■ |R| iiommsiligiir: 

sited *rnrr fteWtoft Snail unj bring plnty 
y sr afcwli& musb Wf flc fifif I, *s FffHsir -nnitnaif 
B HP *ire it giftIfto* W el & iH'Wh, tap 
314 piwpuv tatbsty'aiised by faffniri i 
•: • 




W ii :: - i Jii T ii rr fr fr,*"r 1 ii"'- P' F, i li 


rtfielteBM 

iDteSjfdcfei^BT 

flvir^'twstes 


THE CRY OF ITS POWER 

No.~ *“ m 


WkA 




16 


Ii 7548 



i¥ 


CR 1 MEAND PUNISHMENT 


No. 




ROCKTOISE 

(???) 


i 

Kbus Stcygrounds) 
Heavy Coat 



y y 

mi- 


fGar/imn^ht? rVr>'jif»j> 


Pillka (BhuiErba/ 
1200 gil. Hl-PoUon *t 



ORTHROS 

im 


v 

Contrite Thief 

(Ratenasire/North Sprawl) 

3-800 oil, Horakhrys 

Flame, Unpurilied Ether (Extra: Stolen Articles, 
Blackened Fragment) 



« U Pft^©esfe*LS! Pul i e ttflaf §SttSV fiS n 
spwais&f jopu^itg HP flidvnqh with qjfl 

fto.ffi-. Stolen Annies i : h - minr* frutt. $rr*il in*& 
i ‘ 5 pea*rtt ^id: give lit f,»> a Btodrened Rvpmmt Tn 

ter-fl £? pi al ire tetiituss site ml. 


WHOSTHESTRON 

BEST!? 

No . 32 

EM 63 

9 B 4 S 3513 

JwfaiAhCivX 

n 


#"§j 


PwHm* 1 l 


LITTLE LOVE ON THE BIG PLAINS 


LEVEL 

15 

HP 

7509 


RYLRASTER 

_ 1 Greater Tyrant) _ 

VII 

PETITIONER RIkken 
(Ballonhelm Port/Sacciq lane) 
REWARD 8000 gil, Grand Maca. 
Scathe Mole k? 



Plains) 
Rainbow Egg 


m «f IV V VI VT? -VI 

ONER Danla(Giza 
IODO gil Jackboots, 



puiifklk. Theiai- laUf^prtafif Itie r 
ujlmk? tbu Batfafcfa Port f#tr& jiffi r*d rra p$i r a 



Thu nmd: n inaaj m Th» P. 
iPraadilteaF^.tetMaiimwto ...... 

Butte spall all Ibe Sdtfcti ft* <» p»f an 
rnHi In Iras tyft Hiwifi-ly afl toi on IN Pyirsse 

"J:l ^ 





No. 


AT! 3 > 


S PARADISE RISEN 
■W" 






t mfronrti m M Is accspfci M 


OIL SNAPPER 

(???) 

Ill 

Nanaufalhe 

RainsfCrystal Glade) 

- 3000 gil, Phqfrp$ Glaift 


Examine the urn in 
this area to acquire (be 
Feather of the- Flock 
Jills turni Is critical lo 
It* Cockatrice me 
event, which occurs 
Eater In the gam«. 


wtenire m a aids si 
Dij^flliwxrUtfSI 

dwstfii 


i Quaidiainacn d? ot»I Irt Patna Help Itaiatiniiitfidrcita anjjfy Cii 

m 1 . v.SilMi Ura m r»tj|Qtt<ir,ityto ini!ii 

‘Mini) timtitoto. & Sniwras 

6 ii im ® ^lii llif m TN pirty nvjsf tm % Hld£ rfl puss .1 

ta fc 5 ft, TOSJ must tffliimif n traa op it to S® dt tar irw m jii« - . 
m tottf aokiiVM itaw toj jht ii:- cmai to 

awgltt i wiptf stte u«i dbtii Whr doi^flsy, 0 ^ ft^r 

to Nip ifli Ibis bine itan ite pet) reaves Trus 
s Of snsrai iwit.aT SlTcoe Tato Ti? n 
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iq rmgadwaptwbr^ SlU^'flSftfeTtiiiail possw 



taitoCrv^l 


In frr?-^SSQjjf Letter' *- 


!tij (Blpir S*(Mi 


No. 


PARAMINA RUN 
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a2L 


Ti G : : :: . Gurdy 
(Ml Bur-Omlsace/Sand-strewn Pass') 
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ANTLION INFEST*] 
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No. 38 

22537 

106499 
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r®* 


ANTLION 

i???) 


petitioner Fnray(Bhu]eifctf 
The Slaias Residency 

w A -1 Am giL Bubble Ml 
Sickle-Blade 


Tail id nof at fiUjpa ©oul hn Ftesma cWWei. H st*rre 
IM Huron inn 4» Ltasu Mines and Mi me toy 10 $ (t l $ . 
po-.^tes tut party wiPi to Ssle 3 Key ai toy m\ trip tel pen 

Filter to vij iraf to Site 2 Iter lit Sits 3 fcy it to 
iMl tofcte to ifef Site 3 Pass tocugh to mine to Site 
5 i'i to wiwsi ccr« The Wife) ss surrounded by Kitts 
Mafia a l&l ertw d ton to itelitf jure niajv online 
!i. (tan The Ja*m »ui icon use CanoibeNs lo hsl »i i KWr 
Mdiifea Id tsw- !te i?.5 and tea h powrl You tan jijnmR 
toft ttftte if Die Artei mmrn one Rifer Marta, but rati mi 
to *1 pf oDtoijn® more M said iFS rtwnvstr my ripptf&m to 
elimitof to Killer Mdulssn eigtt away 

Cant Silers re) Sloi ch toe irart aSsi pttiig j quick ntirrt 
la iiirtorato lit KilFa? Mam tori rtf Sir nark ecrtjSnk in 
Hi sma Mum it begins. Dan! Jd it cot wi d to am* Of <1 
nay ^ncnunlot arxiltw Killer Msnis ant Camiteiup H fcfecl 
to Milan ID ice Oisate fieri its HP tm Equip ai teasl 
u« party motor Kith a 01# Bell te taick to fiacf ffl « 
la cui<! Mv 

Artur to tsiSe, TJtori \mm s&tefffrG atari a fcy 
UrKvMfilfc lit kev »av reswd and ten inn 111 tea to tote* 

i'll pi It Glutton tFCdiarts M it will likely be fisted an ail 
sanftili'L Tte If Hi i!:-. ■:.!,: r:- Site 11 Key pitch d 
inJa play later -rite saw Mlrttarlr w to Eton Coate ijhHd a 
hi"-- Ptor*rto| He shmieg 'Small Key' or ire [/miri nesj 
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CARROT STALK 


No. 38 

9h0842 


j JL 


1 4 Jjg 



ANCIENT MAN 
F MYSTERY 

(???) _ 

VJ 

« riON FR MbiUbtanc 
iRabanastie/TTie Clan Hall) 

10000 gll Mbsarn Line 


CARROT 

t?77) _ 

ffl 

pie i n !< Zammadria 

(Nalbina Faftiess/Aerodorre) 
i «■ - O 5200 git, Slink Bombs, 

Putrid Liquid 


Knti ‘totes fivi lfn& tad 3 acceptor Imm Monatanc; m Kite 
i Hit & will tfc pan in rre ISgnr. Zaitursjria sip Cartot is tefafcn 
ai Ite Seliksw^ 'to |t« SuTKypnted 'Pi* Tne nia4; wor.1 

J awetoo' iff? v&m to liratoe party sr*s ^ amk » 
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acd faitti, in Dispei ® an istrfute rrusi Cairors FUiia Brertfi 
mack -an aide lunir toq tamtul M fttted (e g , OisLfc 
Ptlrily, Con tot. OrsBMf,, Slow. jiMlIzi, Blind, fom 
and OilHave a ia'ge errcct cf ter«d) m tend i&cnunterail tost 
elteda 

Ik# Time fifutem dta* m tot the ?rrtir? jaft wiln 
Stijt Prfffict Irani Nib etea iv testf & iHfliihy' imply 
r4 ptiwoj Jm Ttee sSdia are m m Urtswac in 
itiiii Diiirta fef nttfi to qmcWj and tune Hsitky on a garrtt 
tei Hie HP gets hM i| lacs Gtiwnrai Itop* to dufb? is 
lai' This lit an BKtileff has Id (5! a Quickening to Ito # to 
toii SLw a efcdte a^tusi to tesi but W V,w, class ate 
- -gaiitffl iijfiises tram to Wfes time bM r &c yflw MP 

TDto-rigekf 


c ta a tate cwiliege llks run? This mt i toM in to iIp Mim w to laBCte Sjw Trp Erttiiii, Ift. wy# and m 
il an# Haste wilh a quickCtepd Hit to test siCi Sum atv 1 Btsid to cnppiK its Httatk ta an wiprrtj) a# fnifwpiJy, w M 
Oilsixrashteiifil 

Stew an Siigancsb iruougiioul to bsrte. U» Dewy and «stote to tef i»b mnHertu) mri aitarki wndcr eaten# and la to «et d to 
p«te StKk flap a satedte^ict 'ta he #ete loir on HP, Grsgam?sH ises P&fl&d Ortreti M#raa!® khn ten#ottt|f imrraire' la rtiysical »d 
iragicfc flarrsp This cited km uttN [t wrivne nis tteiartr Swtfd mack twice ta sn kogirtfl. to party mRtiy aid wad ten to dlecis to 
tea so Bury cm lirutfi lw nil \m arc alsa te(*dittefEnt p&ti timaiar at ewryone-tltei cf his lito har. Fv to M Me itoses, ydusui ton 
i PbtiCf i Kalian, 1000 #il, ff auofl gii Duiaifl itoee | ydu can stsat to Ccnji SnuHd white ki ciase 5 n'« possible ic- m a Genii Gta* 

filjatitm rims Gif 2 £ to end nf to test ItgLd It-n wter, a tep asa In to raiises Ite r-ii: rant ijwpck until to party to Sdn 11 teyjft 
litoted Jl The PncwCwsij S^ShanorWirtalc linua Fj^n'ENiftM Lor.k;lfiseiy \c,t a staling $ra#l Key and Into itaimqplrtrii 
up Use to kej to unioa in inm Gate- <t to »uBi m od tolhusu Wine' Site 9 a&@ [met rw Aitan flutei 

The Kood taltte te much luughti Eriutfij la asdnsT^ pctenlul and to duiAile assmlt otff*khi M Gilqatnesrt is ietha! Oti cwyftraig jpu cat 
Id wiirmitilE fcjteidit mf. C^t Dispel m ^ rhsrt hli a inih Blind imrrsiiteniy ta aH ul to partyiitos on to heal until i! ttreos 

Gilpreyi goa tooogn several tuntts hi i.hts sighi. Use Erpose tn w# tils oeteosemd HU tan with [teii^aiuj &o wtiite Mu d®adin 
macss uu dose .tee n( to trasss L h. 1 Stef, It3 Dismte. nrtl lv d Brea These vff affect ctefc wiin 2 tevni Ito tank Stitetea 
t or ' Boul Hffpa M p can steal to Seni« Am (Cmgi tain anil faip Artot) during ptee 4 ®id 5 tiom Gitgamesn II ypu 
eqgftofnltfTOdairyt 



FISHY DREAMS 


MOTH KING 

(???) _ 

vu 


■ ■ • Kogrrniui 

(Lowiowii/DaEan’s TTousa) 

REWARD 250grl Bacchus'sWino 
(Exlra: 500,000 flll, Rod of Faith) 


PETITlONElHnSH 
|Rahanastrenii€ Clan Hall) 

R e : w jx ? 11 > 5100 g II, M&galixit 

Tfwei a mfstenws nf it htemg in re Narrates SanEea Styt 
in to Qglr-Yctia SjrtJsea ana use to ern £ to Cerdrad junckm 
to to ZbbiBin Camas Puss iteuugh to cavwiR k to Narfeta 
Sarnsfii ii a wMsJ sscHm ni Witoring 5hms 

klmnld is fturrf m to^rty vivkfid ft\ ligptag saws to 
to kkIv .a Ite nnflt stalrtrsr M. Bna^. BsBattn, W, 
and Graik asajll to parry frcmait skftt BaGamnah y to rent 
threat, sn eliminate to rttes lid uyg av? rum ten 1st Try w cast 
Pix'SljS. ftsen iscujnnoni 1 # to Iper al a tent Hv iihpvbru id 
isrtn rei hmm m s wy iilgn nd k uses pcwsilul 

sis mads. Make suj« you main Itglto rau Prctod Shell, nf 
Haste, te an eye y 1 Ba Ganinari s -J5a6iH arid c*r Dissat at turn 
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ihs itart is Healed In The Pentad wilhiu tofitgenl Hasan Getlbg Id umrnt k mi isle semu welt £rt» lE Edge gl Haesaa and 
sfjiwito to aiatteters Hire fife tart te StScm die id to h£try Mist in to area na laods»hios ersiiiss im vfimr. tranel te to Tot Field 
01 Darsgw and ranta* k rrf to ktd ul crestoes |*tinusJ dear (M mqlkig isi tuffi mres |t you stay m me area tin loo- long, k 
erwte ate itM mspaniirq Hwa rtcfc tetri fit Edit #1 ton iton c* efsias re m aid to feutrdl! King vkuttj te waUrrg ir- 
toDeiiterottoaiBi 

Trin King shins betwer Palrag ad Mags'i. Stoic. 

iridMiig il ktimun to ptrysbl tonfc or rasga nef lli 
p&'h tip 1c and his area alMa s?u| swtefi to petyr 
itexi vi to irate totting- Use rfagtekwiiei; 
m 'flmwie ta rM'na; nsnsgt. anu era jJhyita 5 ma& 
when ten icsrsire r<, rr-^ick fep Bubble n E«fyra*. 
ifemq wOhSrfeJL 

Kopta mMks to end nr to late anerg anti to naara 
ta s?ft ‘Ml ytofi to wfeto of to rte^nnsd itieulu lalt 
its vUyer shall look id to sKfte-feffl «fptn ata knew pv 
I Ik# cam sfijne M new sllr agum. a bum shuct kue 
fry slayent haro sfoil N waamtn *n to wyirtis e'siion' 
Cra in Tprte'j #yprrljl m Mt Bw-OmiSE? snd <w* to to 
Wynn Seoul to cento d to pah StlU* to* sr^J 
vw -tutuEd la tbim to y U hidtt inside 




Basilisk |Eeh*nnih *| Prupai Ninlre o | Ginvcginui 0 
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■ - 1 - Whitecap Wench 

tBalfoniH&n pOft/The Whilecap) 

> 3000 gii Sapping Bolls 

Rugnurok 

Tire Ihhiiaap ^nir aas 101 prty re Is* dMd '.m n Tim 
ftartEL fei FN Ascent at use to to to g4 down id Sdim 
luun cun aopca «any d ( W flansfl toma te to E^tuton 
tnrtnu:-arAbva3ai fittreues! wy fee«tetoMaftedSmb to 
stmaiflilings. When lucm r s pn to promt all a to nto? nwster; 
in to m dSsappm Ttre m * naimally swurnung with Erasures, 
iolfi '15 'uan easy urdhaflCf 

Ahteysmemiif la llgfil hnm m to ting rafefer Sw fly 1*0 of to ate 
roomi Euan'i HP 15 a# is W whun it appen on m rt to hngs, 
Wikii makes to umfe fttndh sasiw 

Tk man. ices &«pija frccpsiii^ 5& piouci to yarty loom Stop 
Effete I m afso oaSitence cn to wlto pady tavs w to 
Hfutr p%i jiffand k fluttUf ws to ettea 4 ns^ry t 
* ie hi use Thunlsgj. sa futp to Rubtes Sun Brew f atwt 
thiffilK Dispel tofess at lit start MSflp, lw iihysb# 
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Montmyft wars, 'fian b cWtenge u larger m Tre Ptoc* Enta lha Pteos and use Jbe m in i eadr Sutefe Ite n*k fe m K» tan 

tow tarn teal In 10 * M you iwa edwre raw PtfesUh q( toft on ott flora tkHnft so imaDfei flit Hit wqe tfectsr 


The iftfegfc' aw iocaJilO 5(1 m»i lour tots mart eadi o< Ihn cottf rinjs. Hie rums »pflch-tac* u lira f*acmg to Orts lift bis 
JttBttfc ijf iflurtSI> l/sgtiiwra to mm uniii vm petes* is hjiiy tinted ft Slack tes By defeating Hie Kiaiura mi Uio fthtei m fte^nd 
fte dm fTi each vm Slav war ihe tense unstated to Qtte iirrtii ygu Jcne «noog|Tii> gs sums sight Tha> ej&ir* to Nag? faff in pshot 
wuu^i to QAnIt? lullv tiiwte each tittsal rd Wiflfp Hie number 0 ! Black (Ms mated is fetal 



The Magick Pot 

The Magic* Pet 100 irtsi appear* In the basement of the Pharos can he lethal It ibe parly accLdeiv 
tally attacks It while roaming the area. Give the Pal ait Elixir [or Meplmri la render il haitnless 
yau can steal Ihe Elixir heck Irom It, IhaiiQh It yen attack the Magic* Pol II will become invulner¬ 


able end sien casting very powerful spells like hare and causes late hi physical damage 


0 PHOENIX 

There is an optional boss, Phoenix, on fhe north side of Penumbra, 
To reach the hall where it resides, use the northeast corner. It is 
necessary to kill Phoenix to move down to Umbra, though. 
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tmm Mflatto Thu boss mi tiffin tint paftys MP with Fsgr, % M da Jeep k (route it The Stotajfe mm tatiwsH toeteiy 
* to end sq try nr ten If att «tn mapu. Tto fray te taito to Bccumpifi*i. flntfL teatsr if 112 Fiat and. 


Clan Cenlurio 
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doer to to Mlway wirfl fe ha «ll gs Into hfe prune ptehion -r.de often aid dad ustng in’dr afeci tes a tw to KO if 1 te* 


Thi tHSUr gtos lotqite SIIR wtoitk the Bars’ HP itonn Ki tr» laa 3 nr 10 tnn. i usb Gimoiq ITu^ la duvOte ib temi to wf’Wi^ *^1. 

defense and 11s stlatJa. The Sategy toji criangs at tna pond. It may ne laangel puaitileid go los-i&rtw 
ftepsuftnu an yixit Ifyaffe aid «qri|W Jte ywi may haw to run ,'n j.m oJ ui M m n«e altei Rcn^feei to toil an: -re ^^ 
to liOhr wnce te wfl fdrsft i ol tos ^tus mdert lime ynu 1 amto up: Al Ibis ponu. if your tWBnsait lugii rticcgli ynu iray te *te ta 
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Vaan has the chance to join a secretive club known as Clan Centurio. Their base, The Clan Hall, is located on the west 
side of Rabanastre's North End. Take a moment to visit once the party has received an introduction early in the game 
The leader of this group is Montbianc, This high-class moogle provides rewards to outstanding members ol the clan 
and also shares information on elite marks. Visit him often to see what's really going on in Ivalice 
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Being a member of Clan Centurio has its benefits. Vaan can also take on 
elite marks that only Montblanc knows about. These hunts provide valuable 
experience, loot, and are often keys to unlocking other events within the 
game. To fully explore FINAL FANTASY XII, you should try to complete every 
one of the hunts. 

Members of Clan Centurio receive a 
rank. You can view your current rank at 
any time by accessing the Clan Primer. 

Ranks are based on points earned 
and bunts completed. You receive 
points for every defeated monster 
completed bunt, and every esper that 
you acquired. Each new rank comes 
with its rewards Montbfanc always 
has a nice gift waiting and the Clan 
Provisioned stock in the Muthru 
Bazaar may change. 



CLAN CENTURIO RANKS 


RANK 

MARKS 

POINTS 

REWARD 

Moppet 

D 

□ 

Polian x3 

Hedge Krvlghi 

2 

700 

Warp Mole k 2. Teleport Slone *2 

Rear Guard 

■i 

8000 

Remedy *3, Teleport Stone x2 

Vanguard 

a 

20000 

Hj-Fotians x3, Teleport Slone t2 

H tVtLli'ii i ruor 

10 

30000 

Ether *2, Tola non Stone x2 

Wiird of Justice 

12 

40000 

X-POTiDn x2, Telepart Slone x2 

Brave Companion 

u 

TOOOOQ 

Hi-Ettier *2, Teleport Stone x3 

RisKiirgaKei 

16 

200000 

Elixir x2. Teleport Stone x3 

Paragon of Justice 

2 A 

250000 

High Arcana, Teleport Stones x3- 

High Guardian 

28 

300000 

Empyreal Saul, TciJepart Slone x3 

Knight of the Round 

32 

500000 

Megalrxtr x2. Telepart Starve x3 

-Order or Ambrosia 

45 

TOQOQOO 

Ceniuno Huros Badge Tereporf Stone *3 

■ The requirements for Quiet atAmti/osia *}$: camp fete Mi tJMls, attain 1 mitiion cfjn points, and 

1 acqvite evtty tilte in the Sky Pi tales Den (301 


In addition to the bonuses Montbfanc provides for new ranks, he aiso 
has rewards from third parties when the party achieves certain tasks. The 
achievements are focused on defeating bosses or obtaining Espers. Here is a 
list of the specific achievements and rewards. 

MONTBLANC’S EVENT-BASED REWARDS 


ACHIEVEMENT 

REWARD 

Deteal Tyrant 

1900 gil 

Dflteal I lyUrd 

2000 gil 

Defeat Humbaba Mistanl 

2100 Gil 

Defeat Fury 

2100 gil & Bacchus's 
Wine 

Deteal HeJl Wynn 

50000 gil 

Control One Esper 

Arcana x£ £ lulepprl 
Slone x2 

Control Four Espers 

High Arcana & 

Tefeoorl stone x2 

Control Eight Espers 

Gemsteet & Telepnn 
Slone *2 

Contra! Thirteen Espers 

Serpentarins & 

Tcleoort Stone x2 


ACHIEVEMENT 

REWARD 

Defeat Flans 

150 gil 

Defeat Firemanc 

200 gil 

Delict Mimic Queen 

300 gil 

Defeat Demon Walt 

GOO gll & Warp Mole 

Defeat 2nd Demon Wail 

1200 oil A Eler.tr urn 

Defeat Earin Tyrant 

1200 till 

Defeat Kino Boml) 

1300 011 fiMaltat 

Deloat Ahrimnn 

1600 oil 

Detest Mandragoras 

1500 oil 

Defeat Raittasia 

1900 oil 

Defeat Daedalus 

1000 oil 


Patient in the Desert jp 


(ty WHEN IT'S nVRILRBLE ' ^ 

This event is available alter Ihe close of Ihe new Consul 
Inauguration Ceremony. You can't complete if, Ihough, until after 
you receive the Dawn Shard. 

i!s___ A 



Complete the Dalmasca s Desert 
Bloom hunt (page ???) to begin 
this event. Speak to Dantro again 
after acquiring the hunt reward and 
he asks the party to take a Cactus 
Flower to bis wife in the village to 
the north (Dalmasca Estersand/ 
South Bank Village), 



Seme lam C la ms 


Recovering Traveler 


Semclam Clams 


Dantro’s Wife 


Smalt Phials 


DALMASCA 

ESTERSAND 


Dantro's Wife rewards the party with a Bundle of Needles for bringing her the 
Cactus Flower Exit and re-enter the village and speak to her again. She asks 
for Semclam Shells, which are found along the banks of the river. Search the 
beach in the village for Mysterious Glints, which are actually Semclam Shells 
There are two of them on the shore inside the South Bank Village, and another 
three are on the shore in the Banks of the Nebra area. You can move along the 
event with only one of them, but the more you collect, the better the reward at 
ihe end of the event. Return the shells to Dantro’s Wife. 

She then asks for ftlehralim, which Dantro should have. Hike back to Dantro's 
village to the south (Outpost). Speak to Dantro, then check the supplies 
scattered around to find two Small Phials that contain Nebralim Return the 
items to Dantro's Wife, 

Something else is needed for the poison in the patient s system The party 
must find Valeblossom Dew, which is only found along the cliffs in the Broken 
Sands area. Note that you must complete this part later in the game {during 
The Rains) when the ferry is operational. (See the "Ferryman Missing" side 
quest on page ???.) 

Upon gaining access to the northern 
area, search the Broken Sands 
section for flowering plants in the 
ravine. The party can extract a Drop 
of Valeblossom Dew from each of 
the three trees. Getting into Broken 
Sands isn't easy, as the area is full 
of Level 25 Worgen foes and a Wild 
Saurian blocks the path to Broker 
Sands from The Yoma. 

Return the three Drops of Valeblossom Dew to Dantro's Wife in South Bank 
Village, Next on the list is a Great Serpentskin, which is a reward from the 
' Marauder in the Mines" hunt (see page ???). Complete the hunt and give the 
skin to Dantro’s Wife. The traveler then needs rest. 

Later in the game, return to the village and speak to Dantro's Wife, She 
indicates that the patient is fully recovered, so speak to the Recovering 
Traveler behind the house. It turns out the person is a treasure hunter who 
has found a great treasure in Barheim Passage The treasure hunter gives the 
party the Barheim Key and mentions an entrance to Barheim in the Estersand 
In addition, the treasure hunter hands the party a reward (Balance Mote, 
Magick Gloves, or Golden Amulet) depending on how many items Dantro's 
Wife received from the player. 

The secret entrance is located 
at the Murmuring Defile in the 
Dalmasca Estersand. The Bandit 
Chief, formerly the recovering 
patient, is waiting there. The bandit 
chief mentions the treasure is past 
Terminus No. 7, Use the Barheim 
Key to unlock the Weather-beaten 
Door near them. The passage leads 
to the Esper Zalera (see page ???). 
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RABANASTRE 


Jovy the Hero ^ 



This event is available after the Consul Inauguration Ceremony, but 
you can’t complete It until after you visit Draklor Laboratory. 



The petitioners for five hunts are on the streets of Naibina. Whenever the 
party reports back to the petitioner after one of these hunts, a seeq named 
Jovy makes a rather curious appearance. His intentions are very unclear. 
Complete the following bunts: 


MAI DIIIA C/IBTBFPP 


* 17.‘Trouble in the Hills" 

* 18. “Adding Insult to Injury'" 

* 24. “The Creature Collector" 

* 25. “Dead City Watch” 

* 39. “Carrot Stalk"' 



After completing these hunts, track 
down Jovy in Naibina Town's West 
Ward He’s always on the move, 
which can make it a little difficult 
to find him. Speak to him to learn 
about his new hero and to receive 
an Elixir and a Kno! ol Rust. 


Kljn’s Road to Improvement 

This event will take place after the party returns to Rabanastre from Barheim 
Passage. 

Ktjn the Viera is sitting mid-way on 
the stairway leading to the northern 
part ot the city, in the Bazaar area. 

She will start asking questions 
as soon as the party talks to her 
Note that there is a parameter 
set involved in this conversation. 

Her questions are given once per 
scenario block. If the party fails 
to answer every question after 
receiving the Treaty-Blade, she 
will ask the next question every 
15 minutes. The questions and 
parameter points follow: 




QUESTION 1 

Is the city not wonderful? I still lose my way on occasion, but I have come to 
know some of her walks and alleyways. 

But the land, I cannot hear it... Should this not trouble me as a viera? 

A: Yes, you should be ashamed. (+1) 

A: No, don't be silly, (-1) 

QUESTION 2 

I knew my choice would bring hardship, yet... 

A: You should’ve thought it through, (+1) 

A: Things will get better. (-1) 

QUESTION 3 

All this time my sister has been making her way through the world, while I 
lived in the sheltered peace of the Wood 

I would be as she is. Do you think it possible? 

A: Sure, if you put your mind to it. (T) 

A: I don't know your sister. (0) 

A: it'll never happen. (+1) 

QUESTION 4 

Perhaps it would be best if I. too. became a warrior like my sister 
What do you think? 

A: i think it's a good idea. (+1) 

A: lam not sure, (-1) 

After the fourth question, she thanks the party and leaves. 

KTJN’S PATH 

1. +4 => Training at the bottom of the stairs of the clan headquarters, 

(Reward; Platinum Sward) 

2. +3 => Doorkeeper in front of the Clan headquarter. 

(Reward: Paramina Crossbow) 

3. -4 => Shopkeeper in Migelos shop. (Reward: Firefly) 

4. -3 => Barker for Migelo’s shop. (Reward: Fuzzy Miter) 

5. -2 to +2 => Roaming about Rabanastre. (Reward: Ether. HPPotion x3) 

A Northern part of the city, opposite of the Gambit shop, 

B. Bazaar, sitting 

C. Northern part of the city, outward exit from the bazaar 

D. Airship terminal, chatting with the bangaas 

Ktjn randomly appears in these locations and will remain in the same area 
while the party stays in Rabanastre. When the party exits Rabanastre, Ktjn 
will appear in either of the four locations. Loading your game will refresh 
Ktjn's location. Ktjn will give the party a reward according to the path. 























BHUJERBA 


The Seven Sisters 


"V 


^ WHEN ITS RVRILRBLE 




This event is available atter escaping Sarheim Passage and 
returning to Rabanastre. You can't complete It until after you visit 
Draklor Laboratory. 


Speak to the Chief Steward while traveling between cities by way of the 
Leisure Craft. AnnandRandearedeepin conversation when Vaan interrupts. 
Ask about Rande when prompted. A conversation begins that leads to a 
challenge. Rande proposes that Ann and her sisters collect flowers for 
mother’s name day and she wants Vaan to inform the other sisters of the 
conditions. He then promises to leave her and her sisters alone if Vaan can 
deliver the message to all of her sisters. There are seven ships and seven 
sisters split between them. The chief steward gives Vaan Ann’s Letter 



To complete this quest, you must book flights choosing the leisure craft 
option. Each sister is on a different route. The order doesn’t matter, since the 
next sister in line always appears on the new route as long as Vaan hasn't 
already delivered a letter on that route. Deliver all of the messages to the 
sisters to receive a Ring Df Renewal. The seven flight paths are: 


1, Bhuierba to Balfonheim 

2, Bhuierba to Rabanastre 

3, Balfonheim to Archades 

4, Balfonheim to Nalbina 

5, Archades to Nalbina 

6, Archades to Rabanastre 

7, Nalbina to Rabanastre 


r 


v 






J 



Complete "The Cry of its Power” 
hunt tor Pilika in Bhujerba’s Khus 
Skygrounds, then talk to her again 
after getting the reward, ft seems 
that she has forgotten her diary on 
the second floor of Clio’s Technicks 
(south end of the city). She then 
gives the party a Merchant’s 
Armband, which must be worn to 
enter the shop's second floor. 




CHo's Technicks 


Enter the shop and search the raised floor on the left to find Pilika’s Diary in 
the large bookcase on the wall. You may then opt to read the diary, Reading 
the diary reveals a second pet that is loose in the store. Return the diary to 
Pilika and she asks if you read it or not, Choosing the “Read if option causes 
Pilika to reward the party with a Kilimweave Shirt, If the player answers 
Tve done nothing 11 after reading the diary, Pilika rewards the party with a 
Shepherd's Bolero Whether or not the player has read the diary has no 
bearing on the outcome. 


Making Sunstones 




<4* WHEN IT’S RVRILRBLE 




This event is available after escaping from Leviathan. You can 
complete this task an infinite number of times until the end of the 
game. 

_ Ji 



Masyua needs help making 
Sunstones in Giza Plains' Nomad 
Village. Visit her and inquire about 
the stones to receive a Shadestone 



Dark 

Crystal 


Masyua 


Dark 

Crystal 


GIZA PLAINS (THE DRY) 



Check the map of Giza Plains. 
Exclamation points indicate the 
locations of Dark Crystals that have 
enough energy to be harvested. 

Find them and hold the Shadestone 
up to the Dark Crystals to fill it with 
energy. Keep visiting Dark Crystals 
until the Shadestone transforms into 
a Sunstone. Return the completed 
Sunstone to Masyua for a reward. 
High grade Sunstones are worth 200 
gil. two Potions and a Holy Stone 
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Hidden EspersJ^ 

There are 13 Espers scattered throughout FINAL FANTASYXH, You can find five of them In the main storyline, but it takes a little extra work to 
find the other eight Espers. 


Timing: After Judge Bergan has fallen 

4 

Ze ramus 

OpNonal, P 54 

Timing: After the Sal Ilka wood Gate is lixed 

$ 

Exodus 

Optional, p. 55 

Timing. Alter visiting Archades 

($} 

Chaos 

Optional, p. 52 

If 

Shemhazai 

Story, p, 47 


Timing: After receiving the Treaiy-8lade 

f 

Ultima 

Optional, p. 56 

~Wl .m i 

<*? 

Zocfiark 

Optional, p. 57 


Hash maf 

Slciry. p 48 


Famfrit 

Story, p. 49 


Timing: Game Star! 


Bellas 

Story, p 45 

Timing: After receiving ihe Dawn Shard 

> 

Adrammelech 

Optional, p, 50 

& 

CPchulainn 

Optional, p. 51 


Zaiera 

Optional, p. 53 


Mateus 

Story, p. 46 



Adrammelech is the easiest of the optional Espers to obtain. Its lair 
Afhroza Quicksands, is within Ihe Zertinan Caverns and ft is accessible 
irom Qztnone Plain. 


39 

39630 


Pebble, Capricorn Gem. High Arcana 
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Adrammelech is a flying creature, so come equipped wilfi ranged weapons and 
magick. Ice is particularly elective. The boss is not alone, though, as Shambling 
Corpses appear throughout the fight. Let Ihem appear and use either Blizzara or 
Blizzaga la damage Ihe boss and hopefully eliminate the lesser enemies in the 
process, Adrammelech uses a Thundaja attack that occasionally causes the Slop 
affliction. Make sure the party has plenty of Chronos Tears or Remedies (with the 
Remedy Lore 3 license). Keep Shell up 1o reduce magick damage and bombard 
the boss with Ice while trying to keep the Shambling Corpses under control. Try 
to keep al leas! one person focused on inflicting damage to Adrammelech, while 
the others handle the Shambling Corpses. Keep Ihe lesser enemies in check; 
don't hesitate to use a Quickening if the first group gets wiped out. 


ADRAMMELECH.THE WROTH 


































































Scorpio Gem, Eli*ir, High Arcana 


Pebble. Gemini Gem, High Arcana 


This Esper is located in Ihe Garamsythe Waterway s No. t Cloaca under fiabanastre. Gelling there isn't easy. Von must first 
complain the “Waterway Haunting" and test in the Pudding" hunts to open the way and obtain the Sluice Gate Key. 

With the path open and key in hand, head down to Central Waterway Control Use the Sluice Gate Key la activate 

the waterway controls In a specific order, which reveals the path to _ _ _ _ 

Cuchulainn Follow these steps: -Mi - -ii. J 

mrjj m 

1. Begin by closing the No,3 and ISfai0 controls in the ^ j * . 

Central Waterway Control, - ^ ^ - - 

2 . Enter the No,3 Cloaca Spur and use the No.1 South ■* * * * _ ■ 

Waterway Control at the end, * 

3. Return to the Central Waterway Control and open No.3 ' -,£ J ^ 

and No. 10. ... rfjfS* * 

4. Close No.4 and Np.11, then enter the No.4 Cloaca Spur 

and use the IVo.l North Waterway Control _ _ _ ,h * 

5. Return to the Central Waterway Control again and open 
No 11 and close No,3. 

6. Enter the No, 1 Cloaca and find the boss at the low point on the south end. 

Save your game before fighting the boss, fa 


LEVEL 


STEAL 


This is a very difficult bailie, since (here s a constant HP Sap effect on the area that you can't 
dispel or block. For this reason, it's best to wait for Curaja to become available before challenging 
this Esper. 

Dispel Ihe boss immediately and set two of the characters to heal with Curaja while the other character 
attacks Make sure at least one character has a Black Belt equipped to block lire boss's Disable attacks. 
Make sure this character also has an Estma gambit lo tree anyone who gets allected. 

When the Foobars loin the battle, use Firaga to defeat them. Ciichulainn likes to use InvBri lo quickly 
wipe out characters, invert resembles an inslant death spell, as HP Sap rapidly drains HP Revive the 
victim quickly and immediately trigger a Quickening to turn the battle In the party s lavor. 


The quest to obtain Zalera requires that you complete the Patient 
in the Desert event to get the Barheim Key. Enter Barheim Passage 
from the secret entrance In the Dalmasca Estersand and wind through 
Ihe tunnels lo Terminus No, 7, The path isn't an easy one, as 
many powerful undead creatures appear along the way. This 
is a greal opportunity to level up, but it is also very dangerous. 

The paih through the Zeviah Span seems to be blocked near 
Ihe soulh end. Check ihe west side tor an objecl that can be 
pushed over lo create a pa lb down lo West Anne*. West Anne* is 
Ihe most challenging area on the way lo Terminus No. 7, as 
the undead appear in groups. Save in Terminus No J Adjunct 
before facing Zalera. 


LEVEL 


: STEAL 


This is a very unusual battle. The five-minute timer in this light really puts things into 
overdrive! if the timer reaches zero, Ihe party is ejected from the battle, which means 
starting over from scratch. 

Another aspect ol ihe fight revolves around the Dead Bones that join the fracas, Zalera is 
immune to physical damage whenever a Dead Bones toe is on the field. Kill all ot them 
when they appear, I hen focus your attacks on the boss. 

Check the levels ot your party members before ballling Zalera. Zalera can cast Lv. M 
2 Sleep, Lv. 3 Disable, Lv. 4 Break, Lv, 5 Reverse, and Prime Lv. Death, These M 
attacks not only affect those characters with a level divisible by 2,3,4, or 5, but also I 
Lhose of prime numbers. Enter the bailie and dispel Ihe slalus sheets on Zalera, I 
Ihen defeat the first set ot Dead Bones so that Zalera is vulnerable. When the Dead ] 

Bones appear again, quickly dispatch ihem. As Zaleras HP gels low, he starts " 
casting Sleepga, Stop, and Death. Prepare accordingly. At the end, right belore 
the timer runs out. use another Quickening even if thal character is the only one with 
MP. You can also replace the parly with fresh members al this point for a larger, nr 
additional. Quickening. 
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-ibra Gem* Elixir. High Arcana 


*« 1 




Return to Mt Bur-Qimsace anti speak 10 the Acolyte at Ihe base ol the 
stairs leading Into the Halt ot the Light. He Instructs iMe parly Id seek 
out a "greater power 1 1n the Stilsiirine at Miriam using the Stone of the 
Condemnor lhat he presents to Ibem. 

Enter the Stilshrme of Miriam and activate the Way Slone al the south 
end ol Ward of Measure. Use the Slone oi the Condemnor at that point 
to travel to the Throne of Veiled Gods where Zeromus awaits. 


STEAL 


All maglcks are disabled in this bailie, so the party must rely an 

physical attacks, healing items, and technicks. Change all healing gambits so they use items such as Phoenix 
Downs. In fact, it's best to equip Pheasant Netsukes and use Phoenix Downs to restore fallen allies 
rather than using potions. Wilh the augments increasing ihe effectiveness oi Phoenix Downs and the 
accessory, a party member can fully restore a downed ally, which is far more effieienl. 

The bass begins with Reflect (nullifying motes), Protect, and Shell. You cannot dispel these 
effects, so they will be active tor the entire bailie. The buss is also joined by Dark Lords, 
which makes things more difficult. 

ygf 

Bring in a melee party, since magick is disabled and use heavy armor and weapons. 

Shields are a huge help, too. Keep the Dark Lords in check throughout the entire battle, 
as they can become a nuisance if you ignore them. In fact, make them the priority and 
only fight Zeromus when the area is clear. Use a Quickening to help level the Dark 
Lords initially, then use it again whenever the need arises. Keep fighting them to 
rapidly build a combo. They will eventually drop bonuses, which can restore the 
party's HP and MF. This is a great way to keep everyone healthy and build more 
MP for more Quickenings, 


Visit the Mosphoran HJghwaste and stop at the Babbling Vale. There are two 
important conversations here. The first one lakes place with the Learned Man who 
explains what has happened to the shrines* The second conversation is with the 
Caravaner south at the shop, which reveals a hidden path and a wild chocobo in 
Ihe area. 

Begin by touching the Shrine at ihe Soulfo Wind (Babbling Vale/Soulh) to raise the 
first set of lioatweed. Proceed northeast to the Rays of Ashen Light and took for 
the Wayward Chocobo at the north end* Feed it a Gysahl Green and travel south 
to Empyrean Way. Look tor a floatweed path to the right of the entrance (marked 
on the area map). Continue all the way to the end and pass through Ihe grassy 
chocobo area to Skyreach Ridge, Continue toward Ihe west ridge of Ihe Babbling 
Vale and touch the Shrine of tbs West Wind. Knack aver the Weathered Hock next 
to ihe shrine to return to the camp. Revisit the Shrine of the Northwest Wind, next 
to the Learned Man, and touch it. 


LEVEL 


STEAL 


This boss uses Relied quite often, so beware oi casting magick against it. Always make 
sure you dispel Reflect before attempting any sort ol magick attack, or use Opal Rings to 
cast through Ihe Relied. This Esper can also cast two very powerful spells: Flare and Scathe. 

Keep the party separated and Decoy the leader to ensure these spells cause as little damage as 
possible. Another option to use in this situation is Shell. Note also that Exodus can randomly inflict 
Stop by using his regular physical allacks. 

Moms are locked in this light, but Thai shouldn't be a problem. Focus on physical damage and 
lechnicks like Souleator and itiOO Needles. Use Expose to lower the boss's defense throughout the 
light, so physical attacks and technicks inflict as much damage as possible. Near the end of the 
battle, the boss creates a Rating (hat makes it immune to physical attacks. This is when Dispel 
and Oarka come into pJay. Keep a close eye on Exodus and make sure Reflect is dispelled, Jm 
Ihen bombard It wilb Darka to finish it off. Otherwise, wait for Ihe Paling to fade and finish it "' ;a 
otf with a volley ol physical allacks. f 


i 
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CHAOS, WALKER OF THE WHEEL 






The Attach command is disabled in litis battle, which lorces the part/ to roly on magicks and 



Gem, High Arcana, Megalhcir 


technicks. The Chaosjets I hat accompany Chaos will cast Silence, so ego ip Rose Corsages 
to negate this, or set up gambits with Echo Herbs. 

Make the tour Chaosjets (Afr f Earth, Fire, and Water] the primary largets at the start of 
the battle, Use Soulealer to really pul the hurt on them. Have two characters target 
a Chaosjet with Sou lea ter while a third character restores everyone's lost HP. Using 
this technique, it's possible to quickly eradicate all four Chaosjets. Otherwise, use 
Aeroga to defeat the Earth Chaosjet and Firaga to eliminate the Water Chaosjet. 

The Air Chaosjet is weak to earth elements, while the Fire Chaosjet is weak to 
water elements, but technicks work best on I hem both. Additionally, you can try 
to hit them all wilh a non-elementai area-ol effect spell such as Scourge, Bio, or 
Scathe. 

It s also important to note that Chaos will absorb Wind-based attacks! When the 
four Chaosjets are history, M s time to tocos on Chaos. A combinalion of Bio and A 
Souleater work very well against the big guy, m 


The quest tor Ultima takes the party back Into the twisted path of The Great Crystal below 
Glruvegan Bogin ai Way Stone VIII and trek up to the Scorpio Gate Stone. Hit the switch and 
go back down to Way Stone VfIL then torn right and head up to Way Stone IX. 

Pass Way Stone XX, taking either the IbR or right path on the opposite side to reach the Sagittarius Gate 

Slone Return to Sagittarius Gates 1 & II. You can go in either direction, hul lor purposes of this walkthrough, choose Gal 

I, which leads to Way Stone XI Go ahead and use the slone 

Take the rising path to the Gemini Gate Stone Flip the switch and lake the next rising path. Bypass Gemini x 

Gate 1 on the right and continue in Gemini Gale ft Fallow either of the galeless paths beyond Gemini 

Dale II to Way Slone XV end use Ihe device ^ U 

Fallow the center path from Way Stone XVI up to the Libra Gate Stone. Use the switch, theft /Li 9 6 

backtrack to Way Slone XVI and take the path on the right Id Gate Libra I deactivate it, * jU jtt ? M 

then continue up. Teke the rising path on Ihe tell at Ihe neil piatiurm to Ihe Capricorn _ 

Gate Stone Flip Ihe switch and backtrack down. Ihen go right to relum to Way Slone ^ c t 

XVI Use Hi b sinking path on the opposite side to find Gate Capricorn I and the Virgo Gate 

Stone. Toss the switch on Ihe stone and backtrack to Way Stone XV! again. Use the 

conter path lo go to the next platform then take the leti or right path to reach Gale Virgo 

I or II Pass through Ihe gate and go to Way Stone XVII to teach Ihe last area. Save your TJUjD 

game al ihe Save Crystal jusl ahead The center path loads to Ultima! * 


Dispel Ultima at the slart of ihe battle. Her attack pattern is simple, as she uses physical attacks at 1 A , 

close range that cause moderate damage. This is accompanied by an occasional blast of Holyja. The f ™ 

Holyja magick causes heavy holy damage, so While Masks are a huge help since they absorb holy // jf 
damage, Holyja sometimes leaves a Reverse status on characters, so beware ot group heals. One * j 
Curaja could wipe cut the entire party. Keep healing manually or be ready to interrupt any heals f 
after a Holyja attack. 

The real challenge in this battle is the shitting bailie conditions. It begins with HP Sap, then switches 
between MP Sap, No Attack, No Magick, No Technicks, No Items, Magnetic Field, and then it repeats from 
HP Sap. Keep these conditions in mind and prepare for them, Make sure everyone has plenty nf HP before 
the HP Sap hits. Use a Quickening prior to every MP Sap field (since il makes MP worthless) and prepare to 
heal with items. Recover MP quickly when the No Attack field begins and heal the entire party. Utilize physical 
attacks and rely on Items to heal while the No Magick field is in effect. The No Technicks bailie condition / 

realty shouldn’t be a problem, white the No Items condition is a blessing and a great opportunity t o 

cause serious damage to Ultima, The Magnetic Field reduces damage and slows down the party 
down. Gel everyone healed at ibis time and prepare lo start the loop back at the beginning. 

When Ultima is low on health, she begins using a beam attack that causes massive damage to one character. 

This Is very difficult to overceme. Try to finish her off before she overwhelms your parly. 
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Serpen lari us. High Arcana, Megalixlr 


Talk la Geamancer Yugelu in Jahara attar the party 
linds at least 10 Espers. Yugelu then unlocks Ihe 
path within Ihe Hentte Minas that leads to Zodiark. 
The path is just north of the Staging Shaft in the j 
Ore Separation room. The crystal in the 
Sieging Shaft is the closest save point to 
Zodiark. so use II! The palh to Zodiark 
is very difficult and tricky to navigate. 

Keep Float on the party at all limes to 
avoid traps. I 


Check the west end ol the middle 
path in the Phase 2 Dig area to find a 
note on Ihe ground. The note makes 
mention of a hidden slash some¬ 
where in Henne Mines. The slash is at 
Ihe north end of the Special Charter Shaft 
in the longest shaft visible on the area map 


LEVEL 


STEAL 


To prepare for this fight, ensure everyone has a Blsdcl TV Wf JV 

Mask equipped. Enter the battle with only one character J ^ A if 

and everyone else in reserve. The reason tor this is that \ P | 

Zodiark always begins Ihe fight with Darkja and Ihere's now /JV ■ II K i 

reason la expose Ihe entire party la it Lei one character lake \ [rl( fl H IK . f 

Ihe hit. (hen bring two more characters into Ihe battle. K> Jj 1 

Zodiark uses Reflect. Protect. Shell, and Haste Qispel them V ' _ ' 0 fl 

immediately and be ready Lo Dispel them again throughoui the W ^ ^ J 

entire bailie, ^yj*i 

The bosss big attack Is Darkja, which it uses Irepenlly. This powerful J™ 

attack causes lots oi dark damage and it lias a good chance ol instantly * |f lT ,K 

killing its victims. This attack will wipe out your party on occasion. There’s ; W 

sImply no way to avoid It, but Black Masks can help "fr KJ* 

Ths trick in this light involves how you read and recover niter Darkjs is used. Bring in the reserves and immediately restore the downed allies with Phoenix Downs or Arise. 
The reserve members can pul up a fight tor a bit. hut chances are they won t be as powerful as the primary parly and will quickly fall Switch to the main party and immediately 
restore ihe reserve party with Phoenix Downs {expect to do this often), fl becomes oven more critical near the end o! ihe bailie when Zodlarks attacks are extremely powerful 
and Darkfa ton T Ihe only threat. Keep ihe party moving and a fair distance from each other to prsvea! Scathe from hilling all of your characters. 

The ISrst hall of the light is pretty simple. Cast Berserk and Bravery on a physical allacl specialist and watch him go to wait. If you have weapons with the holy element, be 
sure to use them for now, A powerful fighter can hil tor 9999 HP of damage at high speed with Haste and Berserk in play. 




The tight gets complicated when Zodiark loses about half of its HP: When Ibto occurs. Zodiark begins casting a Magick Shield mat makes It immune to ms 
away with physical attacks for the time being. Try to keep Zodiark dispelled but the Magick Shield occasionally makes this Impossible. 


Keep pounding 


As the doss’ health starts creeping closer to one-fourth of its total, Zodiark wilt start to use a skill called Shift which changes ils elemental weakness. Replace your holy 
element weapons with non-elemenlal weapons. This to also your queue to start a Quickening You can end Ihe fight here with a large Quickening chain and save yourself 
some grief with what’s coming alter Shill. II the Quickening doesn't finish Zodiark oil. or if you miss your window, ii uses a Paling and a Magick Shield. This means lhat kl will 
alien be completely invulnerable. While ihe Magick Shield goes down lor extended periods, the Paling only ever goes down tor a second m less Alter this point, physical 
allacks against Zodiark are not an option and it has only one randomly changing elemental weakness. What to da? Time to pul Scathe and the oilier non-elemenlaf spalls to 
good use, Although Flare also works, avoid using It due to ils significant recovery lime. One Hung you need to be extremely careful shout to Reflect Dispel it off of Zodiark 


as soon as he casts it. If Ihe Magick Shield is up while it has Ihe Reflect status sit back and heal up while you wail it out You deni want your awn Scathe wiping out your 


parly. 


As ihe boss's HP gels lower, Zodiark s attacks grow faster and mare powerful. 11 also casts ttofkja much more often, Be fight really gels dangerous when the boss's HP is 
almost gone Take it slow and steady and he will go down eventually. 
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Cactaur Family 


DALMASCA ESTERSAND 



Matriarch 


Tchigh 


Dantro's Wife 



WHEN IT’S RVRILflBLE 


This even! is avaUable after receiving the Dawn Shard. 


You can start this event after completing the Dalmasca's Desert Bloom hunt 
and delivering the Cactus Flower to Dantro's Wife in South Bank Village 
(Dalmasca Estersand). Tchign in South Bank Village says his dad, the ferry’s 
pilot, is missing The Village Elder requests that Vaan go with the boy to the 
Morth Bank Village to ensure his safety. 

Speak to Ruksel at the Worth Bank Village to make a new Flowering Cactoid 
appear. The cactord f s eldest son. Dram is missing. The party automatically 
returns to the South Bank, 

Speak to DanWs Wife about the Cactus Flower, then check behind her hut to 
find a flower in the ground marked "Oran?” and inspect it. Return Dran to the 
Matriarch by speaking with TchigrL 

Dantro gives the party 1000 gil and some Wyrmlire Shot The ferry is also in 
running order now. so the party can cross the river at any tjme, 



Bhujerban Madtiu 

m 



A famous liquor known as Bhujerban Madhu is in short supply. Fans of the 
popular drink are willing to pay handsomely for a bottle (1000 gil). There 
are 14 bottles of Bhujerban Madhu hidden throughout the city: one bottle is 
concealed in every section of the city. There is also a willing buyer somewhere 
in the same area where a bottle is located. You can sell the bottles to any of 
the buyers in any order. You can also sell any number of bottles to the same 
buyer. Here’s a list of the bottles and buyers in each section of the city. 




Q BHUJERBAN AERODQME 


0 RITHIL S PROTEGTIVES 



Few/ on a stack of Bttujerban rm> sitting on 

lug&ffi atmeendof Ifte mf mi ft? an imperial 

ttw hall across from the luggage, 


Inside the cabinet next fbe efdorty Shop CM 
ft? (be counter. stanrfmg by the counter. 


0 TARGE’S ARMS 


O WAIT'S MAGICKS 



Check between (be weapon Lady on Stic tower level 
cases on the upper tevet. talking to a silting man 



Silting amongst the 
bottles and vases in 
Hie raised portion of 
die shop. 


TheBbujeftm Gut u 
standing next in liw fabk 
where the bottle $ fount} 




























































0 TRAVICA WAY 


0 KHUS SKYGROUNDS 0 CLIO’S TECHN1CKS 0 BASHKETI’S GAMBITS 



tnsrde a txnc between Shop Clerk standing On a bookcase on the SeeQ Shop Clef kin 

the counter ah&ite fa tlwmim otitis fat upper iwd. 

staffs , nm 



Found on the street mtto Bbuiarm fasting on Bn the box with 3 Woman leaning on the 

a Stmt KM md young rm thewatlacrossfrom moogteneurtotha outside wsti across 

oo the southeast end Mari's Mafficks Street vendor Jrom the Simt Vendor. 


o MINER'S END 



Resting m the crates Lhusu Miner at ttv 

n&t to Sashkelis southeast end of 

Gambits. the area talking to a 

moogfa 


<p» THE CLQUOflDRNE 



Sitting on the stipe ot the Magvwhofc silting 
me Closest to the bar. between the tavern 's em. 


® THE STARAS RESIDENCE 

■mia 

Hidden between the lWay who is standing tn 

dressers to the right of the middle of the home, 

the enhance. Note that you cannot sett 

themujerban Matfhu 
to tim until you haw 
completed the Mtlm 
hunt. 



$ CLQUOBORNEROW 



On the stacked torn* Cloudtmne Patron 

tn the alley below the across the shear from 
Siams Residence. The Ghtudbome. 


flcl KAFFTERRACE 


^ LKUSUSQUARE 




DALMASCA WESTERS AND 


RABANASTRE 


Rimial 


Northon 


LOWTOWN 


Earth Tyrant Extermination^ 


Neit ro the bhieSmt 
at the too of the starts 


Bhui&ban lady 
standing near the edge 
otter turning left tiam 
the base of the sms 


On the edge oilhe pool 
before the entrance to 
Lhusu Mmas 


The miners next to the 
Seeg Sired Vendor at 
the top attire stairs. 


TREASURE TABLE 

Normal w/D famond Arm Id Equ Ip , 

No. 

App.% fl ii% 

It pH 

m 

50% 

Oil 

90% 

!D% 

1 

65 s 1 

30% 

*110 

PdIIqo 

Onion Arrow 

-1D0C 

Knot orflusl 

| HhEllWl 

2 

65% 


-120 

PdIHHS 

Water Motor 

-1000 

Knot or ft us! 

Hi-fllrnr 

3 

65% 


-130 

PollOT 

Potion 

-1000 : 

Knot or fl us’ 

Hi-EUWf 

4 

50% 

IDO% 

10 



50 



5 

65% 

30% 

-150 

PollOn 

Onmn Arrow 

-1QM 

Knot of flusl 

Hi-tllifif 

6 

65% 

30% 

-160 

Potfw 

Phoenix Down 

-1000 

Knot ofRusi 

B.iLknr-r Mole 

t 

70% 


-70 

Pulam 

Remedy 

■500 | 

Knot of Rusi 

HJ-EHht 

3 

70% 


70 

Hj-Pdltoii 

Hl-Palwn 

-500 

Knot oi Ouoi 

Hl-Ettier 

9 

70% 

30% 

-70 

Potion 

Hofy Mote 

-500 

Knot of Rnsl 

Hasleqa Mote 

10 

70% 

30% 

-70 

Polian 

Ether 

- 500 1 

Knot of Rust 

Hi-Ether 

11 

70% 

30% 

-70 

Potion 

Remedy 

-50P i 

Knot ot fltrcl 

Hi-Ellwr 

12 

70% 

30% 

-70 

m-Poton 

{Jnroo Shot 

-500 

Knot of Rust 

HJ-Ettiw 

13 

70%, 

30% 

-70 

HMtoton 

Hl-Polion 

-500 

Knol ot Ruti 

Elixir 

14 

70% 

75% 

-600 

Remedy 

Onion Boils 

-2000 

K110I o! Rusl 

Hasten Mote 

15 

50% 

35% 

-400 

Pol ion 

Hasioga Mole 

-1600 

Knen til Rust 

Elluf 

16 

65% 

35% 

-50 ! 

Hl-Potiun 

Hi-Polion 

-500 

Knol ol Rust 

HPlIher 

17 

65% 

35% 

-SO 

Potion 

Etimt 

-500 

Knot ol Rust 

Ht-Eiher 


TREASURE TABLE 

Normal 

w/Di am and A r m 1 el Equip, , 

No. 

App.% gLI % 

It gll 

50% 

50% 

gll 

90% 

10% 

15 

65% 

I 35% 

-aa 


Renmdy 

gPQ 

Kfioi ffl Rust 

Hp- Ether 

19 

65% 


-00 

Hi-Potlon 

Plujtfiiu Down 

-500 

Knot oi Rust 1 

Hi-Elher 

1 20 ' 

65% 


-00 

Potion 

ftfinMidy 

-500 

Kiwi ol Rust 

Me-Elher 




-100 

EtH HfPotion 0; 

Ether 

-500 

Kiwi al Rust 

Elmn 

22 

66% 

30% 

-90 

H^Pollon 

Hk-Pijticm 

■500 

Knot 01 Rust 

Hi-Elher 

23 

66% 

30% 

-90 

Hi-Potian 

Hi-Polion 

-500 

Knot ol Rust 

EIIkIi 

?A 

65% 

30% 

■90 

Potion 

Renwdv 

-500 

Knot ol Husl 

Hi-Elher 

25 

68% 

30% 

-90 

Potion 

Ether 

-500 

Knot at Rits| 

HhEilnof 

26 

63% 

30% 

-90 

Potion 

Renwdy 

-500 

Knatol Rusl 

Hi-Elher 

27 

63% 

30% 

-90 

HhPotion 

PiiDBnln Down 

-500 

Kant ol Rust 

Hi'Elher 

26 

63% 

30% 

-350 

Potion 

ReJiwdv 

-2000 

Knot al Rust 

BUT 

29 

63% 

30% 

-90 

H^Pollon 

PfiDffnlx Down 

-2000 

Knot al Rust 

Eltelr 

30 

65% 

30% 

-too 

Pollan 

Balance Mirk- 

-1000 

Knot at Rusl 

Holy Mole 

31 

65% 

30% 

-too 

Potion 

Onion Shot 

-1000 1 

Knot of Rnsl 

Holy Mote 

32 

65% 

30% 

-120 

Polion 

Elhar 

-1000 

Knot of Ft ns! 

Holy Mate 

33 

65% 

30% 

-200 

Portion 

Ponon 

-1000 

Knot of Rusi 

■ ■I Etnnr 

34 

65% 

30% 

-IDO 

FtHton 

Echo Itertis 

-1000 

Knot of Rust 

X'Polion 















































































Find a creature named Rimzat at Rabanastre's Westgate. He was sent from 
Archadia to study the sandstorms of the Dalmasca Westersand, but the 
storms' violence makes such study impassible. He requests that the party 
gather information within Rabanastre on his behalf. 

Check the Southern Plaza for a man named Cotze. who is sitting atop the 
fountain. Speak to him to learn about a man named Northon near Storehouse 
5 in Lowtown. 



Shimmering Horizons. Inspect the 

Wind Globe. 


Locate Northon in the North Sprawl 
of Lowtown. He claims that you 
need a Wrndvane lo get through the 
storms. The Windvane that Northon 
and Cotze once used was split into 
two pieces: Northon s haJf is in a 
dead-end section of the Westersand 
with Giant Dynast Cactuses, 

The Dynast-Cactoids are found in the 
secluded section of the Windtrace 
Dunes, which is accessible from 
t-Cactoids in the area to find the 


Return to the West Gate and speak to Northon, Cotze and Rimzat, They 
mention a strange egg in the desert and give the party a completed Windvane, 
Travel to the Wyrm's Nest in Dalmasca Westersand to face the Earth Tyrant, 




N ALBINA TOWN 


ARCHADES 


July the Streetcar Jp 


This event is available after receiving the Dawn Shard. You most 
complete the first half of the event, the portion in Nalbina, before 
the story moves to the Mosphoran Highwaste. You cannot complete 
the event until the party visits Archades, 





Two imperials stand guard in 
Nalbina Town al West Barbican, 
blocking access to the Mosphoran 
Highwaste. A woman, July, spies 
on them from nearby. Approach the 
imperials to discover Gibbs doesn't 
fike chocobos. 


intervention and asks them to visit her 


Cross the area and rent a chocobo 
from Gurdy for 300 gd Ride the 
chocobo over to Gibbs and Deweg, 
July thanks the party for their 
in Archades later. 


Visit Charlotte's Magickery in the Molberry district of Archades when the area 
opens up. July then presents the party with a Safamand Halcyon for their 
assistance earlier. 


Viera Rendezvous^ 



A Viera at Rabanastre's Southgate, 
near the chocobo stable, is seeking her 
soul mate. Talk to her and she walks 
off into the city. 


Follow her into the Southern Plaza 
and look for a Lovestruck Man at 
the fountain. Speak to him and he 
mentions seeing the Viera, who was 
headed to East End. 



Viera's 2nd 
position 


Yamoora’s 

Gambits 


Viera's 1st 
position 


Lovestruck 

(Vtan 


RABANASTRE 


Actually, she has wandered aver to Yamooras Gambits In North End, Find her there 
(Wandering Viera) and speak with her again. She mentions getting a drink and 
leaves the shop. 

Travel back to The Sandsea in East End 
and look for her on the second floor. 
Speak to her again and she asks if you 
might know of someone who feels 
strongly for her. 

Return to the Southern Plaza and 
speak to the Lovestruck Man again. 
Agree to help him, return to The 
Sandsea, and tell the Viera about the 
man’s feelings. 

Run back to the Southern Plaza once more and look for the duo near the fountain, 
Speak with them to receive a Loxley Bow and two Hi-Pet ions 



Nabreus’s Medal 



Roh'kenmou is visiting Old Dalan in Lowtown and he's looking for a medallion 
that was split Into four parts. Old Dalan has one, which he automatically 
returns to the man. The second part was given to another person, while the 
third and fourth parts were hidden. 

































































THE DULL FRAGMENT 



The man who had the object and split it in four parts used to live in the North 
Sprawl, but the house is vacant now. Go to the North Sprawl and enter the 
Private Residence where Deeg was hiding (Deeg from the Waterway Haunting 
hunt) and speak to him. Note that you actually need to complete the Waterway 
Haunting hunt before you can speak to him. He mentions a letter on the 
table from the previous owner. Read the Dusty Letter to learn that a valuable 
item was split into four pieces and hidden. The location of the first piece is 
mentioned in the note: “Stop the water's flow, then lose it once more. East 
Southeast East Southwest Southeast I pray that it rest there undisturbed/* 



Talk to Deeg again. He mentions 
the letter sounds like It's talking 
about the waterway gates, but 
they require a key. He remembers 
a moogie running around talking 
about a key. The moogie in question 
is Sorbet (petitioner for the Lost in 
the Pudding hunt), who is at the 
Westgate. Take her hunt and defeat 
the beast to recover the key. 


Go to the Central Waterway Control 
area in Garamsythe Waterway. Open all of the gates so that the fights are off . 
Begin by closing gates #11 and #4, then open gate #11 and shut gate #3. 
Next, open gate #4, then walk around to #3 gate and look on the ground to 
find a "Shiny Object ' that is the Dull Fragment. 


THE BLACKENED FRAGMENT 


The third piece is a reward for successfully completing the Crime and 
Punishment hunt. Speak to Montbfanc to obtain the hunt and complete it to 
acquire the Slackened Fragment from SamaL 


THE GRIMY FRAGMENT 



Travel to the Muted Scarp in the Nabreus Deadlands and speak to Ma'kleou 
about who he is and why he's there. Return to Rabanastre and Lowtown and 
speak to R oh ken mo u in Old Dalan's Place (this step may be skipped it you 
have already spoken to Roh'kenmou). Find Filo in the southeast corner of 

Lowtown's South Sprawl and speak 
to her. She mentions the city streets 
are the only place they haven't 
checked up to this point. 

Go to Rabanastre s Southern Plaza and 
speak to the Curious Woman at the 
fountain. Head to the Mutbru Bazaar 
and speak to the two "Merchants ' 

One of the merchants mentions selling 
a necklace to an Imperial. 




Cross the city to the East End and 
visit Yugrfs Magicks. Speak lo the 
Sotted Imperial near the door and 
tell him about the woman at the 
fountain. She isn't there, so go 
to Lowtown s North Sprawl and 
find Kytes near Warehouse #5. 
Locate Filo at the southeast corner 
of the South Sprawl and ask to 
see the woman. Return to Yugr/s 
Magicks and speak with the Sotted 
Imperial again to receive the Grimy 
Fragment 


THE M00KS1LVER MEDALLION 



ARCHADES 


OLD ARCHADES 



the Moonsilver Medallion. Return to 
medallion over to Roh'kenmu. 


Return all three pieces to 
Roh'kenmou in Old Dalan’s Place 
within Lowtown s South Sprawl. He 
instructs Vaan to visit Nabudis later. 
Travel to Archades and Charlotte’s 
Magickery in Molberry, Speak to 
Roh’kenmu about the Moonsilver 
Medallion, 

Go into Old Archades and find Otto 
in the northeast corner of the Alley 
of Muted Sighs. He turns over 
arlottes Magickery and hand the 
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TREASURE TABLE 


No. App.% 0 il% It y 1 1 


Norms] 


50% 

50° 


30 


1 

30‘ : n 

15% 

-ibofl 

Red Fang 

fted Fang 

- 3000 

Knot of Rusl 

K-F'olfor! 

2 

m 

J5* 

-1000 

Slue Fang 

Blue Fang 

-3000 

Knot el 1 RisM 

K’Rohem 

a 

so* 

70% 

-1000 

Red Fine 

Cflldfln Amulet 

-3000 

Knot of Rusl 

X-Purti 

i 

80% 

15% 

-1000 

Blue Fang 

OiiH! Fang 

-3000 

Knot of Rnsi 

K-Poliun 

5 

80% 

15% 

-1000 

Blue Fang 

Blue Fang 

-3000 

Knot ot Rusl 

X-Poliwi 

6 

00*4 

15% 


Blue Fang 

Clue Fang 

-3000 

Knot at Flust 

X-Potlon 

J 

BO* 

!5% 

-1000 

Rpd Fang 

Elixir 

-5000 

Knol of Rust 

X-Pot I on 

B 

BO*. 

15% 

-toprj 

Whits Fang 

White Fang 

-3000 

Krlffl oi Rust 

X-Potlon 

t? 

80% 

15% 

-1OD0 

Bigs Fang 

Blue Fang 

-3000 

Knot ni Rusl 

X-Potlon 

10 

00% 

15% 

-1OQ0 

White Fflng 

While F.hhi 

-2000 

Knol ol Rust 

X-Potion 

11 

00% 

15% 

-1000 

Bluer Fang 

Blue Fang 

-3000 

Knol ol Rus .1 

K-Pgiion 

12 

80% 

15% 

-1000 

Red Fang 

RlM fang 

-3000 

Knol of Rusl 

Jt-Polion 

13 

80% 

15% 

-1000 

Bias Fiing 

Blue Fang 

-3000 

Knol of Rusl 

K-Punon 

LL 

75% 

45% 

-1000 

Red Fang 

Wi5hi|in Belt 

-3000 

Knot or Rusl 

x-Ftdwn 

55 

80% 

15% 

-1000 

White Fana 

fad Fang 

-3000 

Knot afFnrtl 

K-Pnlmn 

LL 

80% 

15% 

-1000 

Red Fang 

Red Fang 

-3000 

Knot of Unsj 

X-Pdlion 

J 7 

80% 

15% 

-10M 

White Fang 

White Fang 

-3000 

Knot Ot Rusl 

K-Pdlion 

18 

80% 

15% ! 

-1000 

Red Fang 

Fted Fang 

-3000 

Knot ol Rusl 
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19 

60% 

60% 

-1QQQ 

While Fang 

fillin' Boots 

-3000 

Knot al Ruin 

X-Potlon 

20 

80*4 

16% 

-1000 

While Fang 
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-3000 

Knot al Rust 

X-PotiOfl 

21 

00% 

15% 

■ 1000 

Red Fang 

Red Fang 

-3000 

Kngi ol Rust 

X-Potion 

2? 

00% 

15% 
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White Faug 

Blue Fang 

■3000 

Knol ol Rust 

X-Pobon 

23 

00% 

15% 
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Red fang 

Red Fang 
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Knol dl Rust 

X-Potlon 
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80% 

15% 
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Blue Fang 

Blue fling 

-3000 

Knol di Rust 

X-Potlon 

25 

00% 

15% 

-1000 

White Fang 

Red Fang 

’3000 

Knof ol Rust 

X-Pntion 

20 

80% 

is* 

-1000 

Bins Fang 

Blue Fang 

-3000 

Knol ol Rust 

X-Rqhan 

27 

80% 

15% 

■1000 

White Fang 

White Fang 

-3000 

Knot Ol Rust 

X-PoUon 


Return to the Muted Scarp in the Nabreus Deadlands and talk to Ma'kleou 
once more. He mentions the three fell beasts (Humbaba, Fury, and Chaos) 
and the Medallion of Might, which is in a shrine found at the peak of 
Overlooking Eternity. Use the secret path just to the right of the northwest 
corner of the Siumbermead to reach Fog Mutters and Overlooking Eternity. 
Fight through the undead to reach the shrine and climb the steps to the 
center. Ma’kleou presents the party with the Medallion of Bravery. Medallion 
of Love, and the Lusterless Medallion 


Proceed through the Mabreus Deadlands to the Field of the Fallen Lord in 
the northeast. Enter the Necrohol of Nabudis from this point. There are three 
chambers within the dungeon that contain bosses. Each chamber can only be 
unlocked with a particular medallion, 


THE MEDALLION OF LOVE&THE DOOH OF LOATHING 

Fight past the beasts within the Necrohol of Nabudis to the Hall of the Ivory 
Covenant. Use the Medallion of Love on the Door of Loathing in the center of 
the hall to battle Fury. 



k 


Fury is very last, so cast Dispel on it immediately and any time it 
uses Hero's March. Have someone ready Ic cast stow and silence 
throughout the battle. Hallway through the battle, Fury begins 
drinking Bacchus's Wine to enter a berserk state. Its attacks 
become even more furious and It combos frequently* This isn't a 
problem it the healers are up to the challenge. Otherwise, have a 
character dispel the stale, hut expect Fury to use another Bacchus's 
Wine very quickly. Expose and Souleater techniques are also very 
helpful in this tight. A caster can use Souleater repeatedly, but 
will sustain a significant amount of damage, as tong as Ihe party's 
loader is using Decoy. 


THE MEDALLION OF BRAVERY £ THE DOOR OF HORRORS 

The next stop is the Cloister of Distant Song on the southwest side of 
NecrohoE of Nabudis. Unlock the Door of Horrors with the Medallion of 
Bravery to battle the Humbaba Mistant. 



el Despair 


NECROHOL DF NABUDIS 


THE NECROHOL OF NABUDIS 


ooo 


eooo 
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13 

100% 

0% 


Knot ol Rusl 

Knot of Rusl 


031k Walter 

Date Matter 

n 

100% 

0% ! 
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15 
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STEAL fBeastlard Hide, BsasMord Horn, Behemoth Steak 


This creature has powerful melee attacks and begins Ihe battle 
with Haste and Bravery in effect. Immediately use Dispel to 
remove its bonuses and cast Protect on the party. Expose helps to 
lower its delense and Scourge's Sap status also comes in handy. 
Beware of the boss's abilily to immobilize and Disable the party 
with ils Temblor attack. Use Esuna to remove the statuses; if not, 
the effected characters are ripe for Humbaba Mistant's sword. 



THE MEDALLION OF MIGHT & TIE DOOR OF DESPAIR 

After defeating both foes, the party obtains a map of the Necrohol of Nabudis 
and the Lusterless Medallion transforms into the Medallion of Might Go 
to the Cloister of the Highborn in the center of the dungeon and use the 
Medallion of Might on the Door of Despair to face the esper Chaos 




There's a merchant hiding in a secret 


room in the northwest comer of the Hall 


of Effulgent light. Check the southeast 

mn 

corner of the mom to find his hiding spot. 

'"■Hjk 
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Hunt Club fS 



Qutiillecs 


Hunt mailer 



WHEN ITS HVRILHBLE 


" X 1 ^ 


This event is not available until attar you eomptete Arcfoades. 
However, you can’t complete it Until the Strahi becomes available 
for free travel around the world. 


Talk to the Huntmaster at the Phan Coast Hunters' Camp after finishing up 
Archades. He offers to let Vaan join the Hunt Club if he can prove himself 
with one small task. The party must track dawn a Thalassinon on the Vaddu 
Strand. 

The Vaddu Strand is east of the 
Hunters’ Camp. The only way to 
spot the prey is to look for it from 
a high elevation. Go to the east 
end of the Vaddu Strand and climb 
the small ledge that overlooks the 
beach. Remain at the peak until the 
Thalassinon appears. Defeat it and 
return the Shelled Trophy to the 
Huntmaster, 



The Huntmaster orders Vaan to speak to one of the three brothers (formerly 
Shady Bangaas). Agree to hunt before speaking to the Huntmaster again. 



The objective of this event is to find 
30 rare monsters located around 
the world and defeat them. Vaan can 
then trade their trophies to Atak, 
Stok, and Blok to unlock items in the 
Shifty-Eyed Merchant s store. The 
following section lists the monsters 
and their locations. 



KIlmciM 

HP 63226^3546 
DERIVATION Adapaanlstan 

rarity 

LOCATION Cercbi Steppe 
CONDITION Here's a 46% chance far il la app^f in 
[he Fed-dik River area wiihin Cerobi Steppe 
STEAL Scarlattis 
OR OP Ad a marine Trophy 



No.^g 

THALASSINON 


/ LV 3S-39 


HP 53363-60106 

DERIVATION Emercldilan 

RARITY W 



LOCATION PhCHi Coast 


wk 

CONDITION Wart at m highest point on the Eastern 
ledge withm the toddu Strand until toe enemy appears on 
the beach below 



STEAL Adamamue 

DROP Shelled Trophy 

f 





■UU KJLLBUU 

/ LV 44^5 


HP 33976-29216 

DERIVATION Mimic 

RARITY ★ 

LOCATION Ozmona Ptatn/The SwFtcTihack 
CONDITION Found cntoe norlli edge beiween exii 
points near toe enhance lo Zertman Caverns 

STEAL Knot ot Rust 

DROP Metallic Trophy 



No. 

GAVIAL /-znim — 

ir ■ 

HP 80611-60071 

DERIVATION Barlline CtK 

RARITY W 

location Garamsyi lie Waterways 10 Channel 
CONDITION Appears in the lower section ol the No. 10 
Channel in Hie Garamsylhe Waterway. Close the No.10 sluice 
gate, liven explore the large room al the west end ol ihe lower 
section Gavrat appears behind the party at the «asl end. 
STEAL Antarctic Wind 

DROP Fur-scaled Trophy 

© 

No.rara 

if / 

| KAISER WOLF /^s ~I 

HP 19455-19776 

DERIVATION Silver LOW) 

RARITY ★* 

LOCATION Daimasca WeslBrsancVConiriof of Sand 
CONDITION There's a 40% chance far it to appear in 
the eastern pad of the Corridor nf Sand area in Ihe Dalmasca 
Wesiarsand However, it only appears alter the party deleals 
ihe LmdtMjr Woil (another rare Creature) found in the small 
valley cm the east end ol Shimmering Hortons. 

STEAL Throat WoH Blood 
| DROP FangedTrophy 

f* ^ \ r 


U» 

UnEAUliUAnl) /LV<Mr | 

Wi 

\i'' <1 

HP 35074-35394 

derivation MRpfWt 

RARITY 

LOCATION The Feywood/Walk ot Dancing Shadow 
CONDITION There's a 4CTC, chance lor rt to appear in 
toe Walk ot Dancing Shadow section of the Feywood. 

STEAL Mirror Scale 

DROP feathered Trophy 


loUglUBM_ 

$ 

HP 39536-39696 

DERIVATION Scylhe Mantis 

RARITY 

location SaiikawoodiPietadd Path 

CONDITION Italian Piebald Path mthe Salifcawood 
tor at least one minute wllhoul killing anything. This forces 
Rageclaw lo appear Irani the wesl or souto exit ofiha! area, 
in essence, it will appear from ihe exit opposite of where the 
player entered Piebald Paih 

STEAL Sickte-Blade 

DROP Sickle Trophy 


19 

^ GRIMALKIN 


HP 23101-23421 

DERIVATION Coeurl 

RARITY 

LOCATION TchrtaUptaidsAJaroulf mils 

CONDITION Appears randomly among Coewls |10% 
chance}. 

STEAL Coeurl Whisker 

DROP Whiskered Trophy 

w 

♦ * 

% i- 

No. 

NAZARN1R / LV454£ | 

|H 

HP 39652-39972 

DERIVATION $leipnif 

RARITY 

LOCATION Giza Plains,'Starfalt Field 

CONDITION There's a 40^ chance tor d to appear in 

Giza Plain's Star fell Field during The Dry 

STEAL Destrier Mane 

DROP Maned Trophy 

•A 

<T Wf- 

\\ 










































































































No. 

I I 

/V., 9 

VICTANl 

D 

n / LV 46-47 

HP 55114-55434 

DERIVATION Shadoriis 

RARITY 

LOCATION Nam-VansaSantfsea'YeHffw Sands 

C ONDI Tl ON There’s a 40% chance 1 hai It will a: i i 
the Yellow Sands portion ol Nam-Yensa Sandsea. 

STEAL Wargod's Band 

DROP Maverick Trophy 



BULL CH0C0B0 , 

HP 43263-43393 

DERIVATION gtlOCObd 

RARITY WWW W* 

L OC AT 10 N Ogir-Yensa Si Jsea/Soutr 

CONDITION There's a ■ ' . chance l- 
Ihe South Tank Approach sec. 1 . n af theOi ^ r : 

STEAL Hither 

DROP Beaked Trophy 




3 5KULLASH 


HP 51065-51745 
DERIVATION Orta reel flews 

RARITY 

LOCATION Phoir CoasUCape ualan 
CONDITION Appears /andomi ^nongttiE %oHsks 
(40% cftanca). 

STEAL Charger fording 
DROP Clawed Trophy 




MYATH / LV ,, — 

inF 

HP 510S5-51745 

derivation Dragon Uch 

RARITY WWW i 

LOCATION Stilshrme ui MimmAtard of v:: * 
CONDITION Eliminate the three Dragon A** ■ 

guarding the Ward of Velilahon M ihe room and . : - . 
it to find Myath 

STEAL Led Gem 

DROP Eternal Trophy , 

* * ] 

No. 

Alums /I 7 ; . ■ 1 


HP 19194-19314 

DERIVATION Abysteel 

RARITY W*** 

LOCATION SochenCave 3 alaca 

CONDITION h appears j, Ihe Mirror of Ihe Soul 
room wllhrn the Sochen Cava Pclare. To open the door 

Hie room, walk Ihe clockwise spiral through Destiny's Ma ■ 
Fails ol Time, and Mirror ol the Soul starting at the easi 
entrance Into Ihe Falls of Tme from Desliny’s March. 

STEAL VampyrFang 
□HOP Ensanguined Trophy 

.. • 

r 

No.^2 

1 MELT /LVJM9 | 


HP 61461-61711 

derivation Redeyes 

RARITY 

location Henne Mines/WUwad Junction b 
CONDITION There's a 50% chance Hut it will ippwr in 
Ptltead Junction 6 wiihin the Renne Mines arter you acterate 
ihe switch inside the room. 

STEAL Hasiega Mote 

DROP Slimy Trophy 


|\J o. ■» x » j 

j KRIS / LV 39-39 


HP 47515-47755 

DERIVATION MaJbdf.O 

RARITY v 

LOCATION Tchrta Uplands'll Highlands 
CONDITION Appears randomly among iheMalboro 
Gverkings (40% chance). 

STEAL Putrid Liquid 

DROP Qdderaus Trophy 

—- ■ .. 

Jr.. 


■S3 MEED 

^ HP T74ZD-7S100 



HP 77420-78100 

DERIVATION Wyyern 

RARITY klr&r 

LOCATION Mosphoran Highwaste/Skyrsach Ridge 
CONDITION « Here’s a 40% chance thal ft will appear 
in the Sfcyreach Ridge ar«a of tlw Mosphoran Highways 

Solve the Ftoatwesd puzzle described in the "Exodus* quest 
to reach the peak. 

STEAL Mirage Vest 

DROP Leathern Trophy 



TERROR THANT 


/ LEV 50-51 

iW- 

HP 125704-126354 

DERIVATION Wdq Saurian 

RARITY vV 

LOCATION Dalmasca Estefsand/Broken Sands 
CONDITION There's a 46% ehanca tor it In spawn In 
Dalmasca Esierand's Broken Sands area aller you eliminate 
lire Wild Saurian in ihe Yoma section. 

STEAL Scathe Mote 



DROP Hlde^cvered Tropby 


■S 3 

ABELISK 


/ LEV 49-50 

m 

HP 104744-105424 
derivation Archaeosaur 

RARITY 

LOCATION Ridorana CataracLtchoes from 

Time's Garden 

CONDITION There's a 30% chance that it will 
materialize In the Echoes (tom Time's Garden area ol the 
Rldurarta Cataract 

STEAL fight-lluial Pole 

DROP Reptilian Trophy 

t / ' 

-J r_ 

- - j 

— Xl?J 

i i, i 


62 

ISHTEEN /TiT^n 

% 

HP 34042-34222 

DERIVATION Reaper 

RARITY 

LOCATION Barheim Passags/The Zeviah Span & 
ustfWesJ Bypass 

CONDITION The odds of tshteen appearing increase by 
2%,. try 10 seconds ihat the parly spends In ihe East-West 
ftpiss and Zeviah Span areas within Ihe Barheim Passage. 

The spawn rate reaches 100% alter a 1 > minutes, 
steal Soul ol Thamasa 

DROP Berry Trophy 

r 

ki 

1 TORRES /lev 49-so i 

HP 63758-63939 

DERIVATION Gazer 

RARITY W* 

LOCATION Meerohai at Nabudi&THall ol the Ivory Covenant 
CO NDIT ION Z -M a M EtentefTtal in in? m tif IN Ivory Cownwit 
«Shin IN fterohof af Nabudis, LmJ the atansrlal bom IN hallway norfii p) 
the Cteste* af Reason to the btfray on the soulti side witfwtf fteteaJing 4 
Vans jcoaus when in elynaita! reaches tot caiectspot Dark taaals 
in ran, a? be patient and keep reenlering Lhe area unN are appears 
STEAL Shut Powder 

DROP Gravesoil Trophy 

j 

•13 



AB10CH 


* 433EMM354 6 
DERIVATION Gargoyle Baron 

RARITY 

LOCATION Nabrflus D*adlartds.ah* Slumbemiead 
CONDITION There’s a 40% chance Itiar i( will appear m 
the ShimbermNd portion of the Nabreus Oeadlands. 
steal Sage's Ring 
DROP Vengeful Trophy 


* 101330-101570 
I DERIVATION Crusader 
RARITY WWW* 

LOCATION The Great Crystal/A Vikaari KanDhru fia 
CONDITION Begin at Way Slone XX and run a 
clockwise loop to Hie Sagitaritis switch and back to Way 
Stone XX (three zones total) The Crystal Knight should be 
siandlog near the Way Slone 
STEAL Glimmering Robes 


■ drop Skull Trophy 


/ LEV 47-48 



X iEV61-K 



.* 



2 ‘ 









































































































































Mogg MHUIMI 


HP 21593-21599 

DERIVATION Forbidden 

RARITY ★ 

LOCATION Tombol Railhwalifflorihlali Paraige 
CONDITION This creators appears in one of the spots 
in lbs Nonhlail Passage section of the Tomb of Raithwall 
However, ihe Zombie Lord only appears after ihe party has 
been In the area between 0-29 minutes. 

STEAL Close mm 

DROP Soulless Trophy 


no-22| 

DISMA / LIV 59-60 | 

4 

HP 99236-9946$ 

DERIVATION Zombirj Warlock 

RARITY 

LOCATION Liiusu Minesttile 5 & Sile 6 South 
CONDITION There's a 5% chance- that il wlUppear 
in one of Ihe marked sptils in eilher Site 5 or Site 6 Soulh. 
Explore both areas fully, 

STEAL Mirage Vest 
□HOP Accursed Trophy 


74 

ANCBOLDBR / lev &» i 


HP 14922-14142 

DERIVATION Striker 

RARITY 

LOCATION Paramma RlfVKarydme Glacier 
CONDITION Defeat all 12 enemies in Strata rydine 

Glacier sector of Paramina Rilt to force Arvcbolder and 

Anchag, a Irophy-less rare creature, to appear 

STEAL Forbidden Flesh 

DROP Mind Trophy 



75 

WENDICE /isnsn 


HP 29980-30498 

DERIVATION Wendiao 

RARITY *W 

LOCATION Sochen Cave hl&ce/Destinys March 
CONDITION Defeat all of the creatures in the four 
small rooms thal are diractly connected lo the ceniral hall ol 
Destiny's March This forces Wendies to appear in Ihe cenler 
STEAL Gemini Gem 

DROP Frigid Trophy 

• 

NO.QQ 

BLUESANG /lev«^ i 

Vr # 3 

r *jj 

HP 30395-30815 

DERIVATION Dultehan 

RARITY 

LOCATION Cerobl Sleppe/Crossfield 

CONDITION There's a 40% chance thal it will appear in 
Ihe Crossfieki section of Cenobi steppe 

STEAL Damascus Steel 

DROP Gruel Trophy 

0 T 

No EZ3 avenger /r^m 

% 

HP 105618-106036 

DERIVATION Bime 

RARITY 

LOCATION Pharos - Second AscenJ/Station of 

Ascension 

Condition There's a 49% itial i| will appear in Ihe 
Station ot Ascension (63F> portion of Pharos ■ Second 

Ascent 

STEAL Mnramasa 

DROP Vile Trophy 

S 

75 

/ LEV4.-4J 1 

w r m 

r j t ^ 4 

** ' ^ i 

m 

HP 522S1-52701 

DERIVATION Behemoth 

RARITY *★ 

LOCATION Zertman Cavems/The Ondershpre 
CONDITION Deleal ai leasi 11 Mallicams m a row 
within Fhe Unrtershure, ihen step out and center ihe area tp 
trigger Aliecrs appearance 

STEAL Behemoth Sleak 

DROP Fell Trophy 

g' 

>N 

i VI 



There are Indeed SO rare monsters scattered around the world 
in FINAL FANTASYXII. However, onty 30 of those rare monsters 


pertain to this event. Refer to the bestiary to find the other 50 foes. 
Normal rare monsters reappear each time you meet the appropriate 
conditions. The 30 rare monsters that appear during this event only 
appear while (he event is in progress and never reappear once you 
claim their trophy. 


muLOK,™ 

When you collect trophies, take them Pack to the Phon Coast and turn them 
over to Atak. Blok, or Stok. Upon doing so, the bangaas add items to the 
Shifty-Eyed Man's store. There are only 30 trophies in the game, so it will be 
very difficult to claim all of the potential rewards from this event. Refer to the 
lists below to determine which bangaa you should surrender the trophies to 
ahead of time. 


ATAK (WEAPON 
PROCURER) 


TROPHIES ITEM UNLOCKED 

COST 

1 

Kogarasumaru 

5040 gil 

5 

Obelisk 

6750 gll 

10 

Murasame 

7650 gil 

15 

Diamond Sword 

11250 gil 

20 

Deathb ringer 

14400 gil 

25 

Gastrophetes 

1EDOO i]il 

30 

Gungnir 

25500 pit 


BLOK (PROTECTIVES 
PROCURER) 


TROPHIES ITEM UNLOCKED 

COST 

1 

Demon Mali 

4410 gil 

5 

Diamond Armor 

6300 gll 

10 

Mirror Mall 

7290 gll 

15 

Gaia Gear 

8370 gll 

20 

Dragon Mail 

11250 gil 

25 

Mag a power 

Shishak 

13500 gii 

30 

Maxim illiau 

25500 gil 


STOK 

(SUNDRIES 

PROCURER) 


TROPHIES ITEM UNLOCKED 

COST 

1 

Thief'S Cuffs 

2700 gil 

5 

Steal Poleyns 

900 gil 

10 

Winged Boots 

450 gil 

15 

Indigo Pendant 

4500 gif 

20 

Diamond Armlet 

18000 gil 

25 

Rallectya Mote 

270 gil 

30 

Holy Mote 

150 gil 




0 DRUM ROLL, PLERSE! 




Vaan is helping Afak t Blok, or Stok win the competition by gaining 
the most trophies. Speak to the Huntmasler after you collect and 
turn in all 30 trophies. There is a short awards ceremony for the 
big winner and Vaan receives a final gift, too. The gift depends on 
which bangaa wins the contest: Greataxe (Male wins). Renewing 
Morion (flfofc wins), or Sage's Ring (Stok wins). 


HUNT CLUB OWNER 



Only the most elite Archadians ever 
see the Highgarden Terrace. One 
of those citizens is the Hunt Club 
Owner, who takes a special interest 
in the party's exploits. Visit him from 
time to time to collect additional 
rewards for finding the 30 rare 
monsters. 



























































































































0 Artumg some leaves 0 Bfcftwsn the herbs 

m the north side ot the near Alfa on Fane of 
tree in the northern loop the Path, 
within Fane of the Path. 



0 On a smalt tree at 0 On me weapon rack 
the top of the stairs bosom on the west mt of The 

tewing TheSpititwood Spiritwoorl. 
and entering the Fane of 
the Path 



Hi ghgarden Terrace and 
the Grand Arcade are only 
accessible alter the party has 
earned a Sandalwood Chop 
by completing the Archades 
Information Exchange event. 


HUNT CLUB 
OWNER REWARDS 


TROPHIES 

REWARD 

5 

Arles Gem & Libra Gem 

10 

Taurus Gem & Scorpio Gem 

15 

Gemini Gem & Sagittarius 
Gem 

20 

Cancer Gem & Capricorn 

Gem 

25 

Leo Gem & Aquarius Gem 

30 

Virgo Gem & Pisces Gem 



0 Near mot the 
rope anchors in the center 
or The Sptritmmt. 


0 tnthemters 
around ttv courtyard in 
TheSpmftmd.Askthe 
Wood-dweller to 0 it 


0 On m me at the 
stairs in TheSpiritwood, 
sooth ot the courtyard. 


0 Near (tie semen at 
she southeast comet ot 
The Sfmtwood 


Return the pebbles to Mjrn and speak to Chit again. Pick up the object that 
falls out ot Chit's wing and lands on the ledge Present the new pebble to 
Mjrn, Chit leaves for Giza and presents the party with a Yoichi Bow 


The Great Cockatrice Escape^ 



RENN (RABANASTRE/NORTH END) 



Look for this cockatrice in an 
alcove at the top of North End, After 
speaking to the cockatrice, it flees 
the alcove and begins walking a long 
loop around North End. It runs away 
any time you attempt to run toward 
it and just plain walking is too slow. 
Staying in one spot doesn’t work 
either, since the bird runs away if it 
spots anyone. 


Visit the Nomad Village in Giza Plains during The Dry to learn that the 
Cockatrices have all disappeared. Speak to the boy Terra within the pen to 
learn about a special feather that allows one to communicate with the mystic 
birds. 

The Feather of the Flock is inside an urn within the Tracks of the Beast 
area, which is only accessible during The Rains, Check out the Paradise 
Risen hunt to learn more about accessing this area. You can't track down the 
Cockatrices until you acquire the feather. 

CHIT (EROYT VILLAGE/FANE OF THE PATH) 

Speak to Chit and then Mjrn, who is standing next to her. Check the ground 
next to them to find a Sparkling Light, then examine it to find a Dewdrop 
Pebble. Offer the Dewdrop Pebble to Mjrn, who asks the party to return 
more of the pebbles There are eight more to find: 



Dewdrop Reticle 


Dewdrop Pebble 


Dewdrop Pebble 


Dewdrop Pebble 


Dewdrop Pebble 


Dewdrop Pebble 


Dewdrop Pebble 


Dewdrop Pebble 


Dewdrop Pebble 



Use the entrances around the shops to sneak up on the cockatrice. Get ahead 
of it and stand behind the pillars by a shop’s door, then slowly walk out to the 
cockatrice's side as it passes and engage it in conversation. Select H Erm... 
no? 1 ’ Renn is willing to go home it Chit is already there and presents the party 
with a Diamond Sword Ef not he returns to the top of North End to await 
word of Chit's arrival in Giza Plains, 



Dewdrop Pebble 








































































SHURRY (JABARA/WLL OF THE LAND) 


AGYTHA (ARCHADES/GRAND ARCADE) 



Shurry is found on the west side 
of Lull of the Land. Speak to the 
Garif Herder next to her and then to 
Shurry. Speak to the Garif Herder 
again and ten him that the cockatrice 
comes from Giza Plains. The Cart* 
Herder then instructs the party to 
speak to the Great chief. 



UbalMta 


JAHARA 


Garif Herder 


Enter The Elderknoll and tell Great-chief dl-Ka about the visitor. He 
presents the party with the Gift of the eat-chief Return the gift to 
Shurry and speak to the Garif Herd ! i more. The Garif Herder then 
presents the party with a Platinum D ,ger. 


SASSAN (DALMASCA ESTERSAND/SOUTH BANK VILLAGE) 

Sassan wants to see Torrie in North 
Bank Village, but won't go near 
Nathyl, the wolf. Speak to Tchigri 
about crossing the river to learn 
more. Select Nathyl when Tchigri 
asks about taking someone along 
Return to South Bank Village and 
select “no one" when asked. Speak 
to Tchigri again and choose to 
cross the river with Arryl. Return to 
South Bank Village once more while 
taking "no one" back. Talk to Tchigri one last time and select “Sassan" when 
crossing the river. Follow Sassan into Morth Bank Village and speak tD him 
again. He returns to Giza and the party earns a Koga Blade 



NORTH BANK VILLAGE 


, party must g, , access to the Grand Arcade, which requires a 
'ood Chop o obtain this item, the party must match stories in 
' - then trade Pine Chops for a Sandalwood Chop (see the "Archades 

. Exchange"). 



Upon entering the Grand Arcade, 
the party finds the cockatrice Agytha 
who is looking for a mate. The mate 
is in the northeast corner of the Alley 
of Low Whispers in Old Archades, 
Tell Agytha about the cockatrice and 
she leaves immediately, giving the 
party a Tumulus and eventually 
returning to Giza, 


MOOME# (BALFOKHEIM PORT/SEA BREEZE IAI) 

Speak to the Chocobo Wrangler 
sitting by the pen and show her the 
Feather of the Flock, Talk to the 
Miffed MoogEe when it approaches 
the fence, then go to Gurdy after 
speaking to the Miffed Moogle. The 
party receives a Defender and 
Moomer returns to Giza. 







TERRA'S REWARD 

Return to the Nomad Village in Giza Plains during The Dry and talk to Terra 
to obtain a final reward of two Hi-Ethers You can also speak to the 
cockatrices once more to hear how their adventures turned out. 


SOUTH BANK VILLAGE 




















































Fishing Nebra River W 







WHIN IT 5 RVRILRBLE 


event begins after the party visits Draklor Laboratory. 



Talk to Ruksel on the west dock in 
South Bank Village in Dalmasea 
Estersand. He mentions that he 
wants to fish, but he doesn't have a 
rod. Travel to Balfonheim Port and 
seek out the Fishing Enthusiast in 
the Chivany Breakwater section. 
Speak to her twice and ask about her 
fishing rod. Run to the aerodrome's 
entrance and then back to where 
the Fishing Enthusiast was sitting 
without leaving the area. Check the wall to find the Muramata fishing rod, 
then return to Ruksel and present the rod to him. 



BALFONHEIM PORT 



DOWNSTREAM 



Downstream is a nice starting area. 
The commands always appear on 
the left or right side, so there r s 
plenty of time to enter them as they 
skip across the screen. Catch all six 
fish in one outing to earn one of the 
prizes. Do it five times in a row to 
unlock Midstream, 

POTENTIAL COMMANDS 

® © Common Fish 

• + © * Common Fish 
® © # Common Fish 

® Common Fish 


COMMAND MOVEMENT 


1 DIRECTION 

1 PROBABILITY ] 

+/+ 

100% 


0% 

PERFECT FISHING 

REWARDS 

REWARD 

■EmH 

100 gll 

34% 

Hi* Potion 

33% 

Water Slone 33% 


1 COMMAND 

1 FISH 

#•*# 

Common Fish 

* © m # 

Common Fish 

©0 + 0 

Common Fish 


MIDSTREAM 



The fishing gets a little tougher here, 
as commands begin to appear at the 
top or bottom of the screen, moving 
up or down. The commands also 
get a little longer, plus the shoulder 
buttons are added into the mix. Clear 
this section five times with a perfect 
score to open Upstream. 

POTENTIAL COMMANDS 


COMMAND MOVEMENT 


1 DIRECTION 

PROBABILITY 

+1 

40% 

** 

60% 

PERFECT FISHING 
REWARDS 

REWARD 

PROBABILITY 

Fish Seale 

34% 

ICO Gil 

33% 

Water Stone 

33% 


COMMAND 




Common Fish 


® # © M 

« * ® e 


Common Fish 
Common Fish 
Common Fish 


COMMAND IRSH 


© • ® © Common Fish 
© • # 4* • Delicious Fish 
& $ * *r © Delicious Fish 


UPSTREAM 


Upstream tests your reflexes and controller knowledge. The commands are 
all five buttons long and a bit trickier. You can’t unlock the next area until the 
party hunts down the Matamune rod and catches the Cactoid Compact. You 
can only catch the Cactoid Compact once. The reward table changes slightly 
at that point, adding the Cactoid Compact's extra 10% to the Turtle Shell's 
drop rate. 


Ruksel is all set to go fishing, but he needs Vaan's help Vaan must quietly 
signal to Ruksel She kind of fish that has been hooked so it can be reeled in. 

A line of four to eight buttons appears on-screen moving from left to right, 
right to left, top to bottom, or bottom to top. Quickly enter the commands 
before they reach the opposite side of the screen. Press the buttons in order 
to capture a fish. Miss a button, or take too long entering the commands, and 
the fish escapes. 

The goal is to catch all six fish in one outing to collect a bonus prize. 
Downstream is the only fishing spot available at the start, but there are 
actually five fishing spots in all. Unlock the second location. Midstream, by 
getting five perfects at Downstream. Unlock the third location, Upstream, 
by scoring five more perfects at Midstream, The other two locations require 
some detective work. 


COMMAND MOVEMENT PERFECT FISHING 
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POTENTIAL COMMANDS 
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The Matamime is a legendary cursed fishing rod and finding it isn't easy. 

To do so, you must solve several puzzles and track down clues all over the 
world. While fishing in the first three areas, the party will occasionally catch 
an Empty Bottle instead of a fish. When Ruksel hands the bottle over it 
may turn out to be one ot five special colored bottles Each of the colored 
bottles has a note inside that you can view in the Key Items menu. The notes 
are actually cryptic clues that lead to rewards and additional clues. 




1 * BLUE BOTTLE 

Truth lies just beyond 
falsehood. CDZCKZMCRANZS 

The clue suggests that the real answer is one 
step beyond the fake. Try adding one letter 
to each of the letters in the code The answer 
is: DEADLANDS BOAT. The boat is 
located in the southeast corner of the Echoes 
of the Past section of Nabreus Deadlands. 
Look for a faint glow in the water. Hold 
the Blue Bottle near the glow to obtain an 
X-Potlon and a Wanly'limned Message 
with 'River...unde...o" written on it. 


Z, GREEN BOTTLE 

CLU Skip on stones to far 
bank s share, by skipping 
stones return once more. 
SSADLNIAKLADHAUETDNBEA 

This puzzle suggests skipping across the 
due and then coming back. Start at the left 
end and read every other letter, then start 
at the right and read the remaining letters. 
The answer is: SALIKA HUT NEAR 
DEADLANDS The hut is in the center of 
the Piebald Path in The Salikawood, Check 
the entrance to locate a faint glow. Hold 
the Green Bottle near the glow to find a 
Hastega Mote and a Green-hued Message 
with "Forest... rgro.-.w" written on it. 

3. RED BOTTLE 

Foothills rise in mountains' 
shadow, nbtiQsTUrEe' 

Go to Mosphoran Highwastes Babbling 
Vale and search the northwest corner for 
a Quiet Shrine Hold the Red Bottle to the 
Quiet Shrine to receive a Holy Mote and 
a Vermillion Message. The message reads, 
Tire, .undb...h." 


4. YELLOW BOTTLE 

Dragons stir among the eaters 
ot the wind. 12-5-7-9- 

This is one of the tougher puzzles, since it doesn't 
provide any Info about the location. Mote there 
are 10 numbers, though, which matches the 10 
windmills in Cerobi Steppe that are numbered 
one through ten, 1,2, and 3 are at Worth Uavell 
Hills. 4 and 5 are at The Terraced Bank, while 
6 and 7 are in Crossfield Finally, 8, 9, and 10 
are lined up in The Northsward, Turn on (or 
leave on) windmills 1,2,5,7, and 9 and turn off 
(or leave oft) windmills 3,4, 5, 8, and 10. The 
party receives an Auric Message when all of the 
windmills are adjusted properly. The message 
read sT' Ash... ridge... eT 



The party may encounter the Wyrm Philosopher at windmill 10, 
who is seeking the VyraaI Wyrm. Give him the Dragon Scale from 
the Vyraal Wyrm (which you can find here after finishing the “Get 
My Stuff Back! 1 ' hunt) and he provides an Ageworn Kay, which is 
v part of the Wyrm Philosopher side quest. , 




5. BLACK BOTTLE 

Cl Easy as a h, c, so count 
yourself lucky. 19-12-21*9-3-5-7-1- 
20-5-18-1-20-19 


This clue suggests counting tetters to solve 
the puzzle. Write down 1 to 26 on a piece of 
paper, then place every letter of the alphabet 
under the numbers starting with 1 :A to 26:Z. 
Next, replace the numbers in the puzzle with 
the matching letter. The answer is: SLUICE 
GATE RATS Enter Ihe Central Waterway 
Control in the Garamsythe Waterway and 
look for some rats running around the south 
side of the room. Follow them to the point 
where they all congregate to find a faint glow, 
Hold the Black Bottle up to the faint glow to 
obtain an Elixir and an Onyx Message. This 
message says, ' Darkness ,eton,, e." 


PDTTIMG THE PIECES TOGETHER 

After completing all of these tasks, you 
have collected five more messages with 
the following clues: 

* River... unde ...o 

* Forest...rgro.,.w 

* Ash...ridg...e 

* Darkness...eton...e 

* Fire,,.undb...h 



Use the five words at the 
beginning of the messages to 
determine the logical order: 

River, Forest Fire, Ash. Darkness, 
Next, put the words in the middle 
together in the same order: unde/ 
rgro/undb/ridg/eton (underground 
bridge ton). Line up the final 
five letters in the same order: 
owhee. The last part is a little 
cryptic, since its missing a letter, 
but the full answer seems to be: 
underground bridge to nowhere. 
There s only one place that 
matches that description. 













































































HIDDEN SHOALS 


Hidden Shoals is a little tougher than Upstream, Some of the commands 
are repeats and there's a new six-button command that's a little tricky. The 
goal here is to keep fishing and getting perfect scores and rewards until you 
receive the Cactoid Commendation, This can take a tong time, so be 
patient and keep practicing. Vaan can fish at the Den of the River Lord after 
obtaining the Cactoid Commendation. 


COMMAND MOVEMENT 

rTro7EMiii:[ii^:iiin‘— 

+ + 40% 

* * 60% 

POTENTIAL COMMANDS 


COMMAND 


ft ac ® O ® 


v ft * w 
Hv9 



Delicious Fish 
Delicious Fish 
Delicious Fish 
Delicious Fish 
Mebra Succulenl 


PERFECT FISHING 
REWARDS 


REWARD_1 PROBABILITY 


HI-Potion 45% 

Adamantite 45% 

Cactoid 1Q% 

Commendation 


‘Requires Matamune: can only 
he caught once; 10% is added 
10 Adamantite once Cactoid 
Commendation ts caught. 


DEN OF THE RIVES LORD 


The Den ot the River Lord is extremely challenging. The commands get very 
long f so it pays to learn them all. The most important command is the eight- 
button command for the King of Mebra. This command appears repeatedly 
when the player first fishes here. The King of Nebra has nine lives. Catch it 1G 
times, but note that you don't have to catch them all in a row or ever on the 
same trip to capture the King of Mebra and earn Lu Shang's Badge, the 
ultimate reward for this side quest! 


COMMAND MOVEMENT 


DIRECTION ; PROBABILITY 


* ft 40% 

* ft 60% 


POTENTIAL COMMANDS 


ft• ftft a m 

ft OB ft (E ft ft 

ft in * m ® ft 
ft m ft m ft ai 
m m ft ft m a> 
© ft 


Mebra Succulent 
Mebra Succulent 
Mebra Succulent 
Mebra Succulent 
Mebra Succulent 
King of Mebra 


PERFECT FISHING 
REWARDS 


REWARD | FUPBAfltLfH 


Adamantite 50% 
Scarletile 50% 


Balfonheim Port Footrace^ 



This event becomes available after accepting the Who's the 
Strongest!? hunt. 



Rikken posts a bill for the Who's 
the Strongest!? hunt which leads 
Vaan to the Saccio Lane section 
of Balfonheim Port. Before he tells 
Vaan about the hunt, he challenges 
him to a footrace through the 
streets. From this point forward, 
Vaan can race Rikken and his 
companions endlessly by talking to 
him again. 



The footrace is a simple concept: 
rhythmically press the © button 
and the ® button to run. Keeping 
an even and steady pace is far more 
important than quickly mashing 
the buttons, as Vaan runs the same 
speed no matter how quickly you 
press the buttons. Go straight ahead 
by alternating between the © and ® 
buttons. Tap the © button repeatedly 
to turn left and the ® button to turn 
right. It you have trouble keeping a 
rhythm, you can also tap each button 
two or three times and still maintain 
a fairly straight line. 



The real trick is in the strategy. There are three opponents: Rikken, the man. 
Elza, the woman, and Raz. Ihe bird-tike creature. Rikken is steady, but sticks 
to the left side of the track. He’s rarely a threat, Elza cuts across the track 
from left to right. She's tough to beat if she gets all the way to the right, Raz 
is extremely fast, but clumsy. Vaan can knock him down to keep him from 
passing. 

Keep an even pace at the start until Raz falls, then remain in the middle or 
slightly to the left to keep Elza to the left side of the track, Raz should make a 
move and try to come up the middle (preferable) or along the right side. Gel 
in his way immediately if he comes up the middle. Otherwise, wait until after 
the first turn to cut him off and knock him down by zipping over to the right. 

Drift over to the right side of the track after the first turn and stay there until 
the second turn With some luck, Elza will get hung up on Rikken and will be 
unable to cross to the right. Vaan is in trouble if she gets in front ot him and 
to the right side. He can still make up ground at the turn and win, but it isn't 
easy. The trick to beating Elza is keeping her on the left th rough the first turn 
so that Rikken blocks her from moving to the right in the second half of the 
course. 

Cut the second comer as closely as possible, so Vaan just barely scrapes 
through without getting stuck. You can make up a ton of time with this move 
and can easily take the lead if Elza and Rikken remain outside and Raz has 
been held back. Go all out in the final stretch. Gel in front of Elza if she’s neck- 
and-neck with Vaan and beware of Raz making a late charge for the lead. 

There are 100 tiers to ihe footrace event. You receive a prize and move up a 
tier each time you win until you get the ultimate prize at tier IDO. There's no 
penalty for losing and it isn't necessary to clear all the tiers in one sitting, so 
race with confidence and rest your fingers now and Ihen, 

FOOTRACE REWARDS 



TIER REWARD 

1 

Potion 

2 

Phoenix Down 

3 

Eye Drops 

4 

Anti dole 

5 ^ 

10 oil. Echo Herbs 

6 

Gold: Meed Eg 

7 

Alarm Clock 

8 

Handkerchief 

9 

Bacchus's Wine 

10 

100 gil & Balance Motes x2 

11 

Poison x2 

12 

Phoenix Down x2 

13 

Eye Drops x2 

14 

Antidote x2 

15 

20 gil R Echo Herbs x2 

16 

Gold Needle x2 

17 

Alarm Clock x2 


TIER REWARD 

18 

{Handkerchief x2 

19 

Bacchus's Wine x2 

20 

300 gil & Float Motes x2 

21 

Potion x3 

22 

Phoenix Down x3 

23 

Eye Drops x3 

24 

Antidote x3 

25 

30 gil ft Echo Herbs x3 

26 

Gold Needle x3 

27 

Alarm Clock x3 

28 

Handkerchief x3 

29 

Bacchus's Wine x3 

30 

800 gil & Teleport Stones x3 

31 

Potion x4 

32 

Phoenix Down x4 

33 

Eye Drops x4 

34 

Antidote x4 


2 ! 










































































TREASURE TABLE 

r 

Normal 

w/Dianioml ArmlH Equip. | 


Apj>.% gll % 

tr gll 

50% 

50% 

gll 

90% 

10% 

i 

50% 

50% 

'300 

X-Palmii 

Rbly Mole 

-3000 

Knoi al Rust 

Mettetmir 

2 

50% 

60% 

-300 

Ughliung Anuw* 

UflinMna Artflws 

-3000 

Knot pi Rust 

Meoateur 

3 

50% 

50% 

-aoo 

Elder 

Warp Mote 

-3000 

KntU al Rust 

Meoalidir 

4 

50% 

50% 

-300 

X-Poliffi 

Vanishga Mote 

,-3000, 

Knoi al Rust 

Slnne Sboi 

5 

50% 

65% 

-300 

Wyrmtire Sbfll 

Higher 

-3000 

KncH ol Rust 

Hastfiga MdEb 

6 

50% 

50% 

-3D0 

X-Potion 

X-POEian 

-3000 

Ptnai of Rust 

l 

I 

3 

7 

50% 

50% 

-300 

Elder 

Aero Mole 

-3000 ; 

Knoi or Rust 

Megalnur 

8 

50% 

60% 

-300 

Lsattiar Sorpel 

HnsEfign Mole 

-3000 

Knoi or Rust 

Penetraror 

Crossbow 

9 

50% 

65% 

-300 

MudSnui 

Hi-Elher 

-3000 

Knot ol Rust 

NlShljln Bed 

10 

50% 

60% 

-300 

Ltjuil BoHS 

Rudest Mote 

-3000 

Knot ot Rusl 

Haslega Mote 

11 

50% 

65-- 

-300 

X-Pblmn 

Gillie Boats. 

-3000 

KuoE of Rusl 

Blazer Gloves 

12 

50% 

50% 

-300 

Etlm 

Holy Mote 

-3000 

Knot at First 

MegalLcit 

12 

50% 

50% 

-300 

fUiW 

Aero Mate 

-3000 

Knot at Ri 31 

MegaiWr 

u 

50% 

50% 

-300 

X-Pation 

X-POtton 

’3000 

Knot al Ris! 

Kaiser Shield 

T5 

50% 

65% 

-300 

Gcrnjm Amite! 

Warp Male 

-3000 

Knot at Rust 

Meoan™ 

10 

50% 

00% 

-300 ] 

Ernnroiaewd 

Tippet 

ErntifDkteraJ 

Tippet 

-3000 

Knot al Rust 

Celebrant's 

Miler 

17 

50% 

50% 

-300 

Elite? 

Flwl Mate 

-3000 

Knot ol Rust 

Time Bobs 

18 

50% 

50% 

-300 

X-Pdllgai 

Ht-Elhfli 

-3000 

Knot al Rust 

Megal^ii 

19 

50% 

55% 

-300 

Eider 

OuisSmoda 

Bools 

-3000 

Knoi ot Rusl 

Firefly 

20 

50% 

50% 

-300 

Elder 

Refietlga Mote 

-3000 . 

KnaE of Rua 

Ornflnri 

Whisker 

21 

50% 

50% ' 

-300 

Elder 

Holy Mote 

-3000 

Knot oi Rusl 

Castellanos 

22 

50% 

50% 

-300 

Erher 

X-Pol ion 

-3000 

Knar of Rusl 

Shall Shield 

23 

50% 

50% 

-300 

etiMf 

Warp Mole 

-3000 

Knot ol Rusl 

Artemis 

Arrows 

24 

50% 


-300 

EltWI 

ftdtec.t Mole 

-3000 

Knot oi Rust 

Hasieoa Mote 

25 

50% 

5&% 

-300 

eoief 

X-Pouon 

-3000 

Knot oi Ruse 

Megallxlr 

26 

53% 


-300 

Ethfif 

Empyrean Roa 

-3000 

Knot ol Rusl 

Megalixir 

27 

50% 

60% 

-300 

Ether 

Minor Mail 

-3000 

Knot ol Rusl 

Megatodr 


TREASURE TABLE 

Normal 

w/Dianmnd Arrulel Equip | 

No 

A$tp + % 

flll% 

If gll 

50% 

507. 

gil 

907a 

10% 

28 

50% 

50%. 

-300 

Ettwi 

Megalnur 

-3000 

Knot ol Rial 

Euclid's 

Sextant 

29 

50% 

50% 

-300"; 

Elliei 

Balance Male 

-3DQQ 

Knot ol Rust 

Grand Bolte 

30 

50% 

50% 

-300 

Elite? 

Water Male 

-3000 

Knoi ol Rust 

Cloud Stall 

31 

50% 

50% 

-300 

Hi-Euwr 

Holy Male 

-3000 

Knot ol Rust 

Water Bomba 

32 

50% 

50% 

-300 

HiEllier 

X-Polion 

-3000 

Knoi ol Rust 

Megainnr 

33 

50% 

50% 

-300 

Hi-Elher 

X-Poiitm 

-3000 

Knai al Rust 

Zwlll 

Crossbow 

34 

50% 

50% 

-300 

Ht-Eiher 

Hasteon Mala 

-3000 

Kndl af Rusl 

Nisdijin Balt 

35 

50% 

50% 

-300 

Ht-Eiher 

Refieciga Mote 

-3000 

KnOl of Rusl 

Quasimodo 

Boois 

.36 

50% 

65% 

-300 

Hl-Ether 

LiMiher Guraflt 

-3000 

Knot of Rite! 

Megallxh 

37 

50% 

50% 

-300 

Hi-Ether 

Aero Male 

-3000 

Knot hi Rusl 

ligdlning 

Arrows 

36 , 

50% 

50% 

-300 

Hj-Eftw 

Float Mcne 

-3000 

Knot ot Rusl 

Holy Rob 

39 

50* 

50% 

-300 

Hl-fltaf 

Ether 

-3000 

Knot oi Rust 

Morning &u? 

40 

50% 

50% 

-300 

HJ-Etlter 

Warp Mate 

-3000 

Knoi al Rust 

Me^adxir 

.11 

50% ; 

50% 

-300 

X-Polinn 

Waip Mate 

-300(1 

Knoi ol Rust 

Mygateur 

42 

50% 

50% 

-300 

X-Paliun 

Holy Mule 

-300(1 

Knot ol Rust 

Maoatrir 

43 

50% i 

50%. 

-300 ! 

X-Polwn 

Real Mate 

■ 3DQ0 

Knot al Rust 

Bur* Robes 

44 

50% 

50% 

- 300 : 

X-Palion 

X-PcHteih 

3000 

Knot ol Rust 

Mwfiifixif 

45 

50% 

50% 

-300 

X-Poitoo 

X-PtKion 

-3000 

Knot al Rust 

Dregotii Miiil 


TIER 

REWARD 

52 

Phoenix Down xG 

53 

Eye Drops x6 

54 

An lid ate x6 

55 

60 gil & Echo Herbs x6 

56 

Gold Needie x6 

57 

Alarm Clock x6 

58 

Handkerchief x6 

59 

Bacchus's Wine x6 

60 

3500 gll 3. Hi-Ethers x2 

61 

Potion x7 

62 

Phoenix Down x? 

63 

Eye Drops x7 

64 

Antidote *7 

65 

70 pil A Echo Herbs x? 

66 

Gold Needle x7 

67 

Alarm Clock x7 

60 

Handkerchief x7 


TIER 

REWARD 

06_ 

Gold Needle >:9 

87 

Alarm Clock x9 

06 

Handkerchief x9 

09 

Bacchus's Wine x9 

90 

BO00 gil. Scathe Motes x2. 0 

Slime Oil 

91 

Potion xIO 

92 

Phoenix Down xlQ 

93 

Eye Drops xIO 

94 

Antidote xlQ 

95 

100 pil & Echo Herbs *10 

96 

Gold Needle xIO 

97 

Alarm Clock xIO 

98 

Handkerchief xIO 

99 

Bacchus's Wine *10 

100 

tOOQO gil. Elixirs x2.& 

Uopuriflod Ether _> 


TIER 

REWARD 

69 

Bacchus's Wine x7 

TO 

4500 gil & Holy Motes x2 

?T 

Potion x0 

72 

Phoenix Down x0 

73 

Eye Drops x8 

74 

Antidote x8 

75 

60 gil & Echo Herbs x0 

76 

Gold Needle x6 

77 

Alarm Clock x8 

70 

Handkerchief x8 

79 

Bacchus's Wine x0 

60 

6000 gil. Hastega Motes x2, 0 

81 

Potion x9 

02 

Phoenix Down x9 

63 

Eye Drops x9 

84 

Antidote x9 

55 

90 gil & Echo Herbs x9 


TIER 

REWARD 

35 

40 gii & Echo Herbs x4 

36 

Gold Needle x4 

37 

Alarm Clock x4 

36 

Handkerchief x4 

39 

Bacchus's Wine x4 

40 

1500 gif A Vanishga Motes x2 

41 

Potion x5 

42 

Phoenix Down x5 

43 

Eye Drops x5 

44 

Antidote x5 

45 

50 gil & Echo Herbs x5 

46 

Gcfd Needle x5 

47 

Alarm Clock x5 

40 

Handkerchief x5 

49 

Bacchus's Wine x5 

50 

2500 gil 0 Reflectga Motes x2 

51 

Potion x6 















































































































































































TREASURE TABLE 

L 

Normal 

w,'Diamond 

Hq. App,% gil % 

If gil 

SO% 

git 90*t 


46 

50% 

50% 

-300 

X-Potfcn 

Scath * Mole 

-3000 

Knot ol Husl | 

Assassin's 

Arrows 

47 

50% 

50% 

-300 

X-Pomon 

Balance Mm« 

'3000 

Kitat ol Rusl 

H.islega Mote 

« 

50% 

50% 

-300 

X-Pstfion 

Hasten Mote 

-3000 

Knot ot Husl 

Agate Ring 

49 

50% 

50% 

-300 

X-Ptfion 

Beferetija Mtrie 

-3000 

Knot of Husl 

Fanulluul 

50 

50% 

50% 

-300 

X-Pswon 

Vantaw Mole 

-3000 

Knot of Husl 

Megsllxii 

5t 

50% 

70% 

-300 

Parallel Arrows 

ParaM Arrows 

-3000 

Knot rri Husl 

FHltwed 

Sams 

52 

50% 

70% 

-300 

X’Fofon 

Scaiiw Mole 

-3000 

Krta otHusi 

Ribbon 

S3 

50% , 

50% 

-300 

X-PMwn 

X-Ptriron 

-3000 

Kriflt Eri Rirsl 

Dark Shol 

54 

50% . 

60% 

-300 

Long Solis 

Balance Mole 

'3000 

Knot of Rust 

Famalhaul 

55 

50% 

50% 

-300 

K-PolMjn 

HOty Muk 

'3000 

Knot of Rust 

Megalinlr 

56 

50% 

50% 

-30O 

X-Pdton 

V&nishga Mote 

-3000 

Knal ol Rust 

CaslBltinns 

57 

50% 

60% 

-300 

Poison Suino 

RflfiKctga Mole 

-3000 

Knot ol Rust 

Hastega Mote 

56 

50% 

60% 

-30C 

StfBrtT Sheri 

HaSlega Wole 

-3000 

Knot nl Rust 

Icreloud 

Arrows 

59 

50% 

50% 

-300 

K-PolUW 

Warp Mole 

-3000 

Knot □! Rust 

Venetian 

Shield 

80 

50% 

50% 

-300 

X-Poliou 

Final Mote 

-3000 

Knot ol Rust 

Hastfifla Male 

St 

50% 

50% 

-300 

X-Foltai 

Watp Mote 

-3CDQ 

Knot □) Rust 

Wundelicer 

Shol 

82 

50% 

50% 

-30O 

X-Poliwi 

Final Mote 

-WOO 

Knot nl Rust 

Magepovrar 

Snisiwk 

53 

50% 

60% 

-300 

X-Palion 

Kikn-lchlinQii|i 

-3000 

Knol ol Rust 

Mawiuwi 

54 

50%. 

50% 

-300 

X-Pglioii 

Amq Muhi 

-3000 

Kflot Ol Rust 

Grand Solis 

65 

50% 

50% 

-300 

X-Palion 

Reliectga Mole 

-3000 

Knot ol Rust 

Golden 

Skullcap 

66 

50% 

70% 

-300 

X-Palion 

A/rngmm 

-3000 

Knol ol Rust 

Menaimr 

67 

50% 

50% 

-300 

X-PdIIqii 

A^ro Mote 

-3000 

Knot ol Rust 

MeoaiUrir 

86 

50% 

50% 

-30O 

X-Pdllftl! 

X • .■ 

-3000 

Knot ol Rust 

Miraoi Vest 

69 

50% 

50% 

-300 

X-PnlioJi 

X-Polion 

-3000 

Knot ol Rust 

McBalbrit 

70 

50% 

505 

-300 

X-Polion 

Holy MCA* 

-3000 

Knol ol Rust 

Castellanos 




The Wyrm Philospher is found on a 
windmill in Cerobi Steppe. Check out 
windmill #10 in The Norfhsward to 
make him appear. He's seeking the 
Vyraal Wyrm, which the party should 
have already defeated. Give him the 
Dragon Scale from the Vyraal 
Wyrm and he provides the party with 
an Ageworn Key 



Wyrm 


Door of Hours 
-—► = Player Path 


SOCHEN CAVE PALACE 


Enter the Sochen Cave Palace from the south (Tchita Uplands). Proceed up 
the east side of the dungeon to the far east door into Destiny's March. You 
must walk a circle around Destiny’s March, only opening the doors marked 
as a ‘Door of Hours' Go clockwise starting on the east side and heading 
southwest, then fallow the hall alt the way around to the starting point, This 
triggers the Ascetic's Door if done properly. 

Go to the west side of Destiny's March and check the Ascetic's Door Follow 
the Hall of the Ascetic down to the Hall of the Wroth God and use the 
Ageworn Key to enter the secret chamber. 



The Ageworn Key unlocks a secret chamber within the Sochen Cave Palace. The 
secret chamber is guarded by an ancient puzzle, which mentioned in certain 
clues scattered around the dungeon. To open the Hall of the Ascetic to the Hail 
of the Wroth God, you must walk a certain path through Destiny’s March 
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Sky Pirate’s Den 

After completing certain objectives throughout the game, you wilt receive 
rewards that are placed into the Sky Pirate's Den, There are a total of 30 
rewards. Can you collect them all? If you want to achieve the ultimate rank in 
Clan Centurio. you must do It! 

SKY PIRATE S DEN REWARDS 


| CHARACTER 

TITLE 

ACHIEVEMENT 

Ashe 

Exemplar 

Raised the party's average level above 50 

Ba'Gam nan 

Scrivener 

Completed Ihe Bestiary 

Balt liter 

Assault Striker 

Attacked over 300 times 

Basch 

Blood Dancer 

Defeated more than 500 loss 

Behemoth King 

Lord of the Kings 

Defeated Be lie mol M King 

Belles 

High Summonor 

Obtained 13 Espers 

Carrot 

Freshroaher 

Defeated Carrot 

Cnocoho 

Way fa rer 

Took over 50.000 steps 

Crystal 

Rune weaver 

Learned every Magick 

Daathgaze 

Eagle Eye 

Defeated Dealhgaze 

Fafnu 

Wyrm slayer 

Defeated Falnir 

Fnirr 

Speltsioflor 

Cast Magicks over 200 times 

G-ibranih 

Ml si Walker 

Performed every Concurrence 

GJfgamesh 

Masier Swordsman 

Deteated Gllgamesh twice 

Gurdy 

Spendthrift 

Spent more than i.000.000 gil 

Hell Wyrm 

Radiant Savior 

Dales led Hell Wyrm 

Mitjeln 

Privateer 

Sold over 1.000 pieces of loot 

Mimic 

Collector 

Obtained rare goods on the bazaar 

Montblanc 

The Unrelenting 

Completed a 50-Chain in battle 

Old Dalan 

Cartographer 

Fully explored every map* 

Peneto 

Plunderer 

Aquired over 100 000 gil 

Rasler 

Conqueror 

Learned every License 

Rcks 

Record Breaker 

Obtained over 500,000 Clan Points 

Trickster 

Sharpshooter 

Defeated Trickster 

Ultima 

Fell Angel 

Defeated Ultima 

Vaan 

Master Thlet 

Stole successfully Over 50 times 

Vsyns 

Premier Prestidigitator 

Used Technicks over 100 times 

Vossler 

Jack-oFAll Trades 

Learned every Tcchnick 

Yiazmal 

Hunter Extraordinaire 

Defeated Yfazmat 

Zodiark 

Zodiac Knight 

Defeated Zodlark 


'Doesn't include areas that can only be visited once or the final dungeon 


TRANT 


PERSON 11 

PERSON 02 

Boutiquere 

^^IM on eyed 

F ^Gentleman 

Farce-Goer 

^^^jGirf on an 
^HErrand 

Music Appreciator 

■HMlu tenia t 

Perceptive Man 

^^[Histortan 

$ mil ten Woman 

“►[Smitten Man 

Builder 

Artis tan 
a listen l 

NILBASSE 

PERSON «1 

PERSON 12 

Ex-Researcher 

Determined 
^ Researcher 

Aspiring Starlet 

“► Faded Star 


RIENNA 

PERSON # 1 

PERSON 12 

Dangerous Chet 

Philosopher of 
Cuisine 

Lazy Profiteer 

Researcher's 

^Wile 

Vegetable Seller 

Graetiseller 

Good Brother 

Wailing Woman 

Tarot Reader 

Happy Novelist 

Romantic Lady 

Lucky Man 

Bluiierhan Lady 

four Leader 


Worried Husband 
Senior Researcher i 


Athletic Woman 


M ale rial is tic 
Woman 

Failed 

Re searcher 

Avid Reader 

Eager Crier 


THROT 5 MISFORTUNE 

After matching the Tarot Reader with the Happy Novelist in Rienna, 
the Tarot Reader otters to reveal the party's misfortune. The 
misfortune actually tells the player how many matches are left in 
each section otthe city. This is a very helpful way to cheek your 
progress when trying to earn the Sandalwood Chop. 


1 




Kins Bomb—OPTIONAL BOSS W 


KING E 

2 

0 

M 

mt — 

m 
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The King Bomb is in the Salikawoad's Grand hall multi of the Save 


Archades Information Exchange ^ 

There are residents in the Molberry. 
Trant, Rienna, and Nilbasse 
sections of Archades with valuable 
information. The party can earn Pine 
Chops by matching two people's 
stories. The stories are always 
contained within one of the four 
areas. (For example, you won t 
find one person in Molberry and 
the other one in Trant.) Match up 
everyone within the four areas to 
earn enough Pine Chops to trade them in for a Sandalwood Chop. With 
this item, the party can access the Grand Arcade and Highgarden Terrace 
sections of Archades. 


MOLBERRY 


PERSON 01 

PERSON #2 

Reminiscing Lady 

Family-minded Girl 

Avid Traveler 

Traveling Genireman 

Daughter-In-Law 

Man from Giza 

Look-Alike 


Talented Woman 

Akademlcian 

Ardent Woman 

Ardent Man 

Proud Mother 


Poor Husband 

□m 

Would-be Judge 

|Judge's Wife 




Crystal. Although ibis boss Is optional, il will likely come into play 
ttu: first lime the party visits the Salfkawood, or when you allempl 
to complete the Rodeo to the Dealh hunt. 

King Bomb summons lesser Bombs to tight with it and uses 
powerful Fire magtek. Keep a good supply of Handkerchiefs around 
to remove the Oil status effect, which increase Ihe fire damage the 
party lakes. Blast the enemy with Water elements and use gear 
that reduces lire damage hke Fire Shield. Focus on eliminating 
the lesser enemies first to prevent them from chain-exploding. 

Remember to only attack King Bomb when It's alone. The boss 
fully restores its HP when il reaches 5D%. You can prevent ibis by 
using a well-timed Quickening. King Bomb uses the Renew trick 
several times, bul eventually stops using it. 


Phoenix—OPTIONAL BOSS W 



The Phoenix is in a secret hall on the north end of The Pharos 
- Subterra. Enter ihe hall from the room in the northeast corner. 
It s a good idea to gather Black Orbs and gel some light before 
facing Ihe enemy. Phoenix is a flying creature, so bring ranged 
weapons or Telekinesis along for the battle. 


ILEV 

59 (HP 

|l 34089 |EXP lO ll P 128 

[steal" 

WindscHcer Pinion, 

Eye of the Hawk, Split Armor 

























































































































Omega Mark XII Extermination 

Reaching Omega Mark Xll is almost as diflic til las fighting the hidden boss. Begin by 
diving deep into the dungeon following the same route used to reach Ultima Take a left 
turn at the Save Crystal to find the Aquarius Gate Stone (1). Backtrack to the previous 
section and open Gale Aquarius 1 (2), so the path to the Taurus Gate Stone (5) is open. 
Forgei Ihe Taurus Gate Stone lor now and go to the nearby Capricorn Gate Stone (3}. Flip 
the switch and run across the area to Gate Capricorn 2 (4). Backtrack to the Taurus Gate 
Stone (5) and use the switch. Cross the area again passing through Gate Capricorn 2 to 
reach Gate Taurus 1 (6). The road beyond Gate Taurus 1 leads to Omega Mark Xll 



OMEGA MaRK'XII — — 

VHBM This is a very challenging enemy. Its attacks are extremely 
/I P DWBrlul ancl 53,1 typically wipB someone out will) a single shot. 
| Those that survive may be stricken with the berserk status, taking 
them out of the battle unless dispelled. 

There's really only one way to fight this creature. It involves 
the use of Decoy and Reverse. Prepare the party by setting the 
lead fighter to attack and only attack. It doesn't hurt to equip ihe 
character with a Bubble Belt either to ensure his HP stays at the 
maximum throughout the battle. Also equip armor thal lowers the 
character’s Magick Resislance 1o zero. This is critical, since the 
other characters In (he party will be casting on him constantly. 

The other characters go into a strict support role. Set their gambits so that they 
cast Reverse on ihe main fighter above everything else. Then make the second 
command casting Decoy on the same target. Then set one of the two to use Hastega 
and Protect on Vaan. The two should also have Cursga prepared to cast on them, 
not on the fighter, if necessary. 

Keep it simple. The real goal is jusl to keep Reverse and Decoy up throughout the 
entire battle, it pays to take manual control of Decoy. It lasts considerably longer 
than Reverse and it can be refreshed while the spell is still active on the fighter. 
Recast it between every two to three casts of Reverse lo ensure that ft never wears 
out and the support characters never get hit. 

Otherwise Reverse should keep the main lighler healthy throughout the battle. Well 
take a hit now and then when Reverse drops, so make sure Bubble stays in effect 
too. Cast it again before if wears out. or use a Bubble Bolt to maintain the eltect. 

Run If things go wrong. Retreat to the top of the ramp and quickly restore everyone. 
The boss begins to heal if left alone for loo long. It's possible to lully restore 
everyone and get back into the bailie before the boss can completely recover. 





The following section takes a look ai 100 oddities wilhin FINAL FANTASY XU , These are subtle things you may not notice while playing through Ihe game, bul they're worth 
mentioning Have a little fun and check them out tor yourself 


Event Related 


The first time you enter Habreus (by either 
approaching the stone gate or by entering 
the Hall of Effulgeni Light), Basch tells 
your party about the city. Normally he will 
simply finish with 'We should turn back, 1 ' 
but if you visit either places after defeating 
Judge Bergan but before reaching 
Archades. a scene in which Ashe talks 
with Fran about the lost city of Nab re us is 
added. Furthermore, if you watch Baschs 
explanation and ihen visit one of these 
locations between defeating Judge Bergan 
and reaching Ihe Imperial City. Fran will be 
the one who suggests turning back 



N0.04: ICTJN'S WEIXOHC TO THE CUN HALL 

If you influence Ktjn lo become a guard 
for Clan Centurio, you can talk to her 
outside of the Clan HO, Avoid vtsiling 
the Clan Hall until after defeating Judge 
Bergan and finishing Ktjn’s event and all 
of the lines that normally belong to the 
bangaa guard can be heard Irom Ktjn 
instead. 


N0.0Z: GETTING THROUGH THE EAST GATE 

After setting out to defeat the Rogue 
Tomato, you will be unable to get back 
inside Rabanaslre. When this occurs, hop 
into the line of people standing in front of 
the Dalmascan Soldier guarding the door 
on the left-hand side. Wait in line. When 
everyone is gone, speak to the Dalmascan 
Soldier in front of the gate to get back 
inside. After sitting through Ihe line once, 
you can get back in again by simply 
speaking to Ihe Dalmascan Soldier. 

HIM:THE RABMCTRE PALACE MAP IN OLD 
ARCHADES 

You're only allowed into ihe Rabanaslre 
Palace when the story sends you there 
near ihe beginning ot the game, if you 
miss the map on this trip, you can still 
pick if up later from the Cartographers' 
Guild moogle in the Alley ot Low Whispers 
wilhin Old Archades. 


lift VISITORS TO THE DALMM ESTERSXND 
OUTPOST 

The Outpost in Dafmasca Estersand is 
visited by different travelers as the story 
progresses, each taking a rest before 
continuing their journey. Stop by and see 
who is visiting every once In a while 


TIMING 

VISITORS 

Alter lbs Rogue Tomato 
hunt 

family traveling by 
dwcobo 

Alter escaping lire 
Marquis OnPore's 

Manor 

bangaa and seeq 
merchants 

Alter obtalcring ihe 

Dawn Shard 

family from lire empire 

After defeating Judge 
Bergan 

three moggies 

Alter obtaining Iree 
rtiqtit in the Strati! 

a pair of vrara 



N0.06: THE BUCCANEER'S BATTALION. 

After completing the Wraith Hunt, you 
gain access to a house in the Rabanaslre 
lowtown area that is used by Deeg. the 
son of the Jovial Seeq. If you can t fulfill 
certain conditions Kyles. Filo and other 
children will gather in this house and form 
the Buccaneer's Battalion You must meet 
the following conditions for the children 
to gather: 

* Visit the Draklor Laboratory, 

* Return the three medallion pieces 
to Roh'kenmou in Old Oalan s Place 
(part of the "Medal of Nabreus" 
event), 

* Return to Charlotte's Magickery 
and hand the Moonsilver Medallion 
to Roh kenmu (part of the 'Medal of 
Mabreus" event). 

N0.0?: FREE MAPS 

Generally, if you do not own the map 
of an area, you will need to fill the map 
in manually by walking to every area 
displayed. However, it your next goal 
happens to be displayed during the 
progress of the story or you can check a 
petitioner s location in the Hunts menu, 
you can view the entire map, including 
areas you have never visited 



N0,08 THE REST OF THE STORK... 

A few ot the side events end with plol 
points that keep you wondering what 
happened, but you can 1 ill in some 
of these loose ends by doing a little 
research After finishing the Pilika’s Errand 
side event, read Pilika’s diary to find out 
that her other pet, Bianca." is hiding 
above the shelves in the technick shop. 
You can uncover another storyline after 
completing the Earth Tyrant Extermination 
side event. You can meet up again with 
Rrmzat, the investigator, it you travel to 
Ihe Hunters' Camp on the Phon Coast, 

He will then return home to his empire 
hoping fora bonus. 
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Side Quests 
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Dalan provides different bits of advice 
depending on the progress of the story. 

If you’re ever unsure aboul where you 
should go next, seek him out! The 
following is a lisl of the type of advice he 
gives and when you're likely to receive it. 


N0.11: MIGELO'S CHANGING REACTEON 


STORY POINT 

ADVICE 

After the new Consul 
Inauguration Ceremony 

Directions to the 
Nomad’s Camp 

Alter obtaining the 
Sun-stone 

How to inliltraie the 
Rabanaslre Royal 

Palace 

Alter escaping The 
Barheim Passage 

How to deliver!he 

Sword of the Order 

Alter silvering the 
Sword of Dal ma sea 

Bafthier's location 

Altar talking lo Balihier 

in the Sandsea 

Directions to the Lhusu 
Mines 

After escaping the 
Battleship Leviathan 

How to rescue Paoelo 

After obtaining the 

Dawn Shard 

Directions to Jahara 

After Larsa fains Ihe 
party 

About Ml Bur-Omisace 

After visiting Ml Bur- 
Omlsace 

Advice on Vaan s 
worries 

After defeating Judge 
Bergan 

Directions lo Archades 

After visiting the 

Draklor Laboratory 

Directions lo Giruvegan 

Attar obtaining the 
Treaty-Blade 

Nothing to say 

Alter the Sky Fortress 
Bahamut is activated 

Offers to provide advice 



NOJO: LEGENDS OF OLD 

Paying 1 gij to the Rabanastran boy in the 
rnrddle of East End across from the stairs 
to Lowtown allows you to hear stories 
about Rabanastre's history and several 
other things. The stories change as the 
game's story progresses. 


1 STORY POINT 

CONTENTS 

LEAVING LINE 

Alter Reks' arc 
ends 

The state ol 
Rabanastre 
alter Losing 
the war 

"Ynu’re not 
worth his lime," 

After the 

close of the 
new Consul 
Inauguration 
Ceremony 

How to gat 
to Downtown 
Rabanastre 

"He jusi wanted 
to talk.'' 

After Escaping 
the Barheim 
Passage 

A summary 
of the 
Rabanastre 
Palace attack 

'He heard this 
straight from a 
lake jailer." 

Alter receiving 
the Dawn 

Shard 

The 

connection 
between King 
Raithwatl and 
the demon 

"He guesses 

It can’t be 
Helped.™ 

After visiting 

Draklor 

Laboratory 

The 

connection 
between a 
mysterious 
place and a 
great power 

“To be honest, 
he's completely 
out of stones." 


After meeting up with Penelo aboard the 
Leviathan, talk to Migelo in the item shop 
in Rabanastre to hear how happy he is 
that she is safe. This conversation can go 
one of two ways, depending on whether 
or not you have obtained the Dawn Shard. 

Belore obtaining the Dawn Shard 

Migefa is happy that Penelo is sale, bul 
angry al Bafthierand the others lor dragging 
her iota everything. 

After obtaining the Dawn Shard 
Migelo scolds you for not coming back 
sooner to fell him thal Penelo is safe 



mm chief siipimirs health 

You can find the Garif warrior, War-chief 
Supinely, as an ally in the HauJo Green 
area of the Qzmorve Plains before the 
party visits Jahara for the first time. Even 
it he gets knocked out on the plains, he 
will show up to heip your party when they 
first visit Jahara. if he does happen to 
perish, you'll notice that the text changes 
slightly to match his experiences. When 
he is in good shape, he wilt explain to the 
Gaiil ctan at the enlrance that Vaan and 
his party have come across I he Ozmone 
Plains If he is In bad shape after his fight 
with the monsters, he will be unable to 
finish explaining his story to the Garif 
clan. 

N0.11 THE WARRIOR CHIEF S GOODWILL 

When leaving Jahara and heading for Mt 
Bur-Omisace for the first lime, fhe Garif 
war-chief Suprnelu allows you to use their 
chocobo rental once, free of charge. If you 
do not use the rental and visit the Temple 
Grounds area of Mt Bur-Omisace first, 
Gurdy will quiz you as to why you haven’t 
taken a chocobo yet. 



N0.M: ARROGANT YiM 

After getting nine Pine wood Chops in 
Archades. you can ride a taxi in the 
Nilbasse district. For those who don't ride 
the taxi and continue collecting chops 
until getting the Sandalwood Chop before 
talking to the Cab Guide, you can bear a 
special line and view some very arrogant 
choices. 


N0LI5: MOCKED FOR TELEPORTING 

Use a teleport stone to visit the Tsenoble 
area of Archades. Talk to the Prideful Boy 
nearby to be mocked tor using a teleport 
stone. 



Halt the height of Vaan, twice the spunk, 

N0J6:1NTEBESTING iIRSHIP M&EISIB 

Choose the M By leisure craft 1 ' option when 
flying from one of the airship terminals in 
each region to explore the airship while 
in flight. There are some nice shops 
and a variety of other passengers The 
passengers depend on the destination, 
but here are some who are found on the 
Rabanastre and Archades flights. 

Charming woman in the Sky Saloon on the 
Rabanastre (light. 



This girt wfit speak to you openly after 
taking the atrship to Rabanastre three times 
or mote. 


The innocent girl on the an deck on the 
Rabanastre flight 



Stand in front of the innocent young girt 
on the upper deck and she wilt charge and 
send you ffying. 


The loving man in Itie observation parlor on 
fhe Archades flight 



These two have limes when they get along 
great and times when they fight Try talking 
to him in different zones. 


Ml?: THEMEL LOVING flUIIII 

The conversations with the family who 
loves lo travel change along with your 
progress through the story, in essence, it 
doesn'I matter which terminal you talk to 
I hem in, but there are some differences 
between the time when you obtain the 
Dawn Shard and the moment you defeat 
Judge Bergan. If the family doesn't 
appear, try leaving and coming back into 
the terminal a few times. 


STORY POINT 

TERMINAL 

CONVERSATION 

After escaping 
Barheim 
Passage and 
returning to 
Rabanastre 

Everywhere 

Reason mother 
loves lo travel 
by air 

After obtaining 
Dawn Shard 

Rabanastre 

Chocobo failure 

— 

Nalbina 

fortress 

Mother's make-up 
failure 


Bhujsrba 

Rivalry with the 
neighbors 

Alter defeating 
Judge Bergan 

Everywhere 

Dragon attacking 
public airways 



Nil.18: CONVERSATION DURING DEATHGAZE'S 
ATTACK 


You can witness different conversations 
than usual from the passengers on the 
regular service airship when Deathgaze 
appears. Once jt shows up, don't defeat 
it right away; instead, keep talking to the 
passengers and escaping to the Private 
Cabin, 

N0.19: CHANGING MERCHANT RESPONSES 

When speaking to the traveling merchani 
Dyce in Balfonheim Port or to Tetrarv and 
Lulucce when first arriving at the Eruyt 
Village, there are two different sets of 
lines depending on whether or not you 
have talked lo them before. If you didnt 
talk to Telran on fhe Leviathan, your 
conversation starts with a sell introduction 
when meeting him In the Eruyt Village. 
Conversely, if you didn't speak with Dyce 
in the Ogir-Yensa Sandsea or any of his 
other potential meeting locations, he won’t 
have much to say when you run into him in 
Balfonheim Port. 



n CJUNGIC CONVERSATIONS 

The conversations with the people listed 
in the following table change a great deal 
depending on who leads the party. Try 
making each character the party leader, 
then talk to each person, 


CHARACTERS WHOSE CONVERSATIONS 
CHANGE DEPENDING ON WHO IS LEADER 


LOCATION 

PERSON 

East Spur Stairs 
(Garamsyihe 

Waterway) 

Defeated Soldier 
(vanishes alter 
escaping from the 
Nalbina Dungeons) 






































































CHARACTERS WHOSE CONVERSATIONS 
CHANGE DRASTICALLY WHEN FRAN IS 
LEADER 


LOCATION PERSON 

Crystal Glade (Giza 
Plains) 

Viera Wayfarer 
(vanishes after Ihe Gil 
Snapper hunt) 

Pithead Junction A 
(Henne Mines) 

Wounded Imperial 
(vanishes after 
obtaining the Laois * 
Tear key item) 

Rava s Pass {Pfton 
Coast) 

Viera Wayfarer 



N02l:CUniNCREHARKS 

Attempting to ran away from certain 
bosses or heading in a different direction 
from where you should be going can lead 
to unexpected remarks. At the points 
shown here, head toward the location 
spec i I red to enjoy a few acidic remarks at 
your expense. 


LOCATION PLACE TO GO 

During tiie Air Gutter 
Remora fight in Nalbina 
Fortress 

Aerial Gardens area of 
Nalbina Fortress 

Heading lor Lire 
Rabanasire Sandsea 
after hearing Migeio’s 
request 

Southern Plaza area or 
Rabanastre 

Heading toward the 
Crystal Glade (The Dry) 
area of Giza Plains alter 
hearing Masyna's story 

Throne Road area of 

Giza Plains 

Split on from Bal tlner 
and in need of a cab 
m The Imperial City ol 
Archarfes 

Alley ol Muted Sighs 
area ol Old Archades 


N622: CHOCOBO ONLY MESSAGES 

Attempting to enter towns or dungeons 
while riding a chocobo causes a special 
message to appear saying that you must 
dismount or turn back. This message 
changes depending on the location, as 
shown here, 


MESSAGES DISPLAYED WHEN A CHQCOB0 
WONT ENTER AN AREA 


PLACE 

MESSAGE 

Any town or village 

"Yon musl dismount lo 
proceed H 

Dungeon 

The chocobo refuses 
to do any further ’ 

Esper Hone 

“The chocobo is too 
scared to proceed any 
further. Something 
ternlyi ng lias ahead 1 " 



1021 NO ESP® PLEASE 

When one of your party members is 
accompanied by an Esper, you cannot use 


airships or chocobos If you are aware 
of this and attempt to use them while 
having an Espsr. you can hear different 
lines. Most ol these situations require 
summoning the Esper outside of the city. 


WHERE TO GO: 

* Try to use a reg ula r service ai rsh ip. 

• Try to ride the Strahl from the airship 
terminal 

* Try to rent a chocobo from Gurdy (the 
lines differ depending on whether you are 
in Matbina Fortress or another place). 

- Try to ride a stray chocobo (the lines 
differ depending on whether you are 
trying to ride the chocobo in the Henne 
Mines or another place). 

• Try to borrow the chocobo from the 
Imperial Soldier in the Ozmone Plains 



According to the girt at the reception desk „ 
there is a chance that me strong magick 
power exuded by Sspers can have a bad 
influence on an airship s gauges. Sounds 
like an excuse to met 


System Related?^ 

H(L24: SKY PIRATE’S DEN i REKS ^ 

The Sky Pirate s Den seems to be Vaan's 
thing, but during the short amount of 
time thai you play as Reks, it's possible 
to unlock a few of the Sky Pirate's Den 
rewards. 


LWJ 


Receive mora than 
100,000 nil 


Penelo 

Use the Attack 
command more than 
300 times 


Baithier 

Use the Magic k 
command more than 
200 rimes 


Fran 

Deleat more than 

1500 toes. 


Basch 

Creating a 50-Chain 
gr sealer injMfla 


Momtiiaiic 


or ar t ai s LinJams_J_ 

NOS: DISTANCE WALKED 


A tally of the number of steps taken is 
kept during the game. The total walked 
distance can sometimes increase even 
it you're not actually using the analog 
stick to move your character Certain 
things such as being knocked back when 
attacked or being pushed around by other 
characters in towns will increase this 
number. The distance walked is based on 
the movements of Ihe party leader. 

N026: WEAKENED BASCI!?' 

When lirst entering the North-South 
Junction during Ihe escape from the 
Barheim Passage. Basch obtains a 
weapon and armor and his appearance 
changes. At this point, Basch's parameters 
are actually recalculated as I ho ugh he 
had just gained a level. Oddly enough, his 
MAX HP and MP could actually decrease 
due to ihe slightly random nature of these 
values. This happens most often if your 
party members have not leveled up during 
the Barheim Passage section 


ND.27: HIDDEN MEANING ON THt WORLD HAP 

Look closely at the Isometric location 
scons displayed on the world map and 
you'll notice that beneath some of them, 
there are small colored strips. These 
strips indicate the different possible ways 
to warp to those locations. 



Sice: A blue strip on the left indicates that a 
Gate Crystal is present. 



Green: If a green strip on the tower-right 
of the icon is present, an aerodrome is 
located in that location. After unlocking tree 
movement in the Strahi the green indicator 
shows that there's a Slrahf Anchor in the 
area 



Green and Blue: If both the green and blue 
strips are present, a Gate Crystal and an 
aerodrome are in the location 



Nothing: tf there are no strips underneath 
the icons . neither a Gate Crystal nor Stmhl 
Anchor can be used to get to that location. 


NOJft: STATUS EFFECTS MAXIMUM 

Up to 27 different status effects can be 
applied to a single party member at one 
time. To do this, you must use Items, 
accessories, spells and even traps Every 
status effect aside from X-Zone, KO. 

Stone. Lure (of Stop) and HP critical (or 
Disease) can be applied at once! 

m LIMITING AN ARE! EFFECT SPELL 

II after a character has started to perform 
an action, his target moves into another 
zone or the equipment of the character 
performing the action is changed, the 
action is interrupted and immediately 
comes to an end. Making use of this 
allows you to manipulate area effect 
actions so that they only hit selected 
targets, For example, say you are facing a 
Skeleton and a Steeling in battle, Normally 
in this situation, casting Curaja would 
damage the Skeleton but heaJ the Steeling 
However, if you make the Skeleton the 


target of the Curaja and quickly change 
equipment Immediately after the Skeleton 
has been damaged, the spell is cut short 
and doesn’t heal the Steeling. 

lUMBODin 

Alter completing a hunt or Immediately 
after using a Gate Crystal to move to 
another zone, you cannot move or input 
commands for a short period of time. 
However, you can slid move around your 
viewpoint. 

Nflil: MERITS OF A LGhfE WARRIOR 

After more than three characters have 
joined your party, it's likely that you 
always use the maximum ol three, right? 
Well, there are a few merits to only using 
one character! 

When using an area effect action on 
allies 

Area effect actions can target all reserve 
characters. Therefore, il you have only one 
bailie member, you can heal the remaining 
live reserve characters willi a single Curaja 
spell. 

Avoiding Iraps 

When walking down a narrow passage, 
other battle members often run into Iraps. 
You can avoid this by reducing Ihe number 
of bailie members to one at these points 
Surviving enemy area effect attacks 
Some enemies have area effec! altacks, such 
asZodiark's Darkfa, which Ibey use in a 
regular pallem or fixed lime Reducing your 
battle members lo one prior Jo I his attack 
can minimize its effect. 

NQ.il: MAXIMUM ITEM DROPS 

The icons tor the items dropped by 
monsters generally disappear after a set 
amount of lime. If there are already 10 
icons in the area before I hat time runs 
out, when the 11th icon appears, Ihe 
oldesi symbol will disappear inslantly 

N0.fi: OBTAINING TRAPPED mmE 

When a treasure chest appears wilh a trap 
underneath It, there is no obvious way to 
grab Ihe goodies without taking a hit. You 
could equip Ihe Winged Boots accessory, 
which provides a constant Float effect, but 
there is actually an even easier way to get 
the item. Press lightly on the left analog 
stick to walk very slowly toward the 
chest, then as scon as the field sign U M 
appears, press the O button. If there are 
enemies nearby, make sure the leader's 
Gambit is in the OFF position. 



Slowly make your way to the chest 
aaaaand r bingot 


N(LM: SWITCHING A TARGETED CHARACTER 

When a battle member becomes the target 
of any kind of action, his name changes 
to red and he cannot be transferred to 
the reserve. However, if you use Cure or 
a potion on a reserve member and then 
make him a battle member belore ihe 
action ss performed. Ihe character's name 
remains white, regardless of the fact that 
he's being targeted. You can also return 
this Character to the reserve 
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H0J5: NAME COLORS 

When Libra is not in elfecl on anyone 
in the battle party, the enemy name 
displayed in the Target Into box appears 
as blue, yellow, or red depending on the 
strength of the targeted enemy compared 
to the current leader. Unfortunately, boss 
names are always displayed in white, 
indicating that the gap between their level 
and the leader is unknown. 



N0J6: STATUS WITHOUT LIBRA 

Some allies make it possible to see more 
than |ust a target's name and current 
status effects even if no members of the 
battle party are using Libra. There are 
certain ally characters, such as Bansat and 
Krjn, who only join the party lor specific 
battles. They will make the enemy's Level, 
HP. and Elemental weakness or just 
Elemental weakness appear without the 
use of Libra, 

Battle Related 

N0.37:REVERSE BATTLE CHAIN 

A battle chain ends when you defeat a 
different type of enemy from lhai defeated 
previously, but at that instant another 
chain actually begins! A hidden, "Reverse 
Battle Chain" exists, linked by continually 
defeating different types of monsters. 

A high Reverse Battle Chain slightly 
increases the chances of items being 
dropped, but has lew real advantages 
compared lo a regular battle chain. 

N038: MOVE WHEN IMMOBLIZIED 

A character affected by the Immobilize 
status may not be able to move by 
himself, but he can still be moved If the 
affected character is pushed by another 
character or knocked back by enemy 
attacks, he can end up outside of the 
center of action, Use an attack with a 
step-in motion lo get back into the action. 

NMITFtK! 

The only player you can move directly is 
the leader, while the other battle members 
follow. So what happens in situations 
where the leader runs far away while 
the other members are busy fighting or 
can t move for some reason? When (he 
party leader is far away, the other battle 
members' running speed increases by 
1.25 times, so they will evenlualfy catch 
up. 

M BETTER LOOT WITH OMEGA MARK XII 

After defeating Omega Mark XII, there 
is a very small chance that it will drop 
a Mythril Sword However, you can 
improve this chance by simply raising 
your Chain Level prior to the fight. By 
doing so, the item drop rates improve 
even I hough single-mark Omega Mark XII 
should be unaffected by Chain Level. 

N0.41 BATTLE CHAINING ALLIES 

A battle chain occurs not only when you 
defeat monsters, but also when you defeat 
allies! In some ways, this chain is even 
easier than a monster chain because you 


only need to go to one olher zone tor an 
ally to reappear in the same spot. Thus, 
you can defeat the ally, go to another 
zone, come back, defeat the ally, and 
repeat the process over again You can 
even attack different allies to build up a 
chain as long as they're of the same race! 


and returns the damage to 1. After 17 
successful hits, if you then attack an 
enemy using the option ' Safety'’ with 
Numerology, they win nullify the damage, 
but you still have a 13% chance of 
causing 131072 damage to surrounding 
enemies 


110.42: MAIM AND AHM TIMING EFFECTS 

The amount of damage or healing caused 
by an action along with whether or not 
status effects take hold are determined 
the instant the action reaches the target. 
Knowing this, you can do a couple 
of things to maximize your defensive 
prowess. First, if a character with the 
Serenity license grid unlocked (Serenity 
increases Magick power when HP are 
full) uses Curaja to heal all three halite 
characters, your party benefits the most 
by selecting the caster as the target of the 
spell. In this case, Curaja first heals the 
HP of the target character, bringing his 
HP back to full and increasing the amounl 
of HP restored on subsequently cured 
characters. 


NG47: HAGICK WITHOUT MP OH A LICENSE 

Normally, you need to purchase a magtck 
spell and learn the appropriate license 
before you can use it However, there is a 
way to use Black Magick without fulfilling 
either ot these conditions. The method 
is simple: use the tec hoick Shades of 
Black. This tech nick allows magic to be 
used regardless of whether you have the 
license or own the spell. 

MMNFUSION+INYIMilin=TOmCHAOS 

Confused characters wilt attempt to '’fight" 
an allied character (including themselves). 
But what happens if all battle members 
just happen to be Invisible? Unable to find 
anything to turn their confusion against 
the poor character runs off randomly. 


You can also use attack timing knowledge 
to protect all of your characters from an 
enemy area effect status with a single 
nullification accessory. For example. 

If the enemy uses an ability such as 
Disable, select the targeted character 
first and equip the Black Belt As soon as 
'IMMUNE' 1 appears, remove the Black 
Belt from the targeted character and equip 
it on the next closest character. Finally, 
equip the Black Belt onto the final party 
mem her to complete your defense 



H&y guys? Uhh, anybody there? Hello? 


N043: ZERO DAMAGE INDICATORS 

If your target is in a counter-attack 
position, or possesses an attribute Ihat 
absorbs the attack, their HP will recover 
by the amount ot damage they would 
normally have received and the attack 
value wilt be displayed in green numbers. 

If absolutely no damage is received or 
recovered, the number *0" is displayed 
in red. If an opponent is using "Magic 
Barrier" or some other neulraiizalion 
effect, attacks will result in an "IMMUNE" 
message If the enemy neutralizes an 
Esper or Quickening attack, it will also 
result in a red colored H 0 M , 

N0.44: ELEMENTAL DAMAGE AND STATUS 
EFFECTS 

Attacking a monster with an elemental 
weapon when the foe can nullify or absorb 
that element will not cause any damage. 
However, it the weapon has an additional 
effect, it may still occur at the fixed rate, 
regardless of the damage being absorbed 
or healed. 

NQ.4% COUNTERING DISTANT ENEMIES 

A counter enables a character to strike 
back against an attacking enemy. You may 
think that you can only counter a ranged 
attack if the attacking enemy is nearby, 
but it's actually possible to counter even 


A Concurrence attack performed after a 
Quickening will damage all of the enemies 
around the initially targeted enemy. 
However, this isn't the case when fighting 
a boss wrlh minions. If the Quickening 
damage kills the boss, the battle will 
end before the surrounding minions are 
defeated and you won't receive the LP 
tor them. 

Hitt KEEPING INACTIVE CREATURES INACTIVE 

You can damage inactive enemies by the 
surrounding Concurrence damage from a 
Quickening aimed at a different monster 
without becoming active. You can use 
this strategy to defeat powerful inactive 
monsters, such as the Wild Saurian, even 
when your party is still quite weak. 

M,5I: REPEATEDLY STEAL FROM AN EN£M 

Since you can onty steal once from each 
enemy, after Steal is successful you 
normally need to go at least two zones 
away and cause the enemy to respawn 
before you can steal again. Bosses and 
marks are an exception to this rule, 
though. Simpty go into a neighboring area 
to steal from them again. Near the start 
of the game you can use this technique 
to repeatedly steal the Glass Jewel (which 
can be sold for 115 Gii) during the Wraith 
hunl. 


the most distant enemy. For example, 
equip a Hand-bomb to an ally and attack 
another ally with a Sword at long range, if 


In addition there are some bosses and 
marks thal you can steal from multiple 
times without having to go to another 


a counter occurs, you will be treated to an 
awesome display of martial arts. 

Zone. 


ENEMY 

CONDITIONS 

HO.#: CONTINUOUS NUMEROLOGY' 

The area effect tech nick Numerology is 

Book x4 

Defeat a Rock (only 
attar defeating first 
Rook) 

a special attack that doubles in strength 
each time It is used, so long as it does 

Dr. Cid (2nd fight) 

Reduce HP to teas 
then 50% 

not miss. Even though there is an initial 
damage of 1 (2 to surrounding enemies), 

Gabranth (1st fight, 

2nd light) 

Reduce HP to less 
then 50% 

after 17 consecutive hits the damage will 
reach 65.536 (131.072 to surrounding 
enemies). The 18th attack always misses 

Gilgamasti (1st lime) 

Each time HP reduced 
by 2Q% of MAX (can 
steal once ai 80% 

60%. 40% and 20% L 


Ienemy 


CONDITIONS 

Gilgamesh (2nd time) 

Each time HP reduced 
by 20% of MAX (can 
steal once at 60%. 

60%. 40% and 20% t. 

Shadowsear 

When enemy calls 
Pandemonium 


ITmT 

s 

Ji 



Red and Black Chocobos normally roam 
the Haute Green area of I he Ozmone 
Plains However, if you meet a specific set 
of requirements, a chocobo called Lv. 99 
Red Chocobo may appear When defeated, 
this titan can drop valuable items such as 
a Ribbon or Gemsteef 

After gaining Iree use of the Strahl, travel 
to the Ozmone Plains area and deteat six 
or more Red and Black Chocobos, then 
enter or reenter the Haulo Green area. 
Upon arrival there is a 1 in 256 chance 
for the Lv.99 Red Chocobo to appear. If 
the enemy does not show up, simply go 
two zones away (Dagan Flats) and return 
Keep In mind this can take a very long 
time. 

NO,57: Wffi-TMBtrrACKS REPEATED 

The Flowering Gadoid's Thousand 
Needles or Feral Retriever's Balance are 
attacks that these monsters should only 
be able to use once per battle. However, 
il you move far away from that enemy, or 
If all current bailie members are knocked 
out after these attacks have been used, 
the enemy can use the attack again. 

MMP FROM ALLIES 

Fundaments fly there are no merits for 
defeating the allies who fight with you on 
the field, such as the Dalmascan soldiers. 
However, it is possible to garner a few 
experience points and gil if you defeat 
certain allies at the following levels. 


Rabanastre 

Walch 

Dalmasce 

Wastersand 

-1 

20 


Dalmasca 

Estersand 

' 5 


Bangaa 

Hunter 

Giza Plains 
(The Drv) 

4 


Garil Hunter 

Giza Plains 
(The Rains) 

~22” 


Seen Fisher 

Ption Coast 

^36 

145-290 


N059: LEVEL 99 MONSTERS 

Some monster actions, such as 
Cannibalize or Mystery Waltz, raise 
the monster's level Furthermore, it is 
possible for monsters with these actions 
to use them enough times to reach level 
99 Note that the Wild Saurian only 
consumes nearby wolves while in its 
inactive "friendfy" state 



The Wild Saurian can become level 99 it it 
uses she Cannibalize ability enough times 
Carr you defeat it? 





































NOM PUSHY CHOWS 

Vaan and the others can push monsters 
around by walking Into them, but some 
heavier monsters (such as the Clay 
Gofems or Steven Wilders) only move a 
small bit To move them further, simply 
hop onto a chocobo. When riding a 
chocobo. it s possible to push around all 
enemies—no matter how heavy they are. 

M6L OVERCOME QRTlfM S DISLIKE OF MEN 

Elite Mark Orthros has an affinity tor 
women. Normally, he won't appear unless 
you have a party consisling of nothing 
but women, As long as Fran, Perielo, 
and Ashe are your mam party members, 
brmging either Larsa or Reddas a tong 
as a guest member won’t cause Orthros 
to hide. 

N062 MONSTERS NATURAL HEALING 

Monsters that have lost sighl ot your 
party gradually recover HP over time. 

Even monsters such as Hell Wyrm and 
YtezmaL which won’t regain HP when the 
party exrls the zone, aren't exceptions to 
this rule. 

N0.li3:DEC0f MDTREBA’GAM CUN 

Ot all the monsters in the game, the only 
ones incapable ot nullifying Decoy status 
are the Ba’Gamnan Clan (Ba Gamnan, 
Bwagi, Gijuk, and Rinok) Cast Decoy 
on an ally in Reflecl status and bounce 
the spell onto one of them to get things 
started. In theory, they should now begin 
to tear each other apart, right? Wrong. 
They will continue their attack as though 
nothing has changed. On top of this, your 
own baffle members ignore their Gambits 
and attack the Decoy enemy. 

N0L64: UNIQUE MANDBACORA ENDINGS 

You will light five monsters called the 
Mandragoras In I he Nall of Lam ben I 
Darkness area of the Sochen Cave Palace. 
You can defeat Ihem In any order, but 
depending on the one you defeat last, the 
beginning of the event scene that plays 
immediately after the battle changes 
slightly. You can see each of the different 
Mandragoras’ unique personalities 
depending on which of them goes down 
last. 

N065: BASCH AND GABRANTH 

The second battle with Judge Gab ran Hi 
takes place in the Central Lift area of Sky 
Fortress Bahamul. When his remaining 
HP falls below 50%, he responds by 
speaking a few lines, The content can 
change depending on whether or not 
Basch is in your party. 



ff Basch is in your party Gabmnth wifi be 
m&$n. 



ft Basch is not in your party. Gabranlh will 
still be mean-fust in a slightly different way. 


M66fiILGAHESH AND ENK1DU S BOND 

The Elite Mark Gilgamesh spouts some 
bold fines when his HP fails below B0%. 
each time you light him If you haven’t 
defeated Enkidu at this point, then an 
additional line is added. 

N0.67:GILGAHESH S WEAPON COLLECTION 

Many of the weapons used by Gilgamesh 
are replicas of those from previous FINAL 
FANTASY games. 

Orrchafcum Replica 

A replica ol the Qhchalcum, this is a short 
sword that has been a regular in the FINAL 
FANTASY series. 

Eualibur Replica 

A replica of Ihe Excalibur Ihe moon cr&si 
on the hill Is based upon Ihe design Irom 
FINAL FANTASY V 

Excalibur XII 

This is a replica ol the Hoty Sword 
Excalibur This one is also based on Ihe 
FINAL FANTASY V model, but this one has 
a sun emblem on the hill. 

Steel Cutter Replica 

A replica ot the Steel Culler blade used by 
the summon monster OdJn. It has a blue- 
black blade with an unnerving face set into 
ft. 

Buster Sword Replica 

A reptlca of Ihe Busier Sword, this migfiiy 
blade was used by Cloud, Ihe main 
character Irom FINAL FANTASY VIL 
Gunblade Replica 

This is a replica ol the Gunblade used by 
Squall in FINAL FANTASY VIII. There is a 
small chocobo primed on the blade. 
Brotherhood Replica 

This is a replica ol Ihe Brotherhood sword 1 
used hy Tidus in FINAL FANTASY X, 
Legendary Sword 

A repfica ol the Legendary Sword lound in 
Dragon Warrior I - III 

M68: KNOCK BACK 

When using the Attack command, "knock 
back can sometimes occur. This means 
that the enemy is pushed back a little after 
being hit. If the knock back occurs on the 
blow that kills an enemy, you will see a 
special animation of Ihe enemy being sent 
flying This does not work on monsters 
larger than a human, though, 

NOMPMKT MEOBO MINIONS 

When fighting the Wild Malboro mark, 
ignore its smaller minions and instead 
deleal the Wild Malboro first With their 
leader history, the other Mai boros fall into 
a panic and simply stop attacking. 

N0.70: BESTIARY STAMPS 

You can view all monsters you have 
previously defeated in Ihe Clan Primer 
Besliary Look closely and you'll see lhal 
some monsters have a stamp on them. 



Mark 




Elite Mark 


flare Game 



Hunt Club Hare Game 


Ems 

N0L71: VICTORY CELEBRATIONS 

After defeating a tricky boss or mark, you 
wilt hear the traditional FINAL FANTASY 
battle victory music When you hear 
this sound, watch what your character’s 
reactions very closely. They will celebrate 
with their favorite weapons. 

N0.7Z LOST NOTE AND SECRET STASH 

In the Phase 2 Dig point area ol Hertne 
Mines, you can find a Discarded piece 
of paper This is actually a fragment 
from the diary ot one ot the workers in 
Ihe mine. Read it to learn that a worker's 
secret stash is hidden in the mine, The 
hint states to go around 4/ in other 
words, go somewhere near the Special 
Charier Shaft area, which looks like a “4" 
on the map. Search around here to find 
the treasure ot Bacchus’s Wine x3 and 
Mega Elixir x2, 


HH 

Weft, i guess it kinda looks like a " 4.~ 

N0L71HEGA FANG DAMAGE 

The Blue Fang, Red Fang, and White Fang 
items normally deal damage equivalent to 
25% ot the target's Max HP. Depending 
on how it is used, though, it is possible to 
deal damage lhat is greater than 100% of 
the target's HR To do so. equip a Pheasant 
Netsuke and a weapon that strengthens 
the attribute of the Fang you’re using, 
then attack Ihe target’s weak point. Doing 
so deals more damage ihan 100% of the 
target's HP and allows you to deteal it in a 
single attack. 



HH74: NO HIST CHARGE RECOVERY 

If one of your characters has the Goddess 
Tear or Dawn Shard equipped and a 
different character triggers a Quickening, 
the character with the MP 0 item equipped 
cannot participate in the Quickening 
combo. During the Quickening combo 
attack, these items deny those characters 
the ability to select the Mist Charge 
command to prepare their Mist Charges 
for attack. 

not mm™ 

You can find an Unlucky Merchant in the 
Outpost near Dalmasca Estersand. This 
merchant's chocobo loves to scatter gll 
around, and has buried all of his profits 
around the camp. The 'glittering things'' 
scattered around the outpost are actually 
his profits. Follow the map here to obtain 
all J7gil. 



After the Inauguration Ceremony, this 
merchant will move to the South Bank 
Village part of the Dalmasca Estersand. 
Even at this new location, his chocobo 
wilt bury his profits in the ground After 
speaking to the merchant, a "mysterious 
glint” will randomly appear in one of the 
locations marked on the map shown here. 
Each time you leave the zone and return, 
the random item will reappear. 



Stone at one of these random locations. 


N0.?fi: OVERPRICED BAZAAR GOODS? 

Among Ihe items you can obtain through 
the Bazaar are several items that you 
can find in the shop. In most cases, it Is 
cheaper to obtain these through trading. 
One of Ihese items, the Large Gloves 
(Blazer Gloves) is 1300 gil cheaper If 
you buy it from a shop. Other bazaar 
goods, such as the Flask of Oily Liquid 
(Ether) and A Mysterious Substance (Dark 
Matter) are also cheaper if purchased 
from the shop, but the conditions for 
getting Ihem to go on sale are quite tough. 
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N0.77: ATTACK MOTION AND STANCE VARIETY 

Weapons can be used by any character in 
your party provided they have the license 
panel opened. Use the same weapon type 
with more than one character and you'll 
notice that each character’s stance and 
attack animation differ ever so slightly. 



N07B: THIE DEMO MONSTERS 

FINAL FANTASY Xft opens with a beautiful 
introductory sequence that shows a 
montage of some ot the most Impressive 
imagery the game has to offer, Hang 
around for the entire introduction and 
near the end you’ll notice that the game 
flashes through multipie enemies In the 
span of less than a second each. 



7. Chaos 2. Hashmal 



3. Humbaba Mistant 4. Fury 



5, King Bomb 6. Daedalus 




1 f, Flan 12, Firemane 



13, Cuchufainn 14. Tiamaf 



15. Phoenix 16, Rafftesia 



17. Mimic Queen 18, Zalera 



19 Exodus 20, Vinuskar 



21 Mateus 22. Zeromus 



23. Fenrir 24. Ahriman 



29. Bellas 30 Adrarnmelech 



31. Earth Tyrant 32. Hydro 


N0.79: AJCA (CHANGING NAMES) 

When you approach characters with 
whom you can converse, their names 
appear above their head. For some 
characters, however, this name will 
change In the Highgarden Terrace area 
ol A re hades, lor example, one ol the 
characters named Archadian Gentry turns 
out to be the owner of the Hunt Club after 
you talk to him, and his name switches to 
Hunt Club Owner, 


MSftTHE JOVIAL SEEB LKSTUDGH 

There is a store near the other side of 
the civilian house in the Northern Area of 
Rabanastre Lowtown that resembles a 
weapons shop. Inside you will find a seeq 
with the name Jovial Seep. As his name 
implies, he is almost always laughing 
loudly, However, if you visit him at a 
certain time, he won t be laughing. This 
occurs after you have escaped from the 
Barheim Passage, but be lore you have 
completed the Walerway Haunting hunt 
The hiding child mentioned by Miiha, the 
mission's client, is actually Deeg, this 
seeqs son. After you complete the Wraith 
hunt, his spirits pick up once again. 



The Jovial seep laughing it up. 

N0.8I: REUNITE WITH JINN IN RABANASTBE 

When the rainy season comes to the 
Nomad Village In the Giza Plains, move 
onward. During the story, the rainy season 
first comes to Giza after you obtain the 
Dawn Shard. If you go to the Southern 
Plaza seel ion ot Rabanastre at this point, 
you can meet Jinn Talk to him and he 
explains that the rainy season has come, 
and that there is no one in the nomad 
settlement, 

HflLBi GLRDY TAKES IX) THE SKY 

After obtaining the Sword of Kings but 
prior to defeating Judge Bergan, Ihe 
chocobo rental owner Gurdy disappears 
from the Sand-strewn Pass in ihe Mt 
Bur-Omisace. Rotate the camera down 
and look up into the sky to find out where 
she is I 

N0.33THE HOOGLES EIGHT 

The Moogles Eight are doing their dance 
near the bridge at Old Arclrades What 
you may not notice, though is that as you 
examine ihe dancing moogles, the camera 
cycles between three different viewpoints 
beginning with the view Irom above and in 
front, switching the view from above and 
behind, and finally getting down at their 
level fora close-up view. 



Look at 'em shake their puffballs* 


HDLB4: THE FACE OF IMPERIALS 

Find Ihe Imperial Soldier picking over the 
wares in front of the weapon shop in Ihe 
West Ward area of the Nalbina Fortress. 
Although Archadian Soldier's normally 
have their visors down, this one’s visor is 
wide open Rotate Ihe right analog stick lo 
see his face 



Guess they're not ali smiting under there. 


NO-85: THE CHOCOBO WHO IdfES PEOPLE 

Chocobos in rental pens normally ignore 
Vaan and his friends. However, the 
friendly chocobos found in the West 
Barbican area of the Nalbina Fortress are 
an exception to this rule. If I hey notice 
Vaan and his friends, they will move over 
to them 



Sorry, . no carrots today 

N0.86; PSYCHEDELIC COCHULAINN 

Cuchulainn has a crazy special effect that 
gives him his unique look.. Summon him 
and cast Vanish on him to make him look 
even crazier! 



Wooah, trippyf 

M: PEDESTRIANS AND ESPERS 

If you are in Summon Beast mode in 
the West Barbican area of the Nalbina 
Fortress, pedestrians may bump into the 
Summon Beast. You would expect them 
to go flying away, but they actually just 
continue on their way. 



A seeq tests Zeromus's patience. 


N0I8: VIEWING THE ZONE BEYOND 

Approach almost any zone break fine {the 
dotted line that separates two zones) and 
you“II notice that Ihe area on the other 
side is nearly as detailed as it locks after 
passing over the zone line. Also, pay 
attention to the zone line in areas where 
townspeople are traveling in between 
zones. You can waich them iravel to the 
other side and actually catch up with them 
if you follow them through the zone 1 


7, Tyrant 


8 Shemhazai 




































Chech out the bazaar beyond the line and 
the stroking patrons, 


NOM DANGLING MOQGLES 

Moogles across the land haw a variety 
of cute poses Of special nole are the 
moogles hanging from the sides of shop 
counters and banisters. These little guys 
are sometimes hanging just a lew feet 
from the ground, but they're kicking Iheir 
legs as if their life depends on it. 



That’s a long drop tor g moogie, 

NO.90: SAVE 1100 GIL? 

After escaping Rabanastre and entering 
the Garamsythe Waterway. Balmier and 
Fran join the party, bringing with them 
Cure. Fire and first Aid. As such, you 
can obtain these for free at this point in 
the story without purchasing them from 
a shop 


N09I: THE ULTIMATE COMBO! 

if you select Attack with certain weapons, 
a combo may occur where multiple 
attacks are performed one after another 
The maximum number of combo attacks 
is 12. and if all of them connect, the final 
attack count number will he displayed 
larger than usual. 

N0.9Z: CHANGING STOPPING ANIMATION 

Press the left analog stick for less than 
Ihree seconds, then release it You'll 
notice that your parly leader stops 
suddenly m his tracks. Now try pressing 
on I he left analog slick for longer than 
three seconds and releasing It. This 
causes your lead character to bend a bii at 
the knees upon stopping, 

nmnvciEV 

If you select By Leisure Craft when flying, 
the names of the crew are announced 
upon take off. The crew's names are fixed 
lor each possible route. The names of the 
Captain and Chiel Steward are often taken 
from the names of the cities between 
which the routes fly Also nole Ihal the 
coloring of the female crews' uniforms are 
also different, depending on the route. 

MEM: SECRETS OF THE CHEAT CRVnAL 

Each zone in ihe Great Crystal has a 
peculiar name Although they may appear 
meaningless, each name has a meaning 
that helps to identify where in the Great 
Crystal!hat zone Is located, 

Lei's take the Sirhru Phullam Lid I ip raid, as 
an example. Sirhru 1 ’ indicates the layer. 
Use the following chart to determine that 
Sirhru means Silurian, which indicates 
that this area Is on one of the higher 
layers away from the core, The "Phullam" 
section of the name corresponds to 
Phloem, which indicates the distance from 


the core (Phloem Is the furthest possible 
distance away). Lastly, ''Udiipratu" 
indicates North (Udh) and West (Pratii). 
showing that this area is Northwest from 
the centre. 



The location map alone doesn't show it, hut 
the Great Crystal is actually comprised of 
many different layers 



Overview of the Sirhru level within the 
crystal. 


NAME 

MEANING 

GREAT CRYSTALS 
DEFINED 

Peak 

Peak 

Crystal Peak is 

Kanbhro 

Cambrian 

obviously ihe top. 

ftfsnh.kifii L/i Lr-i 

Vikaari 

Ordovician 

Sirhru, Dhebon, 

Sirhru 

Silurian 

Kabonii, Bhrum, 

Dhebon 

Devonian 

Trahk and Jula are all 

Kabonii 

Carboniferous 

named altar prehistoric 
nariad'v nvilti the 

Btirum 

Permian 

1 li.ru;>, YTUII kllli 

Oldest period coming 

Trahk 

Triasslc 

highest inside Great 

Jitta 

Jurassic 

Crystal. Crystal Core Is 

Gore 

Core 

obviously Ihe central 
core. 

Prama 

Ground 

Crystal Ground Is where 
the teleporter links you 
with Giruvegan 

Pis 

Pith 

Pis. Jiiaam and Phullam 

jiiaam 

Xylem 

indicate Ihe interior. 

Phultom 

Phloem 

central part, and 
exterior pan ot a plant, 
and are used to show 
distance from the core 
inside Great Crystal as 
indicated on the nearby 
diagram ot the Sirhru 
region 

Util 

North 

Udsi, Auaa, Praa and 

Avaa 

South 

Praia indicate North, 

Cfi ill'll C'SCi EA/iTII 1 1 

Praa 

East 

fulfill, Efl-Sl any WKI 

direction in relation to 

Pratii 

West 

the core 

A 

Up 

A, Dha and Vikaari are 

m 

Down 

used to Indicate where 

Vikaari 

Shift 

a teleporter will lake 
you "A Vikaari" means 
move up a layer and 

Dha Vikaari means to 
move down a layer. 

Sthaana 

Set 

Sthaana Indicates a 
location with a wall 
cont rol switch. 


HQL95: A UNIQUE SCENE FOB ASHE 

After defeating Gilgamesh, he sneaks up 
and tries and take the legendary sword 
that Is stuck in the ground When this 
occurs, the current party leader senses 
Gilgamesh s presence and turns around, 
then gets a puzzled look on his face after 


turning back II Ashe is your party leader, 
she acts differently than ihe others, Ashe 
places her left hand on her chin, then tills 
her head as if thinking, 

NQM: SPECIAL BOSS MBS 

After defeating certain monsters (mainfy 
bosses), Month lane passes along gil and 
thanks from across the world that have 
been entrusted to him by individuals or 
organizations to hand out as a reward for 
a job well done. 


MONSTER 

THANKS RECEIVED 
FROM... 

Flan x4 

Rabanastre Rulers 

Firemans 

Rabanastre Heatons 

Mimic Quean 

Rabanastre Girl 

Demon Wail (Front J 

Ancient Rums Study 
Group 

Demon Wall (Interior) 

Ancient Ruins Study 
Group 

Earth Tyrant 

Merchant Caravan 

Tlamat 

Henna Miners 

Elder Wyrm 

Viera Guard 

Vinuskar 

The Platinum Guild 

King Bomb 

Salika woods 1 Patrol 

Ahriman 

Barkeep 

Mandragora 

Mandragora Friends 
Association 

Halt Wyrm 

Mom Plant 

fialfiesia 

Garil Warrior 

DaedeJus 

Monlblanc 

Tyrant 

Montblanc 

Hydro 

Clan Guckaboo 

Humbaba Misiant 

Nahreus People 

Fury 

Nabreus People 

Bellas 

Minstrel 

4 Espars 

Minst rei 

8 Espera 

Minstrel 

All IS Espers 

Minstrel 


N0.S7: DIFFERENT AIRSHIP SCENES 

Both the Sfra/i/aild airship terminal 
methods of transportation include a 
special takeoff event that lasts just a few 
moments. Depending on certain factors, 
these events will vary. 

Strahl 

Takeoff is shown from three random 
camera angles. Also, weal her affects the 
takeoff view. If it s raining, the sky will 
seem cloudy and you can watch the rain 
bounce off the Strahl as it takes to the 
skies. 



Just one ot many cool airship scenes 


Airship Terminal 

When flying out of an airship terminal, 
you may notice that different people on 
the ground see you off depending on 
which terminal you're leaving from. 


DEPARTURE 

DEPARTURE FRIENDS 

Rabanastre 

Bangaa. bums male, 
hume female 

Nalbina Fortress 

Bangaa with a box on 
his shoulder. Imperial 

Obtijarbii 

Hume male, 1 or 2 
moggies, bhujerba 
guide 

Archadas 

A home family Rather, 
mother, and son) 

Qartonbeim Port 

2 pirates, hums mate 
waiting for tuooaoe 



The pirate departure could use more Ninjas. 


IM: MODELING ATTENDANTS' SPECIAL 
ALTIQNS 

In Rabanastre, there is a useful teleport 
service run by a Moogling Attendant. 
When you first speak to I hem, they 
look up in excitement as you make your 
selection. Upon choosing a location, 
the Moogfmg Attendant bows down, 
then quickly jumps up. and waves 
goodbye. When you finally arrive at your 
destination, the Moogling Attendant there 
gives you another wave of inlroduciion. 



The cutest Moogie yeti 


MMMOfMS 

Vaan stands in for your entire party when 
in a town or city, regardless of who your 
parly leader is. However, this isn't the 
case when your party is riding chocobos. 
Select any party member as your leader 
and hop onto a chocobo. You'll notice 
that the lead party member you chose is 
riding Ihe Chocobo instead of Vaan. Once 
you're on a chocobo. you can't change 
your lead party member until you hop oft 
the chocobo. 



Basch. .. chocobo wrangler supreme 


N0.100: FIERY EYED CHOCOBO^ 

Hop on a chocobo and press the £< button 
to sprinl. Swing the camera around to the 
front and stare into the giant bird's eyes 
They're a glowing red color 1 



This redeye wasn't caused by the camera. 


















































































The most versatile and plentiful weapons in the game, one-handed weapons have one distinct advantage over other classes: they allow the use of a shield. This 
feature greatly enhances survivability, especially when coupled with the Gauntlets accessory. 


Swords 


SMALLSWOHDS 




@EHE@8 






0EHE00 


SKH0P 


Swords are perhaps the most basic one-handed weapon, offering a solid mix of speed, consistency, and power. Your character's strength, the sword s attack 
rating, and the enemy's defense affect a sword’s damage potential. All swords except for the Stoneblade add 5 to Evasion. 

*----- s 





Ancient Sword 


Zwiil Blade 


Lohengrin 


Flame tongue! 


BhsjjfirtH, Ftabanasto 


ffll Bur-Omisace, 


■Wa. Ml Bur-CIm isaos, 
I'ialtena, flaaanasna 


RateirTWiBu 


Icehrand 


Platinum Sword 


Blood Sword 


BastardiSwgrdl 


wmm 

j Phan Coast. Archades 


mm 

MnrJSlm, iWEiine, 

tfnphviin Higfwtm; 

toirll reward (Hank 111 . Fw 
.Winn me Wyfnt Toils) 


Runeblade 


Death bringer 


Stonehlarle 


’Sell Tins GotiiS,’ 

Oi^alcjJiri *2, Chimera 
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Daggers 








GQ 3 HE 0 B 

GE 33 MS 0 EE 


msm 


your character’s strength and speed compared against the enemy's defense. 




Dagger 


15 +14 

+5 
200 

AM. FT - 


j Rabartasta, Gfo plains, 
I Rnuierba 


Mage Masher 


15 +19 

+5 
700 

SilsncB 

m&im 

Rafcdiriastie Bhuierba. 
Mailwita 



Avenger, 


Glad ms 


Oficnalcum] 


Zwlll Crossbiade 


Jaim Mi Etui'Oirmsacg. 
febanaslre 


TObanasiri Mr Bur- 


35-L*+.52 


■ 


r-j 1 - j 


Platinum Dagger 


40 +68 


+5 

11500 


mi immatolHt 


ArcJiafc 



&S& 

Hammers 


pqpm1 



AXES & HAMMERS 4 


lAXES^HAMME RSil | 

AXES* HAMMERS 2^1 

FAXESI&. HflMME Rs!3| 

rAXES^HAMMERS'S! 







AXES & HAMMERS S 
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The axe and hammer class offers huge attack power with a twist the damage variance is far less consistent than compared to other 
weapons. Although a sword may consistently strike a foe for400-500 HR an axe or hammer may strike that same foe for 800 HP... 
or 30 HP! for this class of weapons, the weapon damage is determined by the following: your character's strength and vitality, the 
weapon’s attack rating, and the enemy's defense. All axes add 6 lo Evasion, while all hammers add 2 to Evasion, Axes also attack 
slightly faster than hammers. 
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Greataxe 


Morning Slar 

L ¥ - 


Sledge hammer 

—- 


Hammerhead 


35 +95 


25 +77 


+ 2 


13500 


AMLEFF. 




Hnhfasffl 
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Pnon Coasl 


35 +101 

+6 

15500 

mm - 


Mates 


CEHBfl 


ESBa 
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The damage a mace inflicts is based on the weapon’s attack power the magick power of the user, and the enemy's defense. That sard, a support character 
geared entirely for magick power rather than strength or other stats will make good use of a mace. The ability to use a shield also enhances the survivability 
of those characters. All maces add 4 to Evasion. 



















































































Measures 


menrasw 





yLELiiii£ftj 


---—yun9 in mm uQinayc bmuuweu udieu suiety un me weapon s auacK power, compjeteiy ignoring the target s 

defense. They differ greatly, however in that the target is often inflicted with beneficial status effects like Protect or Shell! 

As the attack rating for measures is generally low, they tend to function as a buffing tool. You can target your own party members with low-damage hits that 
serve to strengthen your party without the use of MR. AN measures add 25 to Evasion while still allowing the use of a shield, making those who use measures 
hard targets indeed. Measures are more useful for those characters who are only used as support and unlikely to ever actually engage the enemy. If MP 
management is a concern, use measures to buff your party, and then swap them out for more conventional weaponry. 


i Gilt Measure 


15 +5 

Proiec! 

4000 




Arc Scale 


15 +10 

Win m. shell 

5500 


| Ml 


LOUDON 

Utahan, Haltfe 
tebanssire 






While two-handed weapons do not allow the use of a shield, they compensate for it by consistently inflicting more damage than one-handed weapons. Only 
axes and hammers approach the damage potential of two-handed weapons, albeit inconsistently. Although it would seem natural that larger weapons would 
attack less quickly, this is not the case. In fact, most two-handed weapons attack just as quickly, and occasionally more quickly, than their one-handed 
counterparts. 


Greatswords 


STORYLINE ITEM 


GREATSwORDS T 


GREATS W0RDS2 




m sm 


Greatswords don't start appearing until late in the game, but they are worth the wait. As the most consistently powerful weapons in Final Fantasy XU these 
swords are at home in any dam age-dealing character's hands. Greatsword damage is calculated based on your character's strength, the greatsword’s attack 
rating, and the enemy's defense. 









































































































Ragnamki 


Excalibur 


Tournesol 


Wyrmhero Blade 


+ 130 


Holy element 
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Fishy Dreams] 


Si Abamah'ltie *2. Death 
Powder x2. Gnorma Halcyon 
Hi to Bazaar, treasure in the 
l Pharcs Penumbra J 
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G3H20 
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023250 



While katana tend to have lower attack ratings than greatswords, they more than hold their own in damage potential thanks to frequent combo attacks. 
Katana score two or more hits per combat round far more often than any other weapon type, except for ninja swords and poles. To further take advantage of 
this, equip either the Genji Gloves (which increases the rate of combo attacks) or the Cat-ear Hood (which increases the characters speed by 50: this more 
than doubles the amount of turns a character gets, vastly Increasing the opportunities for a combo attack to occur). 


Katana damage is affected by a character's strength and magick power, the katana s attack rating, and the opponent's defense. IVtagsck power as a factor for 
a highly powerful weapon adds an interesting twist, allowing a support character geared for magick power to atso contribute as a heavy frontline damage 
dealer. Alf katana add 5 to Evasion, but make sure that a character in this role (one who deals heavy melee damage with a katana while equipped tor magick 
power rather than, say, defense) does not draw too much of the enemy's attention. Lacking a shield and meaningful Evasion bonuses makes one particularly 
vulnerable to harsh enemy attacks. 
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Ninja Swords 


NINJA SWORDS si 


HIIUA SWORDS 2 


tAGYU, DARK8EAQE 


A less frequently seen partner to katana, ninja swords are even more prone to combo attack than katana, which makes them terrific options for damage 
dealers, All ninja swords contain the Dark element, so avoid using them against enemies that are immune to Dark (or ever worse, absorb it). Ninja sword 
damage is calculated based on your character’s strength and speed, the ninja sword's attack rating, and the enemy’s defense. Note that all ninja swords add 
20 lo Evasion. These factors make ninja swords better suited thao katana for characters who are traditional damage dealers. As with katana, Genji Gloves or 
the Cat-ear Hood serve to make ninja swords far more potent. 






The brute force weapon of FINAL FANTASY XII. This group contains perhaps the strongest weapon in the game, the Zodiac Spear. Spears factor in your 
character's strength, the spear s attack rating, and the enemy's defense when calculating damage dealt. All spears add +8 to Evasion, 
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Zodiac 




Dragon 
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Like katana and ninja swords, it's easy to combo attack with poles on a frequent basis. Pole damage is calculated based on your character's strength and 
the pole's attack rating, like most weapons, but Instead of checking these factors against an enemy's defense, they are checked against the enemy's magick 
defense! 


Throw high attack ratings and frequent combo attacks on top of this to create a weapon class that completely decimates opponents without Shell or a strong 
magick defense. All poles add 25 to Evasion as well—not a bad figure for a two-handed weapon* As with katana and ninja swords, accessories that enhance 
combo attacks or speed are preferred. 
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Oaken Pole 


Cypress Pole 
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1300 
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Rods 







GEE0t3 

nrnrafl 

E3M) 

MG 
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mobs, are similar 10 maces in inai mey are ideal ter support/magick-orierted characters, They differ, however, in that their strength does hot lie in actually 
striking the enemy; rods add magick power and extra MP to characters equipped with them. A few of them also add beneficial status effects on contact. All 
rods add 6 to Evasion. II you do choose to hit an opponent with a rod, your character's strength, the rod's attack rating, and the enemy's defense are used to 
determine the damage dealt. 
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Staves augment magick users as well, but in a different way. Many staves actually power up certain elements. For example, the spell Blizzaga will cause far 
more damage when cast with an Ice Staff than without it. When used during melee combat, staves take into account character strength and magick power, 
staff attack, and enemy defense to determine damage. All staves add B to Evasion, 
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This weapon class offers many benefits over more traditional fare, with a few negatives to balance things out. Ranged weapons prevent a party member from 
equipping a shield and, for the most part, they do not enhance Evasion in a meaningful way. They also tend to attack less rapidly than meiee weapons. 


Now for the good news! Ranged weapons allow attacks from a distance, often out of harm's way. Enemies must close the gap to counter-attack. Equipping your 
party members with ranged weapons also makes it more likely that they will be spread out, causing area-of-effect techmcks and magicks (such as Firaga) to 
hit perhaps just one or two party members rather than the entire party. In some situations (e g., against enemies that can inflict effects like Disable or Stop to 
multiple characters at once), this can be a lifesaver. 

Ranged weapons require ammunition arrows for bows, bolts for crossbows, shot for guns, and bombs for hand-bombs. The ammunition will oftentimes inflict 
status effects on enemies, such as Stop or Disable. The weakening and positional advantages of ranged weapons can more than compensate for the lack of 
a shield, especially for characters set up as support. Ranged weapons are also required to hit flying monsters as melee weapons cannot strike these enemies 
without the technik Telekinesis, which does not show up until late in the game. 



Bows provide the most basic ranged damage option. These weapons allow attacks from a distance at the expense of using a shield. They also add no 
peripheral stats beyond their base attack, and have no additional effects. 


However, many arrow types do have additional effects, and the infrequency ot crossbow and gun upgrades means that bows are often a good option. Bow 
accuracy is also affected by the weather in a given region. For example, rain has an adverse effect. Bow damage is determined by the attack power of the bow 
and arrow, your character’s strength and speed, and the enemy's defense. It is also worth remembering that enemies cannot counter bow attacks. Bows do 
not grant a bonus to Evasion. 
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Bow Ammunilion—Arrows 
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+2 

Poison 

Sell Bat Fang x5. Yellow Liquid xl. Water Magi cite x3 to Bazaar 
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Lightning Arrows 

+2 

Thunder element 

Hunt reward {Rank 111, A Chase Through the Woods) 

- 

Assassin's Arrows 

+3 

KO 

Hunt reward (Rank VII, Wyrm Wrath's Renewal) 

-- 

Ice Cloud Arrows 

+4 

Ice element 

Sell Spiral incisor x4> Antarctic Wind x2, Ice Crystal x7 to Bazaar 

17200 

Artemis Arrows 
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Earth element 

Sell Vampyr Fang x2. Dorsal Fin x2, Gemini Gem x3 to Bazaar 

15000 




All crossbows add 5 to Evasion. While crossbows do not possess additional effects, crossbow ammunition often does. Enemies cannot parry or counter 
crossbow attacks, although crossbow attacks may simply miss. Crossbow damage is determined by the attack power of the crossbow and bolt, your 
character’s strength, and the enemy's defense. 
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Crossbow Ammunition—Bolts 






m 


MM 

M, 

IflQMBfffil 

wsm 

mi 

Onion Bolts 

+1 

- 

Nalbina, Jahara, Mi Bur-Omisace 

100 

Long Bolts 

+1 

Slow 

Sell Crooked Fang x4, Yellow Liquid x2, Ice Stone xl to Bazaar 

6480 

Stone Bolts 

+1 

Disable 

SeJI Bunch of Needles xl, Festering Flesh x2, Ice Magieite x5 to 

Bazaar 

9980 

Lead Bolts 

+2 

Immobilize 

Hunt reward (Rank IV, Shelled Obstruction) 

- 

Black Bolts 

t2 

Blind 

Sell Spiral Incisor X3. Silver Liquid x3. Dark Crystal x3 to Bazaar 

11220 

Time Bolts 

+2 


Self Wyvem Fang x4. Ancient Bone x3, Holy Crystal x9 to Bazaar 

17800 

Sapping Bolts 

+3 

Sap 

Hunt reward (Rank VI, Fishy Dreams) 

~ 

Grand Bolts 

+4 

- 

Sell Wrath of Gods x2, Ring Wyrrn Liver x2, Capricorn Gem x3 to 

Bazaar 

15000 


























































































Gun Ammunition—Bullets 


ME 

Ml 

ADDED HTOT 

igcj™ 

COST 

Onion Shot 

ft 

- 

Nalbina, jahara, Ml Bur-Omisace 

100 

Silent Shot 

+1 

Silence 

Sell Fish Scale x2, Green Liquid xl. Dark Stone x3 to Bazaar 

1680 

Aqua Shot 

+3 

Water element 

Sell Vensa Scale xl, Green Liquid x3, Water Stone x4 to Bazaar 

2980 

Wyrmfire Shot 

+3 

Fire element 

Back to Barheim side quest reward 


Mud Shot 

+2 

Earth element Blind 

Sell Ichtbon Scale x4. Silver Liquid x3, Earth Crystal x3 to Bazaar 

9080 

Windslicer Shot 

+4 

Wind element 

Sell Ring Wyrrn Scale x4, Silver Liquid x5, Wind Crystal x7 to Bazaar 

15200 

Dark Shot 

+4 

Dark element 

Hunt reward {Rank V. The Black Sorcerer) 

- 

Stone Shot 

*3 

Petrify 

Sell Mirror Scale x2, Tyrant Bone x2. Libra Gem x3 to Bazaar 

15000 


Hand-Bombs 


1 1 fcl iTltflj] nl'&ffl 


hand BOMBS 2 


EPTTimTO fl 


Hand-bombs serve as the ranged equivalent of the axe and hammer class. They can inflict big-time damage, or they may cause little damage at all. Hand- 
bombs take into account your characters strength and vitality, the hand-bomb's attack rating, and the enemy's defense when determining damage dealt. The 
bombs that serve as band-bomb ammunition often come equipped with useful additional effects. Like bows, hand-bombs do not provide an Evasion bonus. 



Hand-Bomb Ammunition—Bombs 


mm 

HI 

anmn effect 

LDCffiM 

eosT 

Onion Bombs 

+1 

- 

Nalbina, Jahara, Ml Bur-Omisace 

100 

Poison Bombs 

+2 

Poison 

Sell Bomb Shall xl, Fire Crystal x3 to Bazaar 

9800 

Stun Bombs 

+2 

Stop 

Hunt reward (Rank V, The Deserter's Revenge) 

- 

Stink Bombs 

+2 

Sap 

Hunt reward (Rank VIL Carrot Stalk) 

- 

Oil Bombs 

+3 

Oil 

Sell Bomb Ashes x3. Book of Orgain x2 r Fire Crystal x3 to Bazaar 

10625 

Chaos Bombs 

+4 

Confuse 

Sell Bomb Shell x4, Book of Orgain-Cent x3. Fire Crystal x7 to Bazaar 

17300 

Water Bombs 

+5 

Water element 

Sell Book of Orgain x3, Putrid Liquid x3, Water Crystal xl 0 to Bazaar 

7800 

Castellanos 

+6 

- 

Sell Bomb Fragment x3> Frog Oil x2. Arles Gem x3 to Bazaar 

12000 
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SHELL SHIELD 


E^mm© 


MMIM 


Characters equipped with one-handed weapons can and should equip a shield. Shields greatly increase survivability in baffle by allowing your characters 
to block incoming attacks, completely negating the damage they would otherwise sustain. They occasionally provide extra benefits as well; for example, 
immunity to certain elements or automatic status effects. One shield toward the end of the game even comes equipped with a variety of negative status 
ailments to compensate for its extremely high evasion rating! 


Shields become especially potent when coupled with the Gauntlets accessory. However, one downside to using shields is you lose the option to use two- 
handed and ranged weapons, which tend to cause more damage than one-handed weapons. This really isn't a huge obstacle when you consider that you 
could equip one character with a shield and keep the Decoy magick active on that character This approach forces the character into a “tanking" role and 
frees up your remaining characters to focus on dealing damage. 
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Escutcheon 


15 6 

- 

300 

MHF. - 


C 


LOCATION 

Rahafaslre 






J 



Bronze Shield] 




|Qi amend Shield! 

— 


[Platinum Stile lil] 


Dragon Shield] 


Crystal Shield 


7200 


MKptoan Rrgfiflasie 
Phon Co&l fochade 


Kaiser Shield 


Aegis Shield 


Demon Shield 


Venetian Shield 


8300 


9600 


.wgjfc i» 

iloMnufio mrtiflrii 


Balfonheim 


;roto?l oil Jfebudft 


Sell Ancieni Tails Shelf *?. 
Ring Wyrm Li?w Jt 2 , Undin 
xl to Baiaar j 
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Ensanguined Shield 


UN:' ShnN 


A Stream 
BvnnS^jlM'inilB 
Sfflshineoi Miriam j 


I I 





Treasurs in ihe Herns 
mm, inasure In ihe 
-.1 





Light 

Armor 


Light armor is the most basic armor type and it can be the most useful armor for a large part of the first half of the game. Light armor 
generally adds a very sizeable bonus to HP as well as moderate defense. When in doubt, light armor is usually a safe bet, Even near the end 
of the game, when heavy armor and mystic armor provide bonuses that can far outweigh that which light armor offers, the HP bonus can still 
prove useful when used with the Bubble spetl or Bubble Belt accessory. 



name 

vm 

LA A 

IF 

HP 

MP 

Off, 

IKS. RES, 

sm. 

MAC, m. 

m. 

SPO. 

mm 

mum 

COST 

leal ha r Cap 

Head 

Light Armor 1 

ID 

10 

- 

- 

4 

- 

- 

- 

-- 

- 

Rabanastra 

100 

Leather 

Cl Dili In g 

Body 

Light Armor 1 

10 

10 

- 

4 

- 

- 

-- 

- 

- 

- 

Rabanastre 

100 

fT 

■wr 

Headgear 

Head 

Light Armor 2 

15 

20 

1 " 

- 

5 

- 

r 

- 

- 

- 

ftabanastre 

200 

Chromed 

Lealtvers 

Body 

Light Armor 2 

15 

20 

- 

5 

- 

- 

- 

- 

- 

- 

Rabanaslra. Barheim Passage 

200 

Headguard 

Head 

Light Armor 2 

15 

30 

- 

- ' 

5 

- 

- 

- 

-- 

- 

flahanasire Natbina, Bhujarba 

300 

r 

Leather 

Breastplate 

Body 

Ughl Armor 2 

IS 

30 

- 

6 

- 

- 

- 

- 

- 

- 

Rabanastre, Nalbina. Bhujerha 

300 

-r? 

Leather 

Headgear 

Head 

Light Armor 3 

20 

10 

- 

- 

a 

- 

“ 

“ 

- 

- 

Rabanastra, Nalbina, Bhujerba 

500 

v 

w* 

Bronze 

Chestplate 

Body 

Light Armor 3 

30 

40 

“ 

S 

- 

- 

- 

- 

- 

- 

flabanastre, Nalbina, Bhujerba 

500 

r 

Homed Hat 

Head 

Light Armor 3 

20 

50 

* 

“ 

10 

, - 


- 

- 


Rabanasire, Bhujarha 

700 


Ring mall 

Body 

Light Armor 3 

20 

50 

“ 

10 

- 

i 


- 

- 

- 

Rabanastra. Bhujerba 

700 

□ 

Balaclava 

Head 

Light Armor 4 

25 

90 

- 

- 

12 

t 

- 

i - 

- 

- 

Rabanastre 

1000 

pi 

Win [{breake r 

Body 

Lighi Armor 4 

25 

100 

- 

12 

-- 


- 

- 

- 

50% Wind resist 

Rabanastre 

1000 


Soldier's 

Cap 

Head 

Light Armor 4 

25 

110 

-- 

-- 

14 

- 

- 

- 

- 

- 

Rabanastra, Jahara 

1400 


Heavy Coat 

Body 

light Arm or 4 

25 

120 

r 

14 

- 

- 

- 


- 

- 

Rabanastra, Jahara 

1400 
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r 


■ 

niAiiff. 


UC. FSKf. 

U* 

HP 

IMP 

OfF 

mag, m. 

sm. 

mail pm 

YTL 

SPG. 

m.m. 

LOCATION 

COST 

1 

Green Beret 

Head 

Light Armor 5 

25 

130 

“ 

- 

16 

- 

- 

- 

3 

- 

Rabanastre. Jahara 

1900 

a 

Survival 

Vest 

Body 

Light Armor 5 

25 

140 

- 

16 

- 

- 

-- 

5 

- 

- 

Rahanastre, Jahara 

1900 

Red Cap 

Head 

Light Armor 5 

25 

150 

- 

■■ 

18 

- 

~ 

3 

- 

- 

Rabanastre, Jahara, Ml Bur- 

Omisace 

2500 

- ^ 

Brigandine 

Body 

Light Armor 5 

25 

160 

- 

18 

- 

- 

- 

- 

" 

- 

Rabajtasirc, Jahara. Ml Bur- 
Omtsace 

2500 


Headband 

Head 

Light Armor 6 

30 

170 

“ 

- 

20 

2 

- 

- 

- 

- 

Rahanastre. Ml Bur-Qmisace 

3200 , 

n 

Jujitsu Gi 

Body 

Light Armor 6 

30 

180 

- 

20 

-■ 

2 

“ 

- 

- 

- 

Rahanastre, Mt Bur-Qmisace 

3200 


Pirate Hat 

Head 

Light Armor 6 

30 

230 

- 

- 

23 

- 

- 

- 

- 

- 

Rahanastre, Nalbina, Ml Bur- 
0 mi sa cb 

4000 


Viking Coat 

Body 

Light Armor 6 

30 

240 

- 

23 

- 

- 

~ 

" 

- 

immune to 

Water 

Rahanastre Ha Id in a, Ml Bur- 
Omtsace 

4000 

Gaggle 

Mask 

Head 

Light Armor 7 

30 

270 

- 

- 

26 

■■ 

“ 

- 

- 

immune to Blind 

Rahanastre. Nalbina 

4900 


Metal Jerkin 

Body 

Light Armor 7 

30 

280 

- 

26 

“ 

- 

- 

- 

“ 

- 

Rahanastre. Nalbina 

4900 


Adamant 

Hat 

Head 

Light Armor? 

30 

310 

“ 

- 

29 

- 

- 

- 

- 

Weak to Ice. 

50% Fire resist 

Mosphoran Highwasie, Phon 
Coast 

5900 

Adamant 

Vest 

Body 

Light Armor 7 

30 

320 

- 

29 

~ 

- 

- 

- 

- 

Weak to ice. 
Immune to Ice. 

50% Fire resist 

Mosphoran Highwasle. Phon 
Coast 

5000 


Officer's Hat 

Head 

Light Armor 8 

35 

350 

- 

- | 

32 

- 

” 

- 

3 

- 

Phon Coast, Archades 

7000 

Barret Coat 

Body 

Light Armor 8 

35 

360 

- 

32 

- 

- 

- 

- 

- 

- 

Phon Coast, Arc hades 

7000 

Chakra Band 

Head 

Light Armor 8 

35 

390 

- 


34 

2 

- 

- 

- 

- 

Archadas, Baltonheim 

8100 

1 * 

Power Vest 

Body 

Light Armor 8 

35 

400 

- 

34 

- 

2 

- 

- 

- 

- 

Amhades, Baltonheim 

8100 

Thief's Cap 

Head 

Light Armor 9 

35 

460 

-- 

- 

36 

- 

- 

- 

4 

- 

BattonheJm 

9300 


Ninja Gear 

Body 

Light Armor 9 

35 

470 

- 

36 

- 

- 

- 

-- 

3 

- 

Baltonheim 

9300 

Gigas Hal 

Head 

Light Armor 9 

35 

530 

- 

- 1 

3B 

- 

2 

- 

- 

- 

Baltonheim 

10700 

Gigas 

OiestpJare 

Body 

Armor9 

35 

540 | 

- 

38 

~ 

- 

2 

-- 

“ 

- 

Baltonheim 

10700 


Chaperon 

Head 

Light Armor 10 

50 

600 

- 

“ 

40 

~ 

- 

- 

-- 

- 

Baltonheim 

12400 


Minerva 

Bustler 

Body 

Light Armor 10 

50 

610 

- 

40 

- 

- 

- 

- 

- 

- 

Baltonheim, steal from monster 
Foobar 

12400 
























































um 

puce 

UC.RHl 

LP 

HP 

MP 

Off. 


m 

mvm 

m 

m. 

am. eft. 

LOMHON 

COST 

Crown oi 

laurels 

Head 

Light Armor 10 

50 

680 

- 

- 

42 

- 

- 

- 

- 

- 

Ballonheim 

14500 

Rub-bar Suit 

Body 

Light Armor 10 

50 

700 

- 

42 

- 

- 

- 

- 

- 

Immune to 
Lightning 

Saltonheim 

14500 

1 Renewing 

1 Morion 

Head 

Light Armor 11 

50 

370 

- 

- 

44 

- 

- 

4 

- 

Equip: Regen 

Ranabastre Lowlown, drops 
from Nightwalker in the 

Stilshrme of Miriam 

16000 

1 Mrrage Vesl 

Body 

Lignt Armor n 

50 

300 

- 

45 


1 - 

- 

10 

10 

- 

Rahanastre Lowlown. steal 

from rare monster 73. Disma 

16000 

1 Dueling 

Mask 

Head 

Light Armor 12 

100 

800 

- 

- 

45 

2 

- 

- 

- 


Treasure in the Pharos 

- 

I Brave Sun 

Body 

Light Armor 12 

100 

10 

” 

40 

- 

- 

- 

- 

- 

Equip: Bravery 

Treasure in the Great Crystal 
upper layer, treasure in the 

Henna Mines eastern section 

- 


Heavy 

Armor 


Heavy armor is commonly used by frontline fighters. Although it doesn’t usually offer the HP bonuses of light armor or the magtck power 
benefits of mystic armor, it does offer plenty of strength and defense. As most weapons primarily factor in strength when determining 
damage, selecting the right armor class for damage dealers is often a no-brainer. For much ot the game, heavy armor doesn't realty provide 
much benefit over light armor However, toward the end of the game when enemies start striking much harder and offering up increasingly 
stalwart defense, heavy armor becomes a great option. 

Early on in the game, HP is extremely important; so it makes sense to use light armor. However, as your characters level up and gain 
access to the Bubble spell, raw HP becomes less of a concern and reducing the damage your characters take per hit becomes more 
important. This is especially true when facing many of the game’s strongest adversaries. You should he aware that one specific encounter 
in the game penalizes the use of heavy armor through greatly increased charge time on actions. 


NAME 

PIECE 

UC.ftHf, 

IP 

HP 

MP 

Uff, 

MAS, RES. 

STB. 

mac. pm 

YIT. 

mi 

mm 

LOCATION 

COST 

1 Leant ci 

1 Helm 

Head 

Heavy Armor 1 

20 

- 

- 

- 

5 

2 

- 

- 

- 

- 

Rabanasire 

500 

1 Leather 

1 Armor 

Body 

Heavy Armor 1 

20 

- 

-- 

6 

- 

2 

- 

- 

- 

- 

Rahonastre 

500 

| Bronze Helm 

Head 

Heavy Armor 1 

20 

- 

- 

“ 

6 

2 

- 

- 

~ 

- 

Rahanastre. Naibire. Bhujerba 

700 

1 Bronze 

1 Armor 

Body 

Heavy Armor 1 

20 

- 

- 

7 

- 

2 


- 

- 

- 

Rabanasire. Walbina, Bhujerba 

700 

1 Saflet 

Head 

Heavy Armor 2 

25 

- 

- 

- 

7 

3 

- 

- 

- 

- 

Rabanasire. Bhuierba 

1000 

1 Scale Armor 

Body 

Heavy Armor 2 

25 

“ 

- 

9 

- 

3 

- 

- 

3 

- 

Rabanasire, Bhujefba 

1000 

1 Iron Helm 

Head 

Heavy Armor 2 

25 

- 

“ 

- 

9 

3 

- 

- 

- 

- 

Rabanasire, Bhuierba 

1400 

1 Iron Armor 

Body 

Heavy Armor 2 

25 

~ 

- 

11 

- 

3 

- 

- 

- 

- 

Rabanasire. Bhujerba 

1400 

1 Barbul 

Head 

Heavy Armor 3 

30 

- 

- 

- 

11 

4 

- 

- 

- 

- 

Rabanastre 

1900 



"More Heavy Armor 
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m 































































































































am 

vm 

LK.HKJ. 

IP 

HP 

m 

Off. 

MAG, IKS. 

srn 

MAIL PlfllH. 

wi 

EPD. 

AflOBF, 

mm 

COST 

MaximiiHan 

Body 

Heavy Armor 9 

60 

- 

- 

50 

1 

9 

- 

- 

6 

- 

Nocrahol ol Natwdis, drops 
from Ehraral in lire MacrotiQt 

of Nabudis 

17000 


Grand Helm 

Head 

1 Heavy Armor 10 

90 

- 

- 

» 

40 

12 


- 

- 

- 

Drops from rare monster 26. 
Tower 

_ 


Grand 

Armor 

Body 

Heavy Armor 10 

90 

- 

- 

61 

- 

12 

- 

- 

- 

- 

Drops from rare monsier 36, 
Heluineft 

“ 


Mystic 

Armor 


While mystic armor lacks the versatility and HP bonuses of light armor and the defense and strength of heavy armor, it compensates for 
these deficiencies by offering large bonuses to magick power. This has a marked effect on all magick actions, whether it s using magicks 
like Firaga to damage the enemy, magicks like Curaja to heal your party, or magicks like Slowga to enfeeble your opponents. 

The magick power statistic also comes into play with certain specialized weapon types (staves, katana, and maces) when determining 
melee damage, so mystic armors can be indirectly useful in this area as well Several of them also offer terrific bonuses, like the complete 
absorption of harmful elements. For example, getting hit with Holy while wearing a White Mask will heal instead of harm. This diversity in 
mystic gear makes different pieces worth carrying around to give you options in counteracting harmful magicks, should the need arise. 

The main drawback to mystic armor is its lack of physical defense when compared to heavy or even light armor To counter this, consider setting 
one character up specifically as a "tank,' 1 using the "Decoy" spell to keep the enemy’s attention oft the character sporting the mystic armor. 


NAME 

PIECE 

uc.m 

IF 

HP 

MF 


MAE. RES, 

SIR. 

MAR, FWH 

ini 

m. 

JUBl.BE 

mmm 

m r 

Cotton Cap 

Head 

Mystic Armor t 

|— 1 

IS 

“ 

“ 

- 

4 

- 

2 

- 

- 

- 

Rabanastre 

too 

Cotton Sturt 

Body 

Mystic Armor 1 

15 

- 


4 

- 

- 

1 

- 

- 

- 

Rabanasire 

100 

Magick 

Cumn 

Head 

Mystic Armor 1 

15 

- 

5 

- 

5 

- 

2 

- 

- 

-- 

Rabanastre 

200 

Light Woven 
ShirT 

Body 

Mystic Armor 1 

15 

- 

- 

5 

- 

- 

2 

- 

- 

i- 

Rabanastre 

200 

Pointy Hal 

Head 

Myslic Armor 2 

20 


- 

- 

6 

~ 

2 

- 

- 

- 

Rabanastre. Nalbina. 

Bhujerba 

300 

SiEken Shirt 

Body 

Mystic Armor 2 

20 

- 

- 

6 

- 

i -- 

2 

- 

- 

- 

Rabanastre, Nalbina 
Bhujerna 

300 

Topkapi Hat 

Head 

Mystic Armor 2 

20 

- 

- 

8 

- 

- 

3 

- 

- 

- 

Rabanaslre, Nalbina, 
Bhujerba 

500 

Kilimwsave 

Shirt 

Body 

Mystic Armor 2 

20 


- 

8 

- 


3 

■■ 

- 

- 

Rabanaslre. Nalbina. 
Bhujerba 

500 

Calot Hal 

Head 

Mystic Armor 3 

20 

- 

- 

“ 

10 

- 

3 

- 

- 

- 

Rabanastre. Bhujerba 

700 

Shepherd's 

Bolero 

Body 

Myslic Armor 3 

20 

- 

- 

10 

* 

- 

3 

- 

- 

- 

Rabanaslre, Bhujerba 

700 

Wizard's Hal 

Head 

Myslic Armor 3 

20 

- 

- 

- 

12 

- 

4 

- 

- 

- 

Rabanastre 

1000 

Wizard's 

Robes 

Body 

Mystic Armor 3 

20 

- 

5 

12 

- 

- 

4 

- 


- 

Rabanastre 

1000 


Mon* Mysitc Armor 
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| m* 

PIECE 

III; RfQ 


HP 

UP 

BE 

MAO, kel 

SIR. 

I MAIL PTItfft. 

m 

SPfl 

ADO. BT. 

Locimort 

cost 

UAU Lambent Hat 

Head 

Mystic Armor 4 

£5 

- 

■■ 

- 

15 

~ 1 

4 

- 

3 

- 

Ra&anasire, Jahara 

1400 

Rn Chanter's 
&pral Pinltal? - 

Body 

Mystic Armor 4 

25 

- 

- 

14 

- 

“ 

4 

5 

- 

- 

Rabanastre. Jahara 

1400 

Fean ik red 

Cap 

Head 

Myslic Armor 4 

25 


- 

- 

18 

- 

5 

- 

- 

- 

Ratwnastre. Jahara 

1900 

n Traveler's 

U. O /esimeil 

Body 

Myslic Armor 4 

25 

- 

- 

16 

“ 

- 

5 


- 

- 

Rabanastre. Jahara 

190D 


Head 

Myslic Armor 5 

25 

- 

10 

- 

21 

- 

5 

- 



Rabanastre. Jahara, Mt 

Bur-Omisace 

2500 

a 

Body 

Mystic Armor 5 

25 

- 

10 

18 

- 

- 

6 

- 

- 

- 

Jahara, Mt Bur-Omisace 

2500 

HfTfB Lamia's 

Kfajl fiara 

Head 

Mystic Armor 5 

25 

“ 

“ 

~ 

25 

- 

4 

7 

- 

” 

Rahaoasire, Ml Bim 
Omisaoe 

3200 

ill tin: 

MIM Hahn 

Body 

Mystic Armor 5 

25 


- 

21 

- 

- 

7 

10 

“ 

“ 

Rabanastre. Mt Bor- 

Omisace 

3200 

S'W Sorcerer's 
HI Ha! 

Head 

Mystic Armor 6 

30 

- 

20 

- 

20 

- 

6 

- 

- 

- 

Rabanaslre. Nalblna. Ml 

BuHOmrsace 

4QOO 


Body 

Mystic Armor 6 

30 

- 

20 

24 

- 

- 

8 

- 

- 

- 

Rabanaslre. ftfaJblna, Ml 
Bur-Omisace 

40O0 

Black Cowl 

Head 

Mysttc Armor 6 

30 

■■ 

- 

- 

33 

- 

5 

- 

4 

~ 

Rabanaslre, ftlalhina 

49O0 

W| Hi,i;:k G ! i 

Body 

Mystic Armor 6 

30 

- 

- 

27 

- 

~ 

6 

- 

3 

- 

Rabanaslre. Naibma 

4900 

■IN A^t :.111 

mkm Hat 

Head 

Myslic Armor 7 

30 

■■ 

- 

- 

37 

- 

6 

- 

- 

” 

Masphorsn Highvussle. 
Phon Cdast 

5900 

IN Carmagnole 

Body 

Myslic Armor 7 

30 

“ 

- 

20 

- 

- 

7 

- 

- 

~ 

Mosphtran HighwasEe. 
Phon Coast 

5900 

Gaia 

Head 

Myslic Armor 7 

30 


- 

“ 

41 

- 

7 

- 

” 

- 

Phon Coast, Archades 

7000 

|-!'H 

Body 

Mystic Armor 7 

30 

- 

- 

31 

- 

” 

8 

- 

* 

- 

Phon Coast, Archades 

TOGO 

ErH I ■:, r ! 

Head 

Mystic Armor 8 

35 

- 

- 

- 

44 

2 

7 

- 

- 

- 

Archades Baltonheim 

8100 

1 *• H 

Body 

Myslic Armor 8 

35 

” 

- 

33 

- 

- 

8 

- 

- 

- 

Archades 

8100 

Gold Harrpuri 

Head 

Mystic Armor 8 

35 

- 

- 

- 

47 


7 

8 


- 

Ballonheim 

9300 


Body 

Mystic Armor 8 

35 

too 

- 

35 

- 

- 

8 


- 

“ 

Balfonhemt 

9300 

Cfi tool's 

■fifl Miter 

Head 

Mystic Armor 9 

35 

- 

- 

- 

50 

- 

6 

- 

5 

- 

Baltonheim 

10700 

Cleric’s 
Nfl Robes 

Body 

Mystic Armor 9 

35 

“ 

- 

37 

- 

- 

9 

-- 



Baltonheim 

10700 
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A set assembled from legend and belonging to an ancient man of mystery, Genji armor offers many of the benefits of advanced 
heavy armor sets with a few twists thrown in, The entire set requires only one license and only one set of this armor exists in 
the game? During your time in Clan Centurio. you may well come across an opportunity to claim this unique set—don't let it 
slip away! 
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MAG. RES. 


m eim. 


m FWH. 


LOCATION 

G&nfi Shield 

Shield 

Genji Armor 

ISO 

- 

- 

30 

5 

- 

- 

- 

Steal during "Battle on Lhe Big Bridca" 
clan hum 

Genii Helm 

Head 

Genji Armor 

ISO 

- 

- 

37 

37 

9 

4 

- 

Steal during "Battle on lire Big Bridge" 

clan hunt 

Genji Armor 

Body 

Genji Armor 

m 

- 

“ 

56 

- 

9 

3 

improves chance to 

counter. 

Steal during “Battle on ihe Big Bridge" 
clan hunt 


Genji Gloves 

Accessory 

Genji Armor 

ISO 

- 

- 

- 

- 

- 

- 

improves chance 
of scoring multiplB 
has, 

Steal during “Battle on Ihe Big Bridge" 
cian hunt 



m 































































Rounding out the vast number of equippable Items, accessories offer countless benefits for many situations. Whether it s to prevent harmful status effects like 
Stop and Disable, add permanent beneficial effects like Haste or Bubble, or to enhance damage or defense capabilities, accessories should be an essential part 
of your party's arsenal, 



nm 

Lik PfHUD 

LP 


LOCATION 

COST 

r 

Drrachea Amulet 

Accessories 1 

5 

*25 HP 

Giza Plains, given by Tomai at the Sandses 

250 

r' 

Bangle 

Accessories 2 

15 

Equip: Libra 

Giza Plains 

500 


S|e&1 Gorgel 

Accessories 2 

15 

Raises strength when HP Critical. 

Dalrnasca Wesietsand 

1500 

/ 

Armguard 

Accessories 3 

25 

Reduces physical damage taken when HP critical 

Dalmasca E&tersand 

BOO 

V 

Tourmaline Ring 

Accessories 3 

25 

Immune: Poison 

Dafmasca Westersand 

300 

r 

Gauntlets 

Accessories 4 

35 

Improves chance to block with a shield 

Dalmasca Westersand 

1200 


Bathe Harness 

Accessories 4 

35 

When attacked, automatically counter with weapon 

In hand. 

Dalmasca Wesiersand 

1000 

* 

Leather Gorget 

Accessories 5 

35 

Raises magick power when HP Critical 

Dalmasca Westersand 

1500 

%>- 

Rose Corsage 

Accessories 5 

35 

Immune: Silence 

Dalmasca Westersand 

800 

cr 

Amber Arm lei 

Accessories 6 

35 

Increases physical damage deal t while empty- 
handed 

Eruyl Village 

6600 

** 

Sash 

Accessories 6 

35 

Immune: Slow 

Eruyl Village 

500 

Ur 

Argyle Armlet 

Accessories 7 

40 

immune: Blind 

Eruyi Village 

600 

\7 

Blazer Gloves 

Accessories 7 

40 

Raises slrangth when character has full HP 

Eruyl Village 

3200 

V 

• 

> 

Jade Collar 

Accessories 7 

40 

Improves chance of avoiding attacks 

Eruyi Village 

3200 

Jackboots 

Accessaries 8 

45 

Immune: Immobilize 

Rabanasire Lowlown, Mt Bur-Omisace 

600 

' 

Black Belt 

Accessaries 8 

4& 

Immune: Disable. Vitality *0 

Rabanastre Lowlown. Mt Bur-Qmisace 

600 

Golden Amulet 

Accessories B 

45 

Doubles license points earned. 

Rabanastre Lowlown, Ml Bur-Omisace 

4500 

\#_ 

Magick Gloves 

Accessories 9 

3D 

Increases magick power when HP Is full. 

Eruyl Village, Mt Bur-Omisace 

3200 

V] 

Nishifin Belt 

Accessories 10 

40 

Immune Sleep 

Mt Bur-Omisace 

800 

Thiefls Cuffs 

Accessories 10 

40 

Enables the theft ol superior and rare items. 

Mt Bur-Omisace 

3000 

0 

0 

Gillie Boots 

Accessories 11 

45 

Immune: Oil 

Plum Coast, Ml Bur-Qrmsaco 

700 

Quasimodo Boots 

Accessories 1.1 

45 

Immune: Sap 

Phan Coast. Ml Bur-Omisace 

300 
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Ruby Ring 

Accessories 12 

60 

Equip’ Reflect 

Phon Coasl, Mt BuH3mlsaee 

8500 

FifePly 

Accessories 12 

60 

Reduces EXP earned to 0, Strength +2, 

Phon Coast 

5000 

Steel Poleyns 

Accessories 12 

60 

Move salely past traps. Defense +1 

Phon Coast 

1000 

Fuzzy Miler 

Accessories 13 

60 

Immune: Petrify 

Old Archades 

1200 

Bowline Sash 

Accessories 13 

60 

Immune: Contuse 

Old Archades 

1QOO 

Winged Bools 

Accessories 13 

60 

Equip. Float 

Old Archades 

500 

Pheasant Nelsuke 

Accessories 14 

70 

Improves potency of restorative items such as 
potions. 

Old Archades 

4000 

Embroidered Tipper 

Accessories 14 

70 

Doubles EXP earned. 

Old Archades 

5000 

Cameo Bell 

Accessories 14 

70 

Improves chance to hit. 

flahonheim 

9000 

! Power Armlei 

Accessories 15 

70 

Immune: Stop, Strength +2 

Ballon heim 

5200 

1 Opal Ring 

Accessories 15 

70 

Magicks will not bounce ott targets with fielicct 
status. 

Ballon heim 

16000 

Bubble Belt 

Accessories 15 

70 

Equip: Bubble 

Rabanastre Muihru Bazaar 

19300 

Ring ot Renewal 

Accessories 16 

70 

Equip. Repn. Delcnse tS. Magick Resist +5 

Necrohot ot Nabudis, complete Air Garner side quest 

18000 

Indigo Pendant 

Accessories 16 

70 

Improves chance to strike with magick. 

Inside Airship 

5000 

Turtleshefl Choker 

Accessories 17 

30 

Enables casting ot magicks with git, rather 
than MR 

Bhujerba 

9300 

Agate Ring 

Accessories 17 

80 

Nirllities weather and terrain sheets on elemental 
damage. 

Daimasca Westersand 

3000 

Diamond Armlet 

Accessories 13 

SO 

Obtain superior Items from clasts, colters, and 
the like. 

Dalmasca Estersand 

20000 

Hermes Sartdals 

Accessories 13 

60 

Equip: Haste 

Barneim Passage 

20000 

Sage's Ring 

Accessories 19 

100 

Reduces MP cost by halt. Absorb: Holy. 

Old Archades 

22000 

Nihapalana 

Accessories 20 

120 

Reverses eflcctsol restorative Items such as 

Potions. Phoenix Downs, and Remedies: alfects 
allies and loes alike. 

Rabanastre Muihru Bazaar 

30000 

Cat-ear Hood 

Accessories 20 

120 

Move with great celerity. Vitality +20. Speed +50. 

Rabanastre Mulhru Bazaar 

30000 

Ribbon 

Ribbon 

150 

Immune to all negative status effects 

Drops from rare monster 44. Vishno; treasure in the 
Henna Mines east section. Treasure in the Pharos: drops 
horn level 99 Red Chocoho 

- 

Gen|l Gloves 

Genji Armor 

150 

Improves chance of scoring multiple hits 

Steal during “Bathe on the Big Bridge" clan hum 

“ 














































Technitks 


Technicks are abilities that do not require Mist Points to use, although they often have prerequisites lor their use. Some technicks 
can cause damage in unusual ways, or save your character in an emergency when items and MP are strained, A few of them are 
useful for weakening your foes or judging their weaknesses. To use a technics follow these two steps: 1. Purchase a technick scroll 
from a merchant; and 2. Unlock the required license on a character's license hoard. 


Marne 

LP 

Effects 

Location 

Cost 

Steal 

15 

Steal from one foe. 

Rabanasire 

1600 

Libra 

20 

Reveal more detailed large! 
information. 

Rabanasire 

500 

First Aid 

20 

Restore HP to one HP critical ally. 

Rabanasrre. Nalbina 

700 

Charge 

30 

Restore user's MP If the technick 
fails, MR is reduced to 0. 

Rabanasire, Nalbina, 
Bhujerba 

1700 

Poach 

30 

Capture HP critical toes to obtain 
loot, No EXP/LF is earned from 
poached monsiers. 

Rabanasire, Nalbina, 
Bhujerba 

7000 

Soulealer 

35 

Consume HP to deal damage to 
one loo 

Rabanastre. Nalbina 

6400 

Horology 

55 

peal damage based on a factor of 
time to all foes in range 

Rabanastre, Nalbina. 
Bhujerba 

2000 

Infuse 

35 

Fully consume user’s MP, changing 
one ally's HP lo 10 times thal 
amount 

Rabanastre, Nalbina 
Jahara, Ardiades 

2000 

Bonecrusher 

30 

Consume HP to reduce the HP ol 

one toe to 0. 

Rabanasire. Archades 

7000 

100D Mies 

35 

Deal 1.000 damage to one loe 

Mdsphoran Highway 

7000 

Stamp 

40 

Inflict one toe with any status effect 
on (he user. Does not remove status 
effects from user 

Archades 

4500 

Addle 

30 

Lower one foe's magick power. 

Rabanastre, Archades 

3500 


Name 

LP 

Eflects 

Location 

Cost 

Shades of Black 

40 

Cast a random black magick on 
one foe. 

Archades 

5000 

Expose 

35 

Lower one foe's defense. 

Baltonheim 

3800 

Achilles 

40 

Render one toe vulnerable to an 

additional element. 

Rabanastre. Nalbina. 
Jabara 

3800 

Gil Toss 

35 

Throw oil, damaging all loes in 
range. 

Rabanastre. Nalbina, 

Jabara 

2000 

Charm 

30 

Cause one toe to contuse iriend 

with foe. 

Rabanastre. Nalbina, 
Jabara 

5000 

Sight Unseeing 

40 

Unleash an attack only available 
when blind 

Rabanastre, Nalbina. 

Jabara 

6800 

Shear 

35 

Lower one foe's magick resist. 

Rabanastre, Nalbina, 

Jabara 

3600 

Wither 

35 

Lower one foe’s strength, 

Balfonhejm 

3500 

Revive 

40 

Fully consume user's HP. reviving 
and tolly restoring HP of one 

KO'd ally. 

Baltonheim 

10000 

Telekinesis 

80 

Deal ranged damage wilh melee 

weapons. 

Necrofiol of Nabudis 

7100 

Numerology 

40 

Deal damage that increases with 
successive hits. 

Rabanasire. Nalbina, 
Rhujerba 

2048 

Traveler 

65 

Deal damage based an total steps 

Rabanastre, Nalbina 

6700 


taken to all toes in range. 

_ 


Magicks 


Magicks offer many powerful and unique abilities at the cost of Mist Points (or MP), Having MP as a limiting factor prevents magicks 
from being too powerful and forces you to carefully manage MP. The difference in how you handle a tough fight will often come down 
to how well your gambits are utilized to help conserve and maintain MR Many passive Augment abilities exist only to help generate and 
maintain MP, and items like the Sage Ring and Turtleshell Choker lessen or after the cost of casting magick, To cast magick, you must 
purchase the appropriate magick scroll and unlock the accompanying license. 


iST 


XI 


Whltf! Magicks As the curative school of magick, While Magick enables the caster to restore the health of your party members. II also has a 
few offensive-minded options for the dark creatures of the world. 


V 




Name 

Lie, Req. 

LP 

MP 

*MP to Cast 

Eiiects 

Location 

Cost 

Cure 

White Magick 1 

15 

8 

5~ 

Restore a small amount ol HP to one ally 

Rabanastre, Nalbina 

260 

Cura 

White Magick 3 

30 

32 

22 

Restore HP to all allies in range 

Rabanasire, Bbu|erba, Dalmasca Wesiersand. Eruyt Village 

1500 

Curaga 

White Magick 5 

45 

28 

19 

Restore a large amount of HP to one ally. 

Rabanastre. Nalbina. Eruyt Village, Mt Bur-Omisace 

3200 

Gurafa 

White Magick 6 

50 

68 

47 

Restore a large amount of HP To all allies m range. 

Ba 11 on bairn 

11700 

Renew 

White Magick 8 

105 

68 

68 

Fully restore the HP ol all allies tn range 

Dalmasca Wester sand 

39600 

Raise 

White Magick 3 

30 

22 

15 

Revive one KO’d ally 

Rabanasire, Bhujerba. Dalmasca Wesiersand. Eruyt Village 

1900 

Arise 

White Magick 6 

50 

50 

35 

Revive and fully restore the HP ol one KO’d ally. 

Baifonheim 

9700 

Estina 

White Magick 4 

35 

24 

16 

Remove harmful status effects from one ally. 

Eruyt Village, Mt Bur-Omlsace 

2800 

iEsunaga 

White Magick 7 

55 

n 

50 

Remove harmful status elf acts from all allies m range, 

Baltonheim 

14900 

Blmdna 

White Magick 1 

15 

8 

5 

Remove Blind from one ally. 

Rabanastre, Nalbina 

200 

Vox 

White Magick 2 

20 

a 

5 

Remove Srlence from one ally. 

Rabanastre, Bhujerba 

300 

Poisons 

While Magick 2 

20 

8 

5 

Remove Poison from one ally. 

Rabanastre. Nalbina 

200 

Stan a 

White Magick 3 

30 

12 

8 

Remove Stone/Petrily from one ally. 

Rabanastre, Bhujerba 

800 

Cleanse 

White Magick 5 

45 

20 

14 

Remove Disease from one ally. 

Phun Coast 

5BQ0 

Dispel 

While Magick 5 

45 

16 

11 

Remove beneficial status elf acts from one foe 

Rabanastre, Nalbina. Phon Coast 

4500 

Dispetga 

While Magick 8 

50 

36 

25 

Remove beneficial status effects from all toes in range 

Baltonheim 

8200 

Regen 

While Magick 4 

35 

16 

11 

Restore one ally's HP overtime. Removes Sap. 

Rabanastre. Eruyt Village, Ml But-0misace 

1900 

Holy 

While Magick 7 

55 

60 

42 

Deal heavy holy damage to one toe 

Baltonheim 

11200 


'MP lo Cast wfoll Chann. Lie, 



























































Black Magicks 


Black majjicks exisl for one purpose; destruction! With a wide variety ot very powerful spells capable of hitting multiple 
targets, Black magicks are Ideal for offensive support characters. Also, use Ihem to great effect In conjunction with the 

UUnrmatia 3nH Uo^rlhlintAr Aunmont ohilUiAA 


Name 

Lie, fieri. 

LP 

MP 

‘MP to Cast 

Effects 

Location 

Cost 

Fre 

Black Magick t 

15 

8 

5 

Deal fire damage to age foe, 

Rabanaslre. Nalbina 

200 

Thunder 

Black Magick 1 

15 

& 

5 

Deal lighining damage to one foe. 

Rabanastre, Nalbina 

200 

Blizzard 

Black Magick 1 

15 

a 

5 

Deal ice damage lo one toe 

ftabarrastre. Nalbina 

200 

Water 

Black Magick 2 

25 

12 

a 

Deal water damage lo one loo. 

Rabanastre, Bhujerba 

BOO 

Aero 

Black Magick 2 

25 

16 

11 

Deal wind damage to all toes in range. 

Rabanastre. Eruyl Village 

1200 

Fira 

Black Magick 3 

35 

18 

12 

Deal frre damage to all foes in range. 

Rabansire, Nalbina, Eruyt Village, Mt Bur-Qmisace 

3000 

Thundara 

Black Magick 3 

35 

10 

12 

Deal lightning damage to afl foes in range. 

Rabanstre, Nalbina, Eruyt Village, Mt Bur-Omisace 

3000 

Blicara 

Black Magick 3 

35 

18 

12 

Deal ice damage to all foes in range. 

Rabanstre, Nalbina, Eruyl Village, Ml BuKlmisace 

3000 

Bio 

Black Magick 4 

40 

24 

16 

inflict Sap and deal damage to all toes In range 

Rabanaslre, Nalbina. Phon Coast 

4900 

Aeroga 

Black Magick 4 

40 

as 

25 

Deal heavy wind damage to all foes in range. 

Archades 

6000 

Firaga 

Block Magick 5 

45 

42 

29 

Deal heavy fire damage to all foes in range. 

Balfonhaim 

8200 

Thundaga 

Black Magick 5 

45 

42 

29 

Deal heavy lightning damage to all foes In ranga. 

Balfonheim 

6200 

Blizzaga 

Slack Magick 5 

45 

42 

29 

Deal heavy ice damage to all foes in range 

Balfonbeim 

6200 

Shock 

Black Magick 6 

50 

34 

23 

Deal heavy damage to one toe, 

Balfonheim 

9400 

Scourge 

Black Magick 6 

50 

40 

33 

Inflict Sap and deal heavy damage to all foes in range 

Balfonheim 

11200 

Flare 

Black Magick 7 

70 

48 

33 

Deal massive damage to one foe. 

Balfonheim 

11200 

Ardor 

Black Magick 7 

70 

60 

42 

Deal massive fire damage ta all foes in range, 

Bartraim Passage 

15500 

Scathe 

Black Magickfl 

120 

70 

49 

Deal massive damage to all foes in range. 

Necrohol of Nabudis 

18100 


'MP lo Cast w/all Cltann. Lie. 


Time Magicks 


Designed for warping the fabric of time and space. Ibis school of magick allows 1m the hastening of your allies and the slowing 


of your lues. There are other options that are designed to press your advantage over your foes by stripping them ol abililies, 


Name 

Lie. fieq. 

LP 

MR 

’MP to Cast 

Effects 

Location 

Cosl 

Haste 

Time Magick 5 

40 

20 

u 

Speed up one ally's actions by 50%. 

Rabanastre, Nalbina, Eruyt Village. Ml Bur-Omlsace 

3400 

Hastega 

Time Magick 7 

110 

70 

49 

Spaed up the actions ol all allies in range by 50%. 

Dalmasca Estersand 

IfifiQO 

Slow 

Time Magick 1 

20 

8 

5 

Slow one foe's actions by 50%. 

Rabanaslre, Nalbina 

200 

Siuwga 

Time Magick? 

110 

24 

16 

Slow Ihe actions of all Idas in range by 50%. 

Balfonheim 

10400 

Immobilize 

Time Magick 1 

20 

16 

11 

Immobilize all toes in range 

Rabanastre, Bhujerba 

600 

Disable 

Time Magick 2 

25 

IS 

11 

Prevent all Toes in range from taking action. 

Rabanaslre. Bliuferha 

600 

Stop 

Time Magick 6 

45 

20 

14 

Halt Ihs actions of one toe 

Rabanaslre. Nalbina, Ml Bur-Qmisace 

3700 

Relied 

Time Magick 2 

25 

12 

8 

Causa magicks to he reflected horn one ally, 

Rabanaslre, Bhujerfoa 

800 

Reheciga 

Time Magick 7 

110 

24 

16 

Cause magicks to be reacted from all allies in range. 

Archades 

6800 

Final 

Time Magick 5 

40 

20 

14 

Allow all allies in range lo walk on air, Avoids traps 

Rabanaslre, Eruyt Village. Mt Bur-Omi$ac& 

2800 

Break 

Time Magick 3 

30 

14 

9 

Turn one loe lo stone alter a short Lime 

Rabanaslre, Bliuj-erba, Dalmasca Westersand 

900 

Countdown 

Time Magick 6 

45 : 

3 

5 

Reduce one foe's HP to 0 attar a short time. 

Rabanaslre. Nalbina. Eruyt Village, Mt Bur-Omisace 

3100 

Balance 

Time Magick 4 

35 

18 

42 

Area damage equal To difference In caster's current and 
max HP 

Rabanaslre. Eruyt Village 

1500 

Bleed 

Time Magick 4 

35 

12 

8 

Heavily damage one toe over lime. Inflicts Sap, 

Rabanaslre, Eruyt Village 

1100 

Warp 

Time Magick 3 

30 

18 

12 

Banish all toas in range. 

Rabanaslre. Eruyt Village 

1700 


MP lo Cast wtell Chann. Lie. 


Green Magicks Green magick seeks lo enhance your character s abilities while weakening these ol your enemy. When overwhelmed by 
multiple foes wielding vicious magicks, rely on spells like Sleepga and Silence lo turn Ihe tide ot the fight. 



Name 

Lid. fieq. 

LP 

MP 

•MPto Cast 

Effects 

Location 

Cost 

Protecl 

Green Magick t 

25 

a 

5 

Raise one ally's defense by 25%, 

Rabanastre, Natbrna, Bhujerba 

200 

Prateclga 

Green Magick 7 

105 

36 

25 

Raise defense of all allies in range by 25%. 

Balfonheim 

9400 

Shell 

Green Magick 2 

30 

8 

5 

Raise one ally's magick resist by 25% 

Rabanaslre. Bhujerba 

300 

ShelJga 

Green Magick 7 

105 

40 

20 

Raise magick resist ol ail allies in range by 25%. 

Balfonheim 

9900 

Bravery 

Green Magick 6 

50 

24 

16 

Increase one ally’s physical attack damage by 30%. 

Rabanaslre Muthru Bazaar 

5800 

Faith 

Green Magick 6 

50 

2A 

16 

Augment are ally’s magick by 30-50%, 

Rabanaslre Muthru Bazaar 

5800 

Blind 

Green Magick 1 

25 

10 

7 

Lower are foe's chance to hit. 

Rabanastre. Nalbina. Bhu|erba 

200 

Blindga 

Green Magick 5 

45 

20 

14 

Lower Ihe chance to hit ot all loes in range. 

Archades 

6800 

Silence 

Green Magick 3 

35 

8 

5 

Prevent one toe from casting magicks. 

Rabanaslre. Bhujerba 

400 

Silencega 

Green Magick 5 

45 

22 

15 

Prevent ail toes in range from casting magicks, 

Archades 

6300 

Sleep 

Green Magick 3 

35 

10 

7 

Put one foe fa sleep. 

Rabanastre. Bhujerba 

700 

Sleepga 

Green Magick 7 

105 

26 

10 

Pur all foes in range lo sleep. 

Balfonheim 

7900 

Poison 

Green Magick 2 

30 

10 

7 

Damage one foe over time. 

Rabanastre, Nalbina 

500 

Toxrty 

Green Magick 4 

40 

26 

18 

Damage all foes in range over lima, 

Rabanaslre, Nalbina, Eruyl Village, Mi Bur-Qmisace 

4100 

Oil 

Green Magick 4 

40 

S 

5 

Increase fire damage dealt to all toes in range. 

Rabanastre. Bhujerba, DaJmasca Westersand 

600 


*MP lo Opst w/all Chaim, Lie. 




























































































































Arcane Magicks 


A dark, poorly understood class of magick, the Arcane school offers many unusual options lor damaging enemies and 



Name 

Lie. Reg. 

LP 

MP 

*MP to Cast 

Effects 

Location 

Cast 

Dark 

Arcane Magick t 

25 

10 

7 

Deal moderate dark damage to all toes in range. 

Rabanastre. Bhujerba 

500 

Darkra 

Arcana Magick 4 

50 

20 

14 

Deal dark damage to all toes in range 

Phon Coast 

5300 [ 

Darkga 

Arcane Magick 7 

105 

30 

21 

Deal heavy dark damage to all foes in range 

Bailonheim 

9400 

Gravity 

Arcane Magick 2 

30 

20 

14 

Reduce HP of one toe by 'A ol target’s max HP 

Rabanastre. Eruyi Village. Mi Bur-Dmtsace 

2600 

Graviga 

Arcane Magick 7 

105 

36 

25 

Reduce HP of one foe by Vi at target's max HP 

Archades 

6600 

Reverse 

Arcane Magick 6 

70 

50 

35 

Cause healing and damage to have opposite effect on 
one loe 

Rabanastre Muthrti Bazaar, Phon Coast 

7600 

Berserk 

Arcane Magick 1 

25 

IQ 

7 

Cause one ally to mindlessly attack with weapon in hand 

Rabanastre, Jatmra 

1000 

Contuse 

Arcana Magic* 2 

30 


7 

Cause one loe to confuse friend with foe. 

Rabanastre. Eruyi Village 

1400 

Decoy 

Arcane Magick 3 

40 

10 

7 

Cause one ally to be the target of oil foes, 

Rabanastre. Eruyi Village. Ml BunQmisaee 

2500 

Death 

Arcane Magick 5 

60 

30 

21 

Reduce one loe’sHPtoO 

Rabanastre, Nafbina. Phon Coast 

5200 

Vanish 

Arcane Magick 4 

50 

24 

16 

Render one ally invisible 

Halbina Ml Bur-Dmisace. Phon Coast 

4900 

VanisJiga 

Arcane Magick 6 

70 

60 

42 

Render all allies In range invisible 

Rabanastre, Halbina, Phon Coasl 

6700 

Bubble 

Arcana Magick 5 

60 

32 

22 

Double max HP of one ally. 

Rabanastre Mutton Bazaar, Inside Airship 

.3300 

Drain 

Arcane Magick 3 

40 

16 

12 

Transfer HP Irom one foe to the easier. 

Rabanastre, Eruyi Village, Ml Bur-Drtnsace 

3200 j 

Syphon 

Arcana Magick 4 

50 

2 

1 

Transfer MP irom one loe to ibe easier 

Inside Airship 

4000 


MP to Casl ur/all Chann. Lie 


Apart from the licenses for technics, magicks. armors, and weapons on the license board, there are also licenses for passive 
abilities that permanently increase your characters' abilities. These bonuses are active for the remainder of the game once you buy 




them; you need not purchase anything beyond their license. Although they may seem less glamorous than a new ability or weapon. 

AKiKfii 


many Augment abilities are among the most useful on the entire board. Whether it's permanently increasing your characters action 

AD 11 

?s 

speed, adding additional Gambit Slots, or permanently increasing HP. Augment abilities are a great way to spend license points. 

v 






Name 

LP 

Etfecls 

Name 

LP 

Effects 

Gambit Sfol 

15 

Adds an additional gambil slot 

Gambit Slot 

50 

Adds an additional gambil sfol 

Polion Lane 1 

20 

Polians restore more HP 

Swiftness 

50 

Reduces action time by 10%. 

Gambit Siol 

20 

Adds an additional gambit slot. 

Battle Lore 

55 

Increases physical attack damage. 

Efher Lore 1 

20 

Elders restore more MR 




Remedy Lore 1 

20 

Remedies remove Sleep, Sac, Immobilize, and Disable. 

Magick Lore 

55 

Increases magick potency. 

Magick Lore 

25 

increases magick potency 

Spell breaker 

65 

Increases magick power whan HP Critical 

Bathe Lore 

25 

Increases physical aback damage, 

Adrenaline 

65 

Increases strengih when HP Criilcal, 

Gambil Slot 

25 

Adds an additional gambit slot. 

+150 HP 

70 

increases max HP by 150, 

Shield Block 

25 

Increases chance to block with a shield. 

Potion Lore 3 

70 

Polians restore more HP. 

+50 HP 

30 

increases max HP by 50. 

Lasl Stand 

70 

Increases delense when HP Critical 

Gambil Slot 

30 

Adds an additional gambit slot. 




Headsman 

30 

Gain MP after defeating a foe 

Focus 

70 

Increases strength when HP is lull. 

Phoenix Lore 

30 

Phoenix Down restores more HP. 

Ether Lore 3 

70 

Ethers restore more MP 

Swiftness 

30 

Reduces action time by 10% 

Remedy Lara 3 

70 

Remedies remove Stop. Doom, and Disease. 

Spellbound 

30 

Increases duration ol status effects 

Serenity 

70 

Increases magick when HP Is full 

Martyr 

30 

Gam MP after taking damage* 

Gambit Slot 

70 

Adds an additional gambit slot 

Channeling 

30 

Reduces magick MP cost by 10% 

Shield Block 

75 

Increases chance to block with a shield. 

Remedy Lore 2 

30 

Remedies remove Petrify. Confusa, and Oil 




Inquisitor 

30 

Gain MP alter dealing damage 

Channeling 

30 

Reduces magick MPcosl by 10%. 

Warmsge 

30 

Gain MP alier dealing magick damage, 

Battle Lore 

80 

Increases physical attack damage. 

Gembil Slot 

35 

Adds an additional gambit slot 

Magick Lora 

60 

Increases magick potency. 

Potion Lore 2 

35 

Potions restore more HP. 

Swiftness 

60 

Reduces action lime by 10%, 

Ether Lore 2 

35 

Ethers restore more MP 

Phoenix Lore 

90 

Phoenix Down restores more HP. 

Magick Lore 

40 

Increases magick potency. 

Brawler 

90 

increases attack power when fighting empty-handed. 

Gambil Slot 

40 

Adds an addilional gambit slot 


1 flfl: 


Battle Lore 

40 

Increases physical attack damage. 

rcLiu nr 

1 LIU 

Increases max HP by 200. 

Shield Block 

45 

Increases chance to block with a shield 

Gambit Slot 

100 

Adds an additional gambit slot 

Gambil Slot 

45 

Adds an addilional gambit slot. 

Magick Lore 

120 

Increases magick potency. 

Phoenix Lore 

50 

Phoenix Down restores more HP. 

BaitEe Lore 

120 

Increases physical attack damage 

+100 HP 

50 

Increases max HP by 100 

+500 HP 

155 

Increases max HP by 500. 

Channeling 

50 

Reduces magick MP cost by 10%. 
















































Items arc quick, disposable, and useable by all party members. Although the use of magic ks can duplicate the effect of many items, these 
goodies take far less time to use. llius, items can be very handy during emergency situations. The strength of Potions, Phoenix Downs, 
Remedies, and Ethers arc affected by speciid augmentations on the license board. In fact a few specific items (such as Elixir, MegalLdr, 
and Dark Matter) even perform feats only they can accomplish! 



Restore a small amount of HP to one ally. 
Restore HP to one ally. 

Restore a large amount of HP to one ally. 


i RED FANG 

| 

# BLUE FANG 
0 WHITE FANG 


Deal fire damage to all foes in range. 

Deal ice damage to all foes in range. 

Deal lightning damage to all foes in range. 


ft 

1 ^ 

w 

I 

HI-ETHER 

LX 

ELIXIR 

X 

MEGALIXIR 


Restore a small amount of MP to one ally. 

Restore MPto one ally 

Fully restore one ally's HP and MP. 

Fully restore all allies’ HP and MP. 


REMEDY 

Remove Blind. Poison. Silence, and Slow 
from one ally. 

km 

PHOENIX DOWN 

Revive one KO'd ally. 

w+ 

GOLD NEEDLE 

Remove Stone/Petrify from one ally. 

F* 

ECHO HERBS 

Removes Silence from one ally 

F* 

ANTIDOTE 

Remove Poison from one ally. 

■ m 

EYE DROPS 

Remove Blind from one ally. 

f * 

ALARM CLOCK 

Remove Sleep from one ally. 

Wm 

HANDKERCHIEF 

Remove Oil from one ally. 

It 

CHRONOS TEAR 

Remove Stop from one ally 

re 

SMELLING SALTS 

Remove Confuse from one ally. 

.' * 

VACCINE 

Remove Disease from one ally. 


Fw> BACCHUS'S WINE 

Cause one ally to mindlessly attack with 


weapon in hand. 



□ 


BALANCE MOTE 
SCATHE MOTE 
HASTEGA MOTE 


A mote containing the power of Dark. 

A mote containing the power of Water. 
A mote containing the power of Aero, 

A mote containing the power of Holy. 

A mote containing the power of Warp. 

A mote containing the power of Balance, 
A mote containing the power of Scathe. 
A mote containing the power of Hastega. 



A mote containing the power of Reflectga. 
A mote containing the power of Vanishga. 
A mote containing the power of Float. 



A curious item detested by the avion 
known as the garuda. 


DARK MAHER 


Deal damage to all foes in range. 




KNOT OF RUST 


r 


Deal damage to one foe. 











































FINAL FANTASY XU lias the typical item and gear shops like other RPGs, but this game added something called the Bazaar. All the 
merchants in the game take part in the Bazaar system. The Bazaar often offers exclusive deals and bargains based upon the amount of loot 
you’ve sold to merchants. The loot you sell is used to make item packages that arc often cheaper than normal, or exclusive to the Bazaar. 




LOOT 


While older games in tills series usually rely upon git drops from enemies to build your fortune, a good portion of the money in this game 
is made by selling a special class of enemy drops that exist for this purpose alone. This item class is referred to as loot." Whether stolen, 
poached, or picked up from defeated foes, collecting and selling loot is the key to gaining riches in FINAL FANTASYXII and earning many of the 
game's rarest items from the Bazaar, Critical pieces of loot, leading to ullimate items or bazaar-exclusive items, appear in a different {JJjEOUHD 



Name 

Value 

Obtained 

Adamantite 

1479 


Aged Turtle Shell 

1075 

Ambrosia 

1682 ] 

Arseni Bone 

2115 




Drops bom AdamaMilan in Cerobi Steppe and 

fAncientiTurtlelShelM 

1337 

Nabreus Deadlands: poach from Silicon Tortoise 



in Giza Plains 

Antarctic Wind 

16S9 


flnprflnaftsnn 

150 

Drops bom Golem in the Fey wood: drops born 
Deidar in the Pharos 

/Itannri 

10 

Drops from rare monsters; drops bom all 
monsters afier obtaining key Hem Canopic Jar 

Arctic Wind 

1179 


Afies Gem 

Shi) 

Bar Fang 

105 

Bal Wing 

647 

Bamewyrm Carapace 

671 


Beasilord Hide 

1499 



1334 

Drops from Humbaba in Mosphoran Hlghwaste 

Behemoth Steak 

1671 


Bern Slab 

1194 


Bhujerban Madhu 

250 


Black Orb 1 


Blood Wool 

671 


Blood-darkened Bone 

1435 


Blood-stained Necklace 

,663 

Bomb Ashes 

200 


Bomb Fragment 

1911 


Bomb Shell 

096 


Bone Fragment 

193 


Book of Orgain 

532 


Book ol Orgam-Ceni 

924 


Book ol Orgain-Milie 

1477 


Braid Wool 

465 


Broken Grealaxe 

1762 

Broken Spear 

617 


Broken Sword 

1099 


1 Name 

Value 

Obtained 

Brown Tuft 1 


Bundle of Feathers 833 


Bundle of Needles 92 


Cactus Fnjil 59 


ftemiaam iso 

Drops from Preying Marti is in the Feywood 

,50 

Steal born rare monster 340. Negalmmir, steal 
from rare monster 346, Fidellant 

Caramel 275 


Ceniurio Hero's Badge 

< 



945 

Drops bom Thunderbug in the Henne Mines 

Charger Barding 

1154 


fflifliiimrciTEin 

2026 

Drops bom Chimera Brain in. the Pharos 

Chocobo Feather 

480 


Coe urE Pen 

454 


ffirnrrtlTOMri? 

2076 

Drops bom Qse in Great Crystal upper layer, 
steal bom rare mgnsler 329. Grimalkin, in Tchila 
Uplands 

Common Fish 10 


SapsHb ! :i[ ' 

Drops from Dragon Lich in Ihe Pharos 

Crooked Fang 287 


IThHfrbfflTia 

2188 

Dropped or siolen from Bune in Ihe Pharos; 
sleal from rare monster 300, Vishno, In the 

Phams; steal from rare monster 364, Aochag. 
in Pammina flifl; steal from rare monster 366. 
aiuesang, In Cerobi Steppe 

Dark Crystal 160 

1 Dark Nlagicite 

80 


1 Dark Slone 35 


Death Powder 

1323 


Death's-Head 653 

aancBSEj/ 

tOOQ Reward lor the clan hunt ''Paramlna Bun” 

Delicious Fish 25 

Demon Drink 

1863 

Demon Eyebail 123 

Demon Fealties 9tQ 

Demon Tail 1203 

Demon s Sigh 1704 

Destrier Barding 1214 
























































































Name 

Value Obtained 

Destrier Mane 

608 

Dewdrop Pebble 

’ 

Oiakon Halcyon 

1500 


liteflflil 

1577 

Drops from FocafDr in the Nabreus Deadlands 

1 Drab Wool 

63 


Earth Crystal ISO 

Earth Magicite 80 

Earth Stone 35 

Einherjanum 1682 

Electrum 3563 

Emperor Scale 

1395 


Empty Bottle 

1 

1 


2000 

Sell High Arcana xl. 5l>uI Powder xl Wargod s 1 

Band x2) 

Eye of the Hawk 

989 

1 

Festering Flesh 

542 



1000 

Dropped or stolen Irom Entile moosiers 

Fine Wool 

619 


Fire Crystal 160 

1 

1 Fire Magicile 80 


Fire Stone 35 

Fish Scale 151 

Forbidden Flesh 1397 

Foul Flesh 143 

Foul liquid 703 

1 Four-leal Clover 1969 


Frog Oil 1826 

Frogspawn 

761 



150 

Drops tram Behemoth in the Feywood and 

Giruvegan; drops trom Blood Gigas in the 

SUIshrine ol Miriam: steal Irom ram monsier 

362. Wendice 

Gemstee! 

200D 


Giant Feather 686 

Gi ruble Stalk 

1647 


Glass Jewel 115 


Gnoma Halcyon 

1500 

1 

ffrriMrp^nfrr^ 

1 

Reward lor linat dan hunt 


994 

Drops Irom Python in Mosphoran High waste 

Great Serpentskin 70 


Green Liquid 206 


Green Tuft 1 

G ri moire Aldhed 

1005 


Gri moire Togail 475 


Gysahl Greens 

54 


[TMIKaffifemiTTna 

1584 

Drops Irom Cerberus in the Feywood 


20 

Sell Arcana xl 0, Soul o( Thamasa xl. Feystone 
xi to Bazaar; drops from many monsters after 
obtaining key item Canopic Jar 

Holy Crystal 160 


| Holy Magicile 80 


dame 


Value Obtained 


Holy Stone 


35 


IQOO 


Reward tor clan hunt Crime and Punishment" 


Horn 


120 


Ice Crystal 
Ice Maqiate 


Ice Slone 


35 


Ichthdn Scale 


1033 


Insect HusJc 


650 


Iron Carapace 


413 


Iron Ore 


1043 


iron Scraps 


165 


Jack-o'-Laniem 


1688 


Jaya Stick 


500 


Ketu Board 


1771 


Large Feather 


Leamonde Halcyon 


1500 


Leo Gem 


QfMMUGHlS&E 


nto fitarn 


Lilewick 




Lumber 


150 


1740 


483 


Dropped or stolen from L&shach Entile In 
Faramina Rift during snowstorm 


Drops from Qse in Great Crystal upper layer, 
drops from Tartarus in the Feywocd 


Complete fish ing mini-game 


Maggoty Flesh 


741 


Magick Lamp 


1753 


Malboro Flower 

Mai boro Fruit 


Mai boro Vina 


Mallei 


2498 


Mardo Halcyon 


1500 




1952 


Drops Irom Mirrorknlghl in the Feywood; drops 
horn rare monsier 009 Dreadguard, in Ota 
Feywood 


Molting 


Moon Ring 


MB 


Mystletainn 


debia Succulent 
We bra Jim 


1975 


1725 


1531 


100 


Drops irom Ash Wyrm in Great Crystal upper 
layer 


D rops trom Mu in the Feywood 


Drops from Mythril Golem in Giruvegan 


150 


Drops from Omega MK XII in Great Cryslai 
upper layer 


Onion 


Orange Tuit 


fWHMftrnr) 


Peach Tufl 
Pebble 


HEGEE00EH3 


1777 


Drops from Deiflar in me Pharos; dropped or 
stolen from rare monster 300, Vishno, in Ihe 
Pharos 


1000 


Reward for clan hunt "Paradise Risen" 

























































































































































































































Name 

Value 

Obtained 

Pioewood Chop 

0 


Pisces Gem 

150 


Pointed Horn 

706 


Prime Pelt 

1134 

Prime Tanned Hide 

1372 


Putrid Liquid 

1343 


Quality Hide 

384 


Quality Lumber 

1127 


Quality Pelt 

651 


Quality Stone 

1425 


Rainbow Egg 

535 


Rat Pelt 

35 


Rat Tail 

224 


Dft53? 

1467 

Drops from Shield Wyrm In Cerobi Sleppe 

Ring Wymi Seals 

1255 


gE0EBfi*B®HS) 

150 

Drops from Redeyes In the Henne Mines east 
section: dropped or stolen with Thief's Cuffs 
from Oiling In Ihe Stilshnnc oT Miriam 


1500 

Dropped or slolen from Salamand Entite in Ihe 
Qgir-Yensa Sandsea during sunny weather, 
reward (or Gibbs & Deweg side guest 

Sandalwood Chap 



QgnMto 

1679 

Drops from Emeralditan in Nabreus Deadlauds. 
steal from rare monster 293 r Aspidochelan, In 
Cerobi Steppe 

@B3JiflD03ni 

150 

Steal troni Gargoyle Baron in Giruvegan. steal 
from rare monster 342, Larva Eater, in Great 

Crystal upper layer 

Screamroot 

1350 


Semclam Shed 

90 





ISerpentfl: yeTL^^ii 

1440 

Drops from Basilisk in Ihe Feywood 

.. 


Clan reward far callecling ell 13 Espers: steal 
from Zodiark in the Henne Mines east seel ion: 
sell High Arcana xl, Snake Skin *4, Serpent Eye 
x2 to Bazaar 


2000 



CTffllaJittnfta 

1873 

Drops from Preying Mantis in the Feywood: 
steal Irom rare monster 321, Flageclaw, In the 
Salikawood 

Silver Liquid 

1376 


Sky Jewel 

950 

, 


Siaven Harness 

815 


Slime OH 

1717 


Small Feather 49 


Small Package 

150 



53 

Dropped or slolen from Wildsnake in Giza Plains: 
drops Irom rare monster 345. Grey Matter, in 
Mosphoran Highwaste. drops Irom rare monster 
347, Midgerdsormr. in Golmore Jungle 

Snowlly 

982 


Solid Horn 

1285 


Solid Slone 

358 



1856 

Drops Irom Qversoui m the Necrohol ol Nabudis; 
steal Irom rare monster 336, Jshteen, in Barheim 
Passage; reward for rank VI hunt "Dead City 

Watch" 


2241 

Drops from Etem m the Henne Mines east 
section: steal from rare monster 338, Vorres, in 
the Necrohol ol Nabudis 


1 Name Value Obtained 

1 Spiral Incisor 

998 


Split Armor 1965 

Stardust 1508 


Storm Crystal 160 


Storm Magiate 80 


Storm Stone 35 

Sturdy Bone 

428 

Succulent Fruit 

363 

fsfflfiflRififfiGia 

1500 

SieaJ from Sylphl Entite in Qzrnone Plain during 
cloudy weather 

Tanned Giantskln 

672 


Tanned Hide 

77 


Tanned Tyrant Hide 802 


Tattered Garment 

1470 


mmfSm 

150 

Drops Irom Vampyr In the Uuisu Mines; drops 

Irom Seeker in the Tomb of Railhwalt; drops 

Irom Pyrolisk on Ihe Phon Coast 

Teleport Slone 

100 


Throat Woll Blood 

1360 

Tomato Stalk 

956 

Turtle Shell 

447 

TJjEnDEEniD 

1 1233 Drops from Archaaoaevis in Zerlinan Caverns 

Tyrant Hide 

549 


[TftTlTfofTfcftffiTi) 

1500 

Steal from Undid Mite Jn Cerobi Steppe during 
rainy or cloudy weather 

Unpurified Ether 

1783 

Vateblossom Dew 

100 


p/ampVG 

1684 

Drops from Abysteel in tbe Henne Mines 

Virgo Gem 

150 



2214 

Drops from Leymr in tbe Nab reus Deadlauds: 
steal from rare monster 351. Victanir. in the 

Nam-Yensa Sandsea 

Water Crystal 

160 


Water Magicite 

80 

Water Stone 

3S 


White Incense 

881 

White Tult 

1 

Wind Crystal 

160 

Wind Magiche 

BO 


Wind Stone 35 

Windslleer Pinion 

I 148 

Wall Pelt 4t 

Wrath of tho Gotts 2214 Steal !r ™ rare ™ nsler 31Z - M,nibu <S' 1,1 

Barheim Passage 

Wyim Bone 1647 

Wyrm Carapace 739 

Wyvern Fang 1274 


1873 

Steal Irom rare mansler 325. Aeros. in Ormone 
Plains 

Yellow Liquid 

531 


tEHEElHlD 

409 

Drops Irom Urulan-Yensa 

Yensa Scale 

319 

| Zombie Powder 1975 












































































































































































Grimoires 


On occasion, Grimoires appear for sale in the Bazaar when certain conditions arc fulfilled. They greatly enhance the frequency and quality 
of loot from particular kinds of monsters and are worth obtaining as soon as possible* In fact, you may even want to prioritize Grimoire 
acquisition over new gear, magicks, or tech nicks. The sooner you get your hands on Grimoires, the sooner your drop quality will improve! 



Forgotten Grimoire 


22000 Schorr's Monograph Constructs 


Talk to any armor merchant more than 15 times. 


Forgotten Grimoire 


22000 Dragoon s Monograph Dragcms/Planls 


Package Name 

Price 

Content 

Enhances Loot From 

Requirements 

Forgotten Grimoire 

18000 

Hunter's Monograph 

Beasts/Avions 

After finishing the Thextera Hunt, speak with Galsty in Muthru Bazaar 

Forgotten Grimoire 

19000 

Knight's Monograph 

Giants/lnsects 

Talk to any weapon merchant more than 30 times 

ForgottBn Grimoire 

20000 

Warmage's Monograph 

AmorghsyLndead 

Read the hunt builetm board more than 20 limes. 

Forgotten Grimoire 

21000 

Mage's Monograph 

Frends 

Talk to any magick merchant over 25 limes. 


forgotten Grimoire 

25000 

Sage's Monograph 

Elemental 

Talk to any merchant over 100 times. 

Morbid Um 

250000 

Canopic Jar 

All enemies can drop Arcana 

Sell Photos Glaze. Horakhty's Flame, and Deirnos Clay. 











l=iiMiliMES’K1iH=Ef 


After selling certain combinations of loot to merchants, they are assembled or synthesized into special items and packages Ultimately, these items 
become available in the Bazaar. Vou don’t have to seJI the required loot combination ail at once, and you don’t even have to seil the toot to the same 
merchant because all merchants are connected. To aid in completing loot requirements and obtaining bazaar packages, reler to the Ciao Primer 
Bestiary. Additionally, the monster descriptions often provide clues to completing specific combinations (along with detailing some of the history ol 
Ivalice). 


Monsters typically have a common loot drop and a rare loot drop but, m addition, they can also drop special stones and gems Imbued with magickal 
power (such as the Dark Stone, Wind Mag rate, Fire Crystal, etc). Later in the game, by fighting rare monsters or obtaining a Canopic Jar in the 
Bazaar, enemies also begin dropping different magick totems, called Arcana. Bazaar combinations are comprised of any number of common and 
rare drops and are sometimes coupled with a magickal item to aid the synthesis. Don't worry if this sounds complicated—the Bazaar merchants 
handle everything] All you need to do is sell loot, after which you are informed when new Bazaar packages are available for purchase! 


Name 

Loot 

Cast 

Cast Diff. 

Contents 

Antidote Set 

Drab Wool *2 

100 

*50 

Antidote x3 

Unassuming Surcoat 

Wolf Pelt x2, Earth Stone xt 

100 

*20 

dimmed Leathers xl 

Gilt Shield 

Moiling x1 + Fire Slone <1 

270 

*30 

Escutcheon xl 

Tail of (he Phoenix 

Small Feather x3 

400 

*100 

Phoenix Down x2 

First-aid Kit 

Urge Feather x3 

450 

*100 

Phoenix Down x2. Polion >:2 

Assorted Leathers 

Wolf Pelt x2. Tanned Hide *1. Dark Stone x2 

600 

*200 

Leather Breastplate xl. Leather Headgear xl 

Bow & Bodkin 

Bat Fang xl. Rat Pelt x2, Dark Slone x2 

60D 

Wk 

Parallel Arrows xl. Shortbow xl 

Eye Drop Sei 

Demon Eyeball x2 

100 

*50 

Eye Drops x3 

Marksman's Delight 

Fish Scale *2. Green Liquid xl.Qark Stone x3 

1680 

Wk 

Silent Shot xl, Capella xl 

Light Spear 

Horn *2, Foul Flesh x2, Wind Stone x3 

126b 

*T4D 

Javelin xi 

Iromlorged Blade 

Iron Scraps x3, Foul Flesh x2, Earth Stone x3 

1080 

*120 

Iron Sword xl 

Tinctures & Tonics 

Succulent Fruit x4 

700 

*100 

Polion x5, Handkerchief x3, Gold Needle *3 

Arrows Alight 

Crooked Fang x2. Fire Stone x4 

3000 

Wk 

Fiery Arrows xl. Long Bow xl 

Rain of Teats 

Vensa Scale xl. Green Liquid x3, Water Slone x4 

2980 

Wk 

Aqua Shot xl, Vega xl 

Wooden Pole 

Bone Fragment x5. Succulent Fruit *3, Earth Slone *4 

1800 

*200 

Cypress Pole xl 

Eye Openers 

Chocobo Feather *4 

1280 

*220 

Phoenix Down x5, Alarm Clock xS 

Crimson Blade 

Solid Stone x2, Glass Jewel x2, Dark Stone x5 

4500 

*500 

Blond Sword xl 

Traveler s Garb 

Braid Wool *2, Tanned Hide *2, Water Stone *5 

3280 

*520 

Feathered Cap xl. Traveler's Vestment xl 

Golden Garb 

Iron Carapace x3. Tanned Hidex2, Dark Stone x5 

6780 

*1790 

Golden Helm xl Golden Armor xl. Golden Shield xl 

Matching Reds 

Coeurt Pelt *3, Quality Hide x2, Dark Magicite x3 

4280 

*720 

Red Cap xl, Brigandinc xl 

Smelling Sails. &c 

Malboro Vine x4 

540 

*400 

Ht-Potion x4. Smelling Salts x2 

Burning Blade 

Lumber x2, Malboro Vine x2. Fire Stone x6 

4680 

*520 

Ftamefongue xl 

Sipping Wine 

Tyrant Hide k2 

240 

*120 

Bacchus's Wine x3 

Hollow-shalt Arrows 

Bat Fang *5, Yellow Liquid xl, Water Magicite x3 

6280 

m 

Bamboo Arrows act, Loxley Bow xl 

Burnished Protective^ 

Wyrm Carapace x2. Quality Hide x2, Fire Slone *6 

8400 

*2100 

Burgonet xl. Shielded Armor xl. Ice Shield xl 

Burning Fangs 

Pointed Horn x2 

mo 

Wk 

Fled Fang *5 

Alluring finery 

Fine Wool x3, Tyrant Hide xl, Ice Magicite x4 

54SO 

*820 

Lamia's Tiara xl Enchanter s Habit xl 

Monk s Garb 

Coeurf Pell *4, Tyrant Hlda x2, Ice Magicite *4 

5400 

*220 

Headband xl, Jujitsu Gixl 

Ranger's Crossbow 

Crooked Fang *4, Yellow Liquid x2. Joe Stone xl 

6486 

N/A 

Long Bolts xl, Crossbow xl 

Iron-lotged Pole 

Sturdy Bone x5, Demon Eyeball x3, Fire Magicite x4 

4780 

*520 

Iron Pole xl 

Triage Kit 

Giant Feather x3 

29B0 

*850 

Phoenix Down x12 r KLPolion x3 

Magick Shards 

Festering Flesh *4 

1480 

N/A 

Water Mate x5 

Ninja Garb 

Fine Wool x4, Tanned Tyrant Hide x2, Fire Magicile k5 

8330 

*1470 

Black Cowl xl. Black Garb xl 

Light & Sturdy Garb 

Coeurl Pelt x6. Tanned Tyrant Hide x2. Storm Magicite x5 

9800 

*2000 

Adamant Hal xl. Adamant Vest xl 

Huntsman s Crossbow 

Bundle of Needles xl, Festering Flesh x2, lea Magicite x5 

9980 

Wk 

Slone Bolts xl. Recurve Crossbow xl 

Jag-tooth Nitga Sword 

Giant Feather x5. Festering Flesh x4. Dark Magicite x5 

9000 

*1600 

Kaganuixl 


























Name 

Loot 

Cost 

Cost D iff. 

Conlenls 

Survival Set 

Malboro Fruil x4 

1500 

*300 

Antidote x12, Eye Drops xtZ, Echo Herbs x12 

Saul ol the Fire-bird 

Bundle of Feathers x3 

5980 

*270 

Phoanlx Down x25 

Embolderung Arms 

Quality Pelt x6, Tanned Giantskm x4. Fire Crystal *3 

13780 

+24ZD 

Chakra Band xl. Power Vest xl 

Platinum Geer 

Insect Husk x2. Tanned Giantskm x5. Storm Magicite x6 

19120 

*4780 

Platinum Helm xl, Platinum Armor xl, Platinum 

Shield xl 

Noisome Incendiaries 

Bomb Shell xt. Fire Crystal x3 

9800 

N/A 

Poison Bombs xl. Fumarole xt 

War Axe 

Pointed Horn x2, Malboro Fruit x4. Wind Magicile x6 

10350 

*1150 

Francises xl 

Warped Glade 

Bundle of Feathers x6, Maggoty Hash x4, Fire Magicite x6 

11250 

*1250 

Diamond Sward xl 

Forked Spear 

Poinled Horn x4 Maggoty Flesh x5. Wind Magicile *6 

11250 

*1250 

Trident xl 

Mudslinger 

Ichlbon Scale x4 Silver Liquid x3. Earth Crystal *3 

9080 

m 

Mud Shat xl, Aldeharan xl 

Oil-soaked incendiaries 

Bomb Ashes x3. Book of Qrgain x2, Fire Crystal x3 

10625 

m 

Oil Bombs xt. Tumulus xl 

Blmcflliglit Quarrels 

Spiral Incisor x3, Silver Liquid *3, Dark Crystal *3 

11220 

m 

Black Bolts xl, Homing Crossbow xl 

Phials & Phil! res 

Mafboro Flower x3 

1980 

*420 

Vaccine x8. Smelling Salts xl6 

Potion Crate 

Screa mroot x3 

7480 

*5120 

Potion x3Q. Hi-Potion x2Q, X-Potion xlO 

Gips Gear 

Prime Poll xfl, Prime Tanned Hide x7 r Dark Crystal x? 

1.7800 

*3800 

Gigas Hat xl, Gigas CJiesiplate xt 

Armor-piercing Shot 

Ring Wyrm Scale x4, Silver Liquid x5, Wind Crystal x7 

15200 

m 

Windslicer Shot xt. Spica xl 

Permalrost Bow & Gutver 

Spiral Incisor x4, Antarctic Wind x2. Ice Crysial x7 

17200 

m 

Icecloud Arrows xl, Perseus Bow xl 

Befuddling Incendiaries 

Bomb Shell x4 Bookol Orgain-Ceni x3, Rre Crystal x7 

17800 

m 

Chaos Bombs xl, Caldera xl 

Myslic Statt 

Quality Lumber x4. Demon Feather x6. Slorm Crysial x7 

7200 

*900 

Cloud Stall xl 

Elegant Pole 

Blood-darkened Bone x8. Demon Feather x6. Wind Crystal 
x7 

12150 

*1360 

Ivory Pole xl 

Phoenix Flight 

Windslicer Pinion x5 

8750 

*3750 

Phoenix Down x50 

Black Vestments 

Blood Wool x9. Prime Tanned Hide x7. Dark Crystal x8 

22800 

*3100 

Black Maskxl. Black Robes xl 

While Vestments 

Blood Wool *9, Beasilord Hide x7. Holy Crystal x8 

22800 

*6200 

While Mask xl, While Rohes xl 

Nature's Armory 

Prime Pelt x9. Forbidden Flesh x7, Fire Crystal x8 

24650 

*4350 

Crown ol Laurels xl, Rubber Suit xl 

Forbidding Shield 

Aged Turtle Shall x2. Destrier Barding x8. Leamonde 
Halcyon xt 

9800 

11400 

Demon Shield xl 

Sturdy Battle Gear 

Chargor Barding x4 Split Armor x2, Pisces Gem x3 

14800 

I22QO 

Maxlmiilian xl 

Magepowsr Helm 

Qiarger Barding x5, Chimera Head x2 r Feystnne xl 

12300 

*220 

MagepowerShishakxl 

Seoul's Crossbow 

Wyvern Fang x4, Ancient Bone x3, Holy Crystal x9 

17800 

n/a 

Time Bolls xt, Penetralor Crossbow xt 

Water-di op Munitions 

Book of Drgain x3, Putnd Liquid x3, Water Crystal xlO 

7800 

N/A 

Water Bombs xl 

Samurai's Katana 

Iron Ora x5, Sereamroot x7. Water C rystal x9 

13800 

*1200 

Ame-no-Murakumo xl 

Douhle-hladed Knife 

Windslicer Pinion x5. Mai boro Flower x7. Wind Crystal x& 

13800 

*1200 

Zwill Crossblade xt 

The Leering Blade 

Solid Horn *4, Demon Tar! *7, Dark Crystal xl 0 

14800 

*1200 

Dealhbringerxl 

, Attenuated Greatsword 

Quality Stone x4. Sky Jewel x7 p Holy Crystal xlO 

14000 

*1500 

Save the Queen xl 

Memories ol Yore 

Quality Slone *5 

QQQ 

m 

Pebble x99 

Devastating Incendiaries 

Bomh Fragment x3. Frog Oil x2, Aries Gem X3 

12000 

m 

Castellanos xl 

Darkslcel Blade 

Orichaloum x2, Chimera Head x2, Taurus Gem x3 

17800 

m 

Stoneblads xl 

Arrows of Ihe Moon 

Goddess 

Vampyr Fang x2. Dorsal Fin x2, Gemini Gem x3 

15000 

m 

Artemis Arrows xl 

Serpent Blade 

Coeurl Whisker *2, Sickle-Blade xZ, Cancer Gem x3 

15200 

m 

Qrochi xl 

Well-forged Blade 

Lifewlck x3, Emperor Scale *2, Leshach Halcyon xl 

21600 

m 

Durandal xl 

Comfy Headgear 

While Incense x2, Einheriarium x2. Virgo Gem x7 

30000 

0 

Cat-ear Hood xl 

Slone Shot 

Mirror Scale xZ, Tyrant Bone x2, Libra Gem x3 

15OO0 

N/A 

Stone Shot xl 

The Scorpion 

Charged Gizzard x3, Wyrm Bone x3, Scorpio Gem x4 

60000 

N/A 

Scorpion Tail xl 

Silver Bdw 

Beastlord Horn *3, Moon Ring x3. Sagittarius Gem x4 

60000 

N/A 

Sagittarius xl 

Piercing Bolls 

Wrath of the Gods x2, Ring Wyrm Liver xZ, Capricorn 

Gem x3 

T5O0O 

N/A 

Grand Bolls xt 

Cursed Necklace 

Blood-stained Necklace x3, Death’s-Head x2, Leo Gem x3 

30000 

0 

Nlbopalaoa xl 

Whisker of the Beast 

Myihrll sc3. Corpse Fly x3, Aquarius Gem *4 

60000 

N/A 

Whale Whisker xl 

Late-model Rille 

Wyvern Wing x2, Yensa Fin x2. Salnmand Halcyon xl 

198D0 

N/A 

Arcturus xl 
















I Harne 

LOOl 

Cost 

Cosl Dm. 

Contents 

Ulli mate Blade 

Adamantile xZ Dsalh Powder xZ Gnoma Halcyon xl 

22600 

N/A 

Ultima Blade xl 

Bow of IN Moon 

Goddess 

Greal Serpent s Fang x2. Moondust x2, Sylphi Halcyon xl 

15600 

m 

Artemis Bow xl 

Brilliant Shield 

Ancient Turtle Shell x2. Ring Wyrm Liver x2. Dndln 

Halcyon xl 

12420 

m 

Venetian Shield xl 

Engraved Spear 

Ketti Board x2, Broken Spear ? <2, Mysiletainn x2 

15300 

*1700 

Gungmr xl 

Golden Bailie Axe 

Eleclrum x2. Broken Greato x2, Mardu Halcyon xl 

16200 

*1800 

Golden Axe xl 

Flask of Oily Liquid 

Unptirihcd Ether x2. CaratTiel x3 

4000 

#3775 

Ether xl 

Flask of Viscous Liquid 

Unpurilied Ether x2. Foul Liquid x2, Slime Oil x4 

12000 

m 

HI Elherxl 

Saint's Draught 

Ambrosia x3, Demon Drink x3. High Arcana xl 

36000 

M/A 

Elixir xl 

Esoteric Draught 

Onion x3. Rat Tall x3. High Arcana x2 

loaooo 

M/A 

MegaFixir xl 

Lite Crystal (repeatable) 

Ancana xIO, Feyslone xl, Soul ol Thamasa xl 0999 

M/A 

High Arcana xl 

Jewel ol the Serpent 
(repeatable) 

Snake Skin x4> Serpent Eye x2, High Arcana xl 

19396 

M/A 

Sarpentarius xl 

Jewel ol Creation 
(repeatable) 

Soul Powder xt, Wargods Band x2, High Arcana xl 

29997 

M/A 

Empyreal Soul xl 

Matchless Metal 
(repeatable) 

Scarletile xl. Damascus Steel x2, Hell-Gate's Flame x2 

29997 

M/A 

Gemsleel xl 

Master-crafted Blade 

Gemsteel x2, Orichalcum x3, Mallei x2 

350QQ0 

M/A 

Mesamunexl 

The Sunllower 

Gemsteel *3. Empyreal Soul x3, Serpeniarius x3 

600000 

M/A 

Toumesfll xl 

Dragon Crest 

Omega Badge xl, Godslayer's Badge xl, Lu Shang's 

65535 

N/A 

Wyrmhero Blade xl 


Badge xl 




Mysterious Substance 

Grlmolre Togail x3, Grlmolre Aidhed x3, Bai Wing xl 

14999 

#14997 

Dark Maher xl 

(repeatable) 





Magick Shard 

Glass Jewel x6, Sky Jewel x8. Diakon Halcyon x l 

99 

M/A 

Holy Mote xl 

Magick Shard 

Book of Orgain *8. Book ol Qrgain-CerU xB, Book at 

499 

N/A 

Scathe Mote xl 


Qrgam-Mille *8 




Potion Pack (repeatable) 

Cactus Fruil x2 

70 

N/A 

Potion x2 

N-Pottoo Pack (repeatable) 

Rainbow Egg xl 

1111 

M/A 

Hh Potion xIO 

Chronos Tear Pack 

Eye of Ihe Hawk xl 

333 

M/A 

Chronos Tear xIO 

(repeatable) 





Fire-bird's Whisper 

Jack-O'-Lantern xl 

2222 

M/A 

Phoenix Down xl 0 

Vaccine Pack 

Demon's Sigh xl 

999 

N/A 

Vaccine xIO 

X-Polion Pack 

Behemoth Steak xl 

4444 

M/A 

K-Poliort kIO 

Shell-worked Collar 

Bomb Shell xZ Four-Leaf Clover x2 

6370 

*930 

Tiirtleshell Choker xl 

Minia Footgear 

Slaven Harness x2 

450 

*260 

Gillie Boots xl 

Brawler's Fetish 

Glmbte Stalk x? 

5940 

*560 

Amber Armlet xl 

Blush of Light 

Tomato Stalk x2. Magick Lamp xl , Snowfly xl 

4500 

*500 

Firefly xl 

Shoes at the Deed 

Zombie Powder xt, Destrier Mane xl 

450 

*360 

Quasimodo Bools xl 

Beck Harness 

Woll Blood xt 

600 

*200 

Batlle Harness xt 

Large Gloves 

Beni Sialf x3 

4500 

#1300 

Blazer Gloves xl 

Chair-link Bell 

Baltic wyrm Carapace x2. Adamantite xl 

17820 

hobo 

Bubble Beil xl 

Wind Walkers 

Gysahl Greens *33. Arcana x15 

16000 

*2000 

Hermes Sandals xl 

Wing Cord 

Stardust >:2 

3600 

*400 

Pheasant Neisuke xf 

Gilt Phylactery 

Taliered Garment xl 

3150 

*1350 

Golden Amulet xl 

Exquisite Ring 

Frogspawn x£ 

14400 

+ 1600 

Opal Ring xl 

Feathered Boats 

Arctic Wind xl, Broken Sword xl 

450 

+50 

Winged Boats xl 


























































While there is id so the Bazaar, operated by and connecting all 
merchants, the most direct method of acquiring new gear and 
items is directly through the merchants themselves. When you first 
happen upon a new merchant, his wares might be limited, but as 
you progress within the main story more and more of their overall 
selection will become available. In particular, it is very important 
to pick up ncw r magicks when they become available, in addition 
to staying stocked up on curative items like Potions, Echo Herbs, 
and Phoenix Down. New gambits tend to be very inexpensive and 
shouldnr dent your coin purse. 



WORD ABOUT GAMBITS 


Gambits became available based upon your progress in the 
game. The further along in the game you are, the more gambits 
are available for purchase. Once a gambit is for sale, It will be 
available in any gambit shop. 



Ml GAMBIT MERCHANTS 
ANT GAMBIT SHOP 




WARES 

COST 


WARES 

COST 


Aliy: any 

50 


Ally: slalus = Lure 

SO 


Ally: parly leader 

50 


Ally: slalus - Protect 

so 


Ally lowest HP 

50 


Ally: slalus = Shell 

50 


Ally' strongest weapon 

50 


Ally: slalus ^ Haste 

50 


Ally, lowest defense 

50 


Ally: status ^ Bravery 

50 


Ally lowest magick resist 

50 


Ally: status = Faith 

50 


Ally. HP < 100% 

50 


, Ally: status - Reflect 

50 


AJIy HP <90% 

50 


, Ally: status - Invisible 

50 


Ally: HP <90% 

50 

Ally: status = Regen 

50 


AJIy: HP <70% 

50 

Ally: status - Float 

50 

Ally HP < 60% 

50 

Ally: slalus - Berserk 

50 

Ally HP <50% 

50 

Ally: slalus = Bubble 

50 

Ally HP <40% 

50 

Ally: slalus = HP Critical 

50 

Ally: HP <30% 

50 

Ally: Item AMT > 10 

100 

Ally HP < 20% 

50 

Foe: any 

50 

Ally: HP <10% 

50 

Foe: targeting leader 

100 

Ally. MP< 100% 

50 

Foe: targeting sell 

100 

Ally. MP< 90% 

50 

Foe: targeting ally 

100 

AJIy: MP< 80% 

50 

Foe: furthest 

50 

Ally: MP< 70% 

50 

Foe: nearest 

50 

Ally; MP<60% 

50 

Foe: highest HP 

SO 

Ally MP < 50% 

50 

Foe: lowest HP 

SO 

Ally: MP < 40% 

50 

Foe: highest max HP 

50 

Ally: MR <30% 

50 

Foe: lowest max HP 

50 

Ally: MP < 20% 

so 

Foe: highest MP 

50 

Ally: MP< 10% 

50 

Foe: lowest MP 

50 

Ally: status = KQ 

50 

Foe: highest max MP 

50 

Alty" slatus = Slor>e 

50 

Foe: lowest max MP 

50 

Ally: status - Petrify 

50 

Foe’ highest level 

50 

Ally: status - Slop 

50 

Foe: lowasl level 

50 

Ally: status - Sleep 

50 

Foe; highest stranglb 

50 

Ally: status = Contuse 

50 

Foe: lowest strength 

50 

Ally: status = Doom 

50 

Foe: highest magick power 

50 

Ally: status ~ Blind 

50 

Foe: lowest magjck power 

50 

Ally status - Poison 

50 

Foe highest speed 

50 

Ally status = Silence 

50 

Foe" lowest speed 

50 

Ally: stilus = Sap 

50 

Foe: highest defense 

50 

Ally stilus = Oil 

50 

Foe: highest magick resist 

50 

Ally stalus = Reverse 

50 

Foe: HP > 100,000 

50 

Ally 1 status - Disable 

50 

Foe: HP > 50, OOD 

50 

Ally: stilus = Immobilize 

50 

Foe: HP a 10,000 

50 

Ally: status ■ Slow 

50 

Foe: HP >5.000 

50 

Ally: status = Disease 

50 

foe: HP ? 3,000 

50 


jj WARES 

COST 


WARES 

COST 

I Foe: HP >2.000 

50 


Foe: water-weak 

500 

1 Foe: HP >1,000 

50 


Foe: wind-weak 

500 

1 Foe: HP > 500 

50 


Foe- holy-weak 

500 

1 Foe: HP < 100.000 

50 


Foe: dark-weak 

500 

2 Foe: HP < 50.000 

SO 


Foe: lira-vulnerable 

250 

— Foe: HP <10,000 

50 

Foe: lightning-vulnerable 

250 

Foe: HR < 5,000 

50 

Foe: ice-vulnerable 

250 

_ Foe: HP <3.000 

50 


: Foe: earth-vulnerable 

250 

Foe: HP < 2.000 

50 

Foe: water-vulnerable 

250 

Foe: HP <1,000 

50 

Foe: wind-vulnerable 

250 

Foe: HP <500 

50 

Foe: holy-vulnerable 

250 

Foe: HP -100% 

50 

Foe: dark-vulnerable 

250 

Foe: HP ? 70% 

50 

Foe:undead 

too 

Fob: HP > S0% 

50 

Foe: hying 

100 

Foe: HP £ 30% 

50 

Fqe: character HP = 100% 

100 

Foe: stalus = Petrify 

SO 

Foe;itimAMT?1Q 

100 

Foe: status = Stop 

50 

Foe: character slalus = Blind 

100 

Fob: status = Sleep 

50 

Fob: character slalus - Silence 

100 

Foe: status - Conluse 

50 

Fob: character slalus = Bravery 

100 

Foe: stalus = Doom 

50 

Foe: character stalus - Faith 

100 

Foe: slalus i* Blind 

50 

Foe: character status = HP Critical 

10O 

Foe: slalus» Poison 

50 

Foe: character MP?90% 

10Q 

Foe; status = Silence 

50 

Foe: character MP> 70% 

100 

Foe: slalus = Sap 

50 

Foe: character MP >50% 

100 

Foe: status = 011 

so 

Foe: character MP > 30% 

100 

Foe: status = Reverse 

50 

Foe: character MP > 10% 

1.00 

Foe: status - Disable 

50 

Foe: character MP < 90% 

100 

Fdb: status = Immobilize 

50 

Foe: character MP < 70% 

100 

Foe: status - Slow 

50 

Foe: character MP <50% 

too 

Foe: status = Disease 

50 

Foe: character MP <30% 

100 

Foe: status = Prelect 

50 

Fob: character MP < 10% 

100 

Foe: slalus - Shell 

50 

Foe: character HP > 90% 

100 

Foe: slalus = Haste 

50 

Foe: character HP?70% 

100 

Foe: slalus = Bravery 

50 

Foe: character HP?50% 

10D 

Foe: slalus - Faith 

50 

Foe: character HP >30% 

100 

Fob: status = Reflect 

50 

Foe: character HP > 10% 

100 

Foe: status = flegen 

50 

Foe: character HP < 90% 

100 

Foe: status = Berserk 

50 

Foe: character HP < 70% 

100 

Foe- status = HP Critical 

50 

Foe: character HP < 50% 

100 

Foe fire-weak 

500 

Foe: character HP < 30% 

100 

Foe: lightning-weak 

500 

Foe: character HP < 10% 

100 

Foe: Ice-weak 

500 

Sell 

50 

Foe: earth-weak 

500 

Sell: HP <100% 

50 


Mare Qnmtil1r>—► 



m 






























WARES COST 

Self: HP <90% 50 

Self: HP <80% 50 

Sell: HP <70% SO 

Sell: HP < 60% 50 

Seif: HP < 50% 50 

Self: HP <40% 50 

Sell: HP <30% 50 

Sell- HP <20% 5Q 

Sell: HP <10% 50 

_ Seif: MP< 100% 50 

Self: MP < 00% 50 



imnmitaB 



WARES 

Self: MP < 80% 
Self: MP < 70% 

Sell, MP< 60% 

Sell: MR < 50% 

Self: MP < 40% 

1 Self: MP c 30% 

. Self: MP < 20% 
t Self: MP < 10% 

Sell: status - Petrify 
Sell: status = Doom 
Sell slates = Blind 


COST 

1 WARES 

COST 

WARES 

COST 

50 

■ Sell: status - Poison 

50 

Self: slates - Haste 

50 

50 

I Sell: status = Silence 

50 

Self, status - Bravery 

50 

so 

1 Self status - Sap 

50 

Sell: status = Fail h 

50 

50 

1 Self: status = Oil 

50 

Sell status-Reflect 

50 

50 

H Self: status - Reverse 

50 

Sell: status » Invisible 

50 

50 

■ Sell: status - Immobilize 

50 

Self: slates = Regen 

50 

50 

Sell slates = Slew 

50 

Self- status = Float 

50 

50 

*—* Sell status = Disease 

5Q ~ 

Self status - Bubble 

50 

50 

Self: status = Lure 

50 

Self; status = HP Critical 

50 


50 

50 


Self, status 
Self status * 


Protect 

Shell 


50 

50 


EMHMI V 

VOIinamRABAN/lSTRE. TDGRIS MAGICKS 

WARES 

COST 

1 

WARES 

COST 


WARES 

COST 

Cure 

200 

Thuncfara 

3000 


Poison 

500 

Poisona 

200 

ilizzara 

30QO 


Shell 

300 

Blmdna 

200 

Bib 

4900 


Silence 

400 

VOX 

300 

Slow 

200 

mm 

Sleep 

u 

s 

K 

1 Sterna 

m 

Immobilize 

BOO 

— 

Oil 

600 

Raise 

1900 

* Disable 

600 

_ 

Toxify 

4100 

Cura 

1500 

Break 

900 

Dark 

500 

Regen 

1900 

Reflect 

800 


Berserk 

1000 

Esurra 

2800 

Warp 

1700 

Confuse 

1400 

Curaga 

3200 

Bleed 

1100 

Decoy 

2500 

Dispel 

4500 

Balance 

1500 

Gravity 

2800 

Fire 

200 

Float 

2300 

Drain 

3200 

Thunder 

200 

Haste 

3400 

Vanish 

4900 

Blizzard 

200 

Countdown 

3100 

Death 

5200 

Water 

800 

Slop 

3700 

Vanishga 

3700 

Aero 

1200 

Blind 

200 


Fira 


Protect 

^0^ 


nfiiinSiiiE. mimes PHOTEmvES 


WARES 

COST 

Leather Cap 

IDO 

Leather Clothing 

100 

s Cotton Cap 

100 

Cotton Shin 

100 

Headgear 

200 

Chromed Leathers 

200 

Magick Dutch 

290 

Light Woven Shirt 

200 

Leather Helm 

500 

Leather Armor 

500 

Escutcheon 

300 

Headguard 

300 

Leather Breastplate 

300 

Pointy Hat 

300 

Silken Shin 

3D0 

Bronze Helm 

700 

Bronze Armor 

700 

Leather Shield 

600 

Leather Headgear 

500 

Bronze Chestpfate 

500 


WARES 

COST 


WARES 

COST 

Topkapi Hat 

500 


Heavy Coal 

1400 

Kilimweave Shirt 

500 


Lambent Hat 

1400 

Sailet 

1000 


Chanter* Djellaba 

T4Q0 

Scale Armor 

1000 


Winged Helm 

2500 

Buckler 

1000 


Chammail 

2500 

Horned Hat 

700 


Green Beret 

1900 

Ring mall 

700 


Survival Vest 

1900 

Calm Hat 

700 


Feathered Cap 

t9O0 

Shephards Bolero 

700 


Traveler* Vestment 

1900 

Iran Helm 

1400 


Golden Helm 

3200 

Iron Armor 

1400 


Golden Armor 

3200 

Bronze Shield 

1200 


Golden Shield 

2100 

Balaclava 

1000 


Red Cap 

2500 

Windbreaker 

1000 


Bngand ine 

2500 

Wizard* Hat 

1000 


Mage* Hal 

2500 

Wizard* Bobus 

1000 


Mage* Habit 

2500 

Barbul 

1900 


Burgonel 

4000 

Li nan Cuirass 

1900 


Shielded Armoi 

4000 

Round Shield 

1600 


Ice Shield 

2500 

Soldier* Cap 

1400 


Headband 

3200 



WARES 


Jujitsu Gi 


Lamia's Tiara 


Enchanter's Habit 


Pirate Hat 


Viking Coat 


Soicerer* Hal 


Sorcerer* Habit 


Close Helmet 


Demon Mat! 


Flame Shield 


Goggle Mask 


Metal Jerkin 


Black Cowl 


Black Garb 


Bone Helm 


Bone Mail 


COST 


3200 


3200 


3200 


4000 


40OD 


4000 


4000 


4900 


4000 


3200 


4900 


4900 


4900 


4900 


5900 


5900 













































































































































































































'MU M 

IUMI MMMSTRE,MIL’S 


WARES 

COST 

Broadsword 

7oo 

Dagger 

200 

Shortbew 

500 

Altalf 

500 

Longsword 

700 

Mage Masher 

700 = 

Silver Bow 

1:000 

Iron Sword 

tzoo 

Dak Staff 

400 

t Javelin 

1400 

Assassin's Dagger 

1400 

Capella 

1 400 

Oaken Pole 

1300 

Aavis Killer 

1500 

ZwilE Blade 

1700 

Cherry Stall 

800 

Killer Bow 

2000 

Spear 

2200 

Handaxe 

2200 



BHWWIPCim ® 
l*MRMMASTIU, 
MIGELOS SUNDRIES 

WARES 

COST 

Potion 

70 

Antidote 

50 

Eye Drops 

50 

Phoenix Down 

250 

Echo Herbs 

50 

Gold Needle 

1QO 

Alarm Clack 

50 

Handkerchief 

50 

Hi-PoUon 

210 

Bacchus's Wine 

120 

Smelling Salts 

50 

Remedy 

400 

Chronos Tear 

50 


IMiWMCLAN 


UMIRABANASTRE. 
MUTHRU BAZAAR 


WARES 


Chopper 


Cypress Pole 


Mace 


Ancient Sword 


Vega 


Longbow 


Wizard's Slant 


iron Hammer 


I Bronze Mace 


I Blood Sword 


I Parlisan 


I Mein Gauche 


I Baltic Bamboo 


I Keteteu 


Bowgun 


I Sirius 


Elfin Bow 


Broadaxe 


COST 


2200 


2000 


1 BOO 


2400 


2400' 


3000 


1500 


1500 


3300 


3000 


5000 


3500 


3500 


3200 


3800 


3600 


4000 


4200 


4200 


UUmYELIK ® 
_ MERCHAHT 
imffillbi^.RABANASTRE 
LOWTOWN. NORTH 
SPRAWL 


WARES 

COST 

Cat-ear Hood 

30000 

Mrhapataoa 

30000 

Bubble Bell 

19800 

Krai ot Rusl 

6 

Warp Mote 

100 

Dark Matter 

2 

Bravery 

5300 

Faith 

5300 

Bobble 

3300 

Reverse 

7600 

Teleport Slone 

200 

Gysahl Greens 

103 


WARES 

COST 

Potkm 

70 

Antidote 

50 


!PM»am 

© 

■11 GIZA PLAINS. 

NOMAD VILLAGE 

WARES 

COST 

Broadsword 

400 

Dagger 

200 ' 

Orrachea Armlet 

250 

Bangle 

500 

Potion 

70 

Antidote 

5D 

Eye Drops 

50 


IMilMMELlNG © 


flHHWNASTRE 
LOWTOWI 
SPRAWL 


WARES 


Renewing Morion 


Mirage Vest 


Jackboots 


Slack Bell 


Golden Amulet 


Potion 


Eye Drops 


COST [ 


16000 


16000 


600 


600 


4500 


70 


50 


WARES 

COST 


WARES 

COST 

Serpent Rod 

2100 


Miter 

5000 

Lohengrin 

4500 


Siorm Spear 

5800 

Heavy Lance 

4600 


Iron Pole 

5300 

Osalune 

4600 


Hornilo 

5800 

Gladlus 

4600 


Arc Scale 

5500 

Musk Stick 

4300 


j Demnnsbana 

6000 

1 Gilt Measure 

4000 


| Siam Stonebow 

6000 

1 Bhuj 

4100 


| Slasher 

6000 

1 Flame Stall 

2400 


Avenger 

6000 

I Siorm Stall 

2400 


[ Maqoroku 

6600 

1 Glacial Stall 

2400 


| Ramming Crossbow 

6600 

1 Flametongue 

5200 


| Gala Rad 

3300 

1 Loxley Bow 

5200 


| Icebrand 

7000 

1 War Hammer 

5200 


\ Ras Algethi 

7000 

| Crossbow 

5200 


[ Sakura-saezuri 

7000 

| Healing Rod 

3000 


| Golden Staff 

3500 

| Betelgeose 

5400 



| Kagarasumaru 

5600 



| Ashura _ 

5600 




miBiPORTITOOS ® 
PROVISIONS 

Mil NALBINA TOWN. 
WEST BARBICAN 


WARES 

COST 1 

Onion Arrows 

1QO 

Onion Balts 

100 

Onion Shot 

100 

Onion Bombs 

100 

Potion 

70 

Antidote 

50 

Eye Drops 

50 

Phoenix Down 

250 

Echo Herbs 

50 

Gold Needle 

100 

Alarm Clock 

50 

Handkerchief 

50 

Hl-Polion 

210 

Bacchus's Wine 

120 

Smelling Salts 

50 

Remedy 

400 


II' TROUBLESOME P 

TECH® 

m MLBIMTOm 

MJIM BAZAAR 

WARES 

COST 

First Aid 

700 

Poach 

7000 

Charge 

1700 

Horology 

2000 

Soul eater 

6400 

Traveler 

; 6700 

Numerology 

2048 

Shear 

3600 

Achilles 

3800 

Git Toss 

2000 

Charm 

5000 

Sight Unseeing 

6800 

Infuse 

2000 



IAGICKS 




■NALB1NAT0W 

IJAJIMBA 

MR 



WARES 

COST 


WARES 

CDST 


CuraflB 

3200 


Countdown 

3100 


Cure 

200 


Stop 

3700 


Poisona 

200 


Hasle 

3400 


Blindna 

200 

m 

Slow 

200 

- 

Dispel 

4500 


Toxify 

4100 


Bio 

4900 


Blind 

200 


Rra 

3000 

*— 

Protect 

200 


Thutidara 

3000 


Poison 

500 


Bltzzan 

3000 


Vanish 

4000 


Fire 

200 


Dealt! 

5200 


Thunder 

200 


Vamshga 

6700 


Blizzard 

200 





































































































































































































































.ElfcamPONSOFM 
IMII NALBIHA TOWN. WEST WARD 


WARES 

COST 


WARES 

COST 

* Aiiair 

500 


Miter 

5000 

Lorigsword 

7D0 


Slorm Spear 

5800 

| . Mage Masher 

TOO 


Iron Pole 

5300 

l Silver flow 

10DQ 


Romlta 

5800 

|* Iron Sword 

mu 


Art; Scale 

5500 

[ Oak Siaif 

m 


Dcmonsbane 

6000 

| Flame Staff 

2400 


Gia.nl Stonebow 

6000 

■ Slorm Start 

2400 


Slasher 

6000 

1 Glacial Staff 

2400 


Avenger 

6000 

| Flamelongue 

5200 


Magcroku 

6600 

| Loxley Bow 

5200 


Paramina Crossbow 

6600 

| War Hammer 

5200 


Gaia Rod 

3300 

1 Crossbow 

5200 


leebrand 

7000 

( Healing Rod 

3000 


Ras Algetbi 

7000 

| Bctelgeuse 

5400 


Sakura'saKurl 

7000 

| Kogarasumara 

5600 


Golden Staff 

3500 

B Ashura 

5600 




,v> 


) 


r 

IMMMAIT 


fs 

i v 


WARES 


Raise 


Cura 


Vox 


Slona 


Water 




Immobilize 


Disable 


Break 


Reflect 


COST 




1500 


300 


300 


600 


600 


600 


900 



WARES 

COST 

Blind 

200 

Protect 

200 

Poison 

500 

Shell 

300 

Sleep 

700 

f Oil 

60Q 

| Silence 

400 

[park __ 

500 


800 



iMNTliEHlOES 
NttBIM TOn WEST 11D 


WARES 

COST 

Headguerd 

300 

Leather Breastplate 

300 

Painty Hat 

300 

Silken Shirt 

300 

J Bronze Helm 

700 

g Bronze Armor 

700 

Lealher Shield 

600 

Lealber Headgear 

500 

Bronze Chasiplaie 

500 

Topkapi Hat 

500 

Killmwcave Shirt 

500 

Pirate Hal 

4000 

Viking Coat 

4000 


WARES 

COST 

Sorcerer's Hat 

4000 

Sorcerer's Habit 

4000 

Close Helmet 

4900 

Demon Mall 

4900 

1 Flame Shield 

3200 

1 Goggle Mask 

4900 

I Meial Jeridn 

4900 

1 Black Cowl 

4900 

1 Black Garb 

4900 

| Bone Helm 

5900 

| Bona Mail 

5900 

| Diamond Shield_ 

3900 



ffltJEM, RITE'S PROTECTIIES 


WARES 

COST 

Leather Headgear 

500 

Bronze Cbestplate 

500 

Topkapi Hal 

500 

Kitlmweavf Shin 

500 

I Saner 

100D 

a Scale Armor 

1000 

Buckler 

1GOD 

Horned Hat 

700 

Ring mail 

700 

Catot Hat 

700 

Shepherd's Bolero 

700 


WARES 

COST 

Eroti Helm 

1400 

Iron Armor 

1400 

Bronze Sh ield 

1200 

Headguard 

300 

j Leather Breastplate* 

300 

i Pointy Hat 

300 I 

1 Silken Shirt 

300 

[ Bronze Halm 

700 

1 Bronze Armor 

700 

| leaihst Shield 

600 



WARES 

COST 


WARES 

COST 

Iron Sward 

1200 


Cherry Slalf 

800 

Oak Staff 

400 


Broadsword 

400 

Javelin 

1400 


Dagger 

200 

Assassin's Dagger 

1400 


Shartbow 

500 

■ Capella 

1400 

m 

1 Altair 

500 ' 

Oaken Pole 

1300 


1 Langsword 

700 

Aevis Killer 

1500 


1 Mage Masher 

700 

Zwill Blade 

1700 


! Silver Bow 

1000 


■iimmrTDNK ® 

muinin 

SKIEMl 

WARES 

COST 

Sweep 

16200 

Turtleshell Choker 

9300 

| Pol ion 

7Q 

| Antidote 

50 

| Eye Drops 

50 

1 Phoenix Down 

250 

1 Echo Herbs 

50 

I Gold Needle 

100 

| Alarm Clack 

50 

V Handkerchief 

50 


BUMP # 
■BHIlJElli, 
CLIO'STECHNICKS 



WARES 

COST 

Poach 

7000 

Charge 

1700 

Horology 

2000 

Souleater 

6400 












































































































































































































wnnimvEM! s 


■uTMUiMfl 

m:i 


WARES 

COST 

Sweep 

10200 

Turtleshell Choker 

3300 

Potion 

70 

Antidote 

50 

Eye Drops 

50 

Phoenix Down 

250 

Echo Herbs 

50 

Gold Needle 

too 

Alarm Clock 

50 

Handkerchief 

50 


KSimflaSGAUFTIUDER 
ITOiffl;® JAHARA, LULL OFTHELAND 


WARES 

COST 

Partisan 

3500 

Main Gauche 

3500 

Battle flam boo 

3200 

Kotetsu 

3800 

Bowgtm 

3800 

Sirius 

4000 

Ellin Bow 

4200 

Broadaxe 

4200 

^ Serpent Rod 

2100 

Lohengrin 

4500 

Heavy Lance 

4300 

Osalune 

4600 

Cil-.i1-.lv 

4800 

Musk Stick 

4300 

Gilt Measure 

4000 

Bhu| 

4t00 

Flame Sialt 

2400 


IIlffllBiTETRill 

miMERm VILLAGE, ROM OF VEBDANT PRAISE 


WARES 


Amber Arm lei 


Argyle Armlet 


Blazer Groves 


Jade Collar 


Jackboots 


Black Ball 


Golden Auuiiel 


Magick Gloves 


I iwagicR bi 
Potion 
Antidote 


COST 


6600 


500 


600 


3200 


3300 


600 


600 


Am 


3200 


70 


IttMMOHEN S 

WESTERSANI 
WESTERN Dll 

.THE 

m 

WARES 

COST 

, Gungmr 

17000 

1 Bangle 

500 

Steel Gorge! 

1500 

Armguard 

m 

Tourmaline Ring 

300 

Gauntlets 

1200 

Battle Harness 

1000 

Leather Gorget 

1500 

Rose Corsage 

800 

Agate Ring 

3000 

Renew 

30600 


« 


mm 

MERCHANT 

imiaMiim 

ESTERSAND. SOUTH 


WARES 

COST 

Storm Stall 

2400 

Glacial Stall 

2400 

Flameionguc 

5200 

Loxley Bow 

5200 

War Hammer 

5200 

Crossbow 

5200 

Healing Rod 

3000 

Bet&lgeuse 

5400 

Soldier's Gap 

1400 

Heavy Coal 

1400 

Lambent Hat 

1400 

Chanter’s DjGlIaba 

1400 

Winged Helm 

2500 

Cttainmail 

2500 

Green Beret 

1900 

Survival Vest 

1900 

Feathered Cap 

1900 


GO 


WARES 

COST 

Eye Drops 

50 

Phoenix Down 

250 

Echo Heibs 

50 

Gold Needle 

100 

Alarm Clock 

50 

Handkerchief 

50 

Hi-Pdtion 

210 

Bacchus's Wine 

120 

Smelling Salts 

50 

Raise 

1900 

Cura 

1500 


| Gravity 


Float 


| Decay 


WARES 

COST | 

Golden Axe 

18000 

Bangle 

500 

Sleet Gorget 

1500 

Armguard 

BOO 

Tourmaline Ring 

300 

Gaunllets 

1200 

Battle Harness 

1000 

Diamond Arm lei 

20000 

Hasiega 

16600 




WARES 

COST 


WARES 

COST 

Traveler's Vestment 

1900 

— 

Eye Drops 

50 

Golden Helm 

3200 


Phoenix Down 

250 

Golden Armor 

3200 


. Echo Herbs 

an 

Golden Shield 

2100 


Golds Needle 

100 

Red Cap 

2500 


Alarm Clock 

50 - 

Brigand Ine 

2500 


Handkerchief 

50 

Mage's Hat 

2500 


HI *Potion 

210 

Mage's Habit 

2500 


Bacchus's Wine 

120 

Burgonet 

4000 


Smelling Salts 

50 

Shielded Armor 

4000 


Shear 

3600 

ice Shield 

2500 


Achilles 

6600 

Onion Arrows 

100 


Gil Toss 

2000 

Onion Bulls 

too 


Charm 

5000 

Onion Shot 

100 


Sigh! Unseeing 

6800 

Onion Bombs 

100 


Infuse 

2000 

Potion 

70 



Antidote 

50 




» 


WARES 

COST 


WARES 

COST 


Warp 

1700 

- 

Drain 

3200 


Bleed 

1100 


Curaga 

3200 


Berserk 

1000 


fire 

3000 


Aero 

1200 


Thuntfara 

3000 


Balance 

1500 

M 

Blizzara 

3000 

- 

Confuse 

1400 


Haste 

3400 

i 

Regen 

1900 


Toxify 

4100 


Esuna 

2800 


Countdown 

3100 



2600 


2800 


2500 



m 


[Vi ere ha rit 















































































































































































































WARES 

COST 


WARES 

COST 


WARES 

COST 


WARES 

COST 

Serpent Rod 

2100 


Betelgeuse 

5400 


Golden Armor 

3200 


Sorcerer's HabU 

4000 

Lohengrin 

Am 


Kogarasumaru 

5600 


Golden Shield 

2100 


Close Hefmei 

4900 

Heavy Lance 

A&m 


Ashura 

5600 


Red Cap 

2500 


Demon Mail 

4300 

Qsaiune 

Amo 


Mllar 

5000 


Rrigandine 

2500 


Flame Shield 

3200 

Gladius 

4000 


Storm Spear 

5300 


Mage's Hal 

2500 

Potiun 

70 

Musk Slick 

4200 

B 

Iron Pole 

5300 

i 

Mage's Habil 

2500 

| Antidote 

50 

Gill Measure 

4000 


Hornito 

5500 

Burgonfll 

4000 

1 Eye Drops 

50 


Btluj 

4100 

1 

Arc Scale 

5500 


Shielded Armor 

4000 


| Phoenix Down 

250 

Flame Sialf 

2400 

Demonsbane 

6000 

[ Ice Shield 

2500 

| Echo Herbs 

50 

Storm Slalf 

2400 

Glam Stonebow 

6000 

Headband 

3200 

Gold Needle 

100 

Glacial Sutff 

2400 

Slasher 

6000 

Jujitsu Gl 

3200 

Alarm Clock 

50 

Flametorgue 

5200 

Avenger 

6000 

Lamia's Tiara 

3200 

Handkerchief 

50 

Lojflev Sow 

5200 

Magaroku 

6600 

Enchanter’s Habit 

3200 

Hi-Pation 

210 

War Hammer 

5200 

Paramina Crossbow 

6600 

Pirate Hal 

4000 

Bacchus's Wine 

120 

I Crossbow 

5200 

Gaia Rod 

3300 

1 Viking Coat 

4000 

Smelling Salts 

50 

Healing' Sod 

3000 

Golden Halm 

3200 

Sorcerer’s Ha! 

4000 

Remedy 

400 



mm smiiauKKnuir 

KHU MT BUB OMISJiCE. SAND STREWN PASS 


WARES 

COST 


WARES 

COST 


WARES 

COST 


WARES 

COST 


Jackboots 

600 


Quasimodo Boots 

600 

r * ■ 

Esuna 

2000 

__ 

Thundara 

3000 


Black Bell 

600 


Ruby Ring 

8500 


Gravity 

2800 


Bllzzara 

3000 


Golden Amulet 

4500 


Onion Arrows 

too 


Float 

2300 


Haste 

3400 


Maglck Gloves 

3200 


Onion Bolls 

TOO 


Decoy 

2500 


Tonify 

4100 


Nishijin Belt 

000 


Onion Shot 

TOO 


Drain 

3200 

n 

Countdown 

3100 


Thiel's Cuffs 

3000 


Onion Bombs 

too 


Curaga 

3200 


pSlDp 

3700 


Gillie Bools 

700 

P 

| Regen 

1900 

■ 


3000 


1 Vanish 

4900 



niirauicao 

HUSK MOSPNOIAN HIGHKH BABBLING VUE 


■ 

WARES 

COST 


WARES 

COST 

i 

WARES 

COST 

- 

WARES 

COST 

tcebrand 

7000 

Adamant Hal 

5900 

Thiers Quits 

3000 

Alarm Clock 

50 

Reis Algethi 

7000 


Adamant Vest 

5900 


Gillie Boots 

700 

Handkerchief 

50 

Sakura-saezuri 

7000 


Astrakhan Hal 

5900 


Quasimodo Bools 

800 


Hi-Pation 

210 

Golden Stall 

3500 

m 

Carmagnole 

5900 


Ruby Ring 

H50Q 

Bacchus's Wine 

120 

Burning Bow 

7500 

Diamond Helm 

7000 

Potion 

70 


Smelling Sails 

50 

Obelisk 

7500 

Diamond Armor 

7000 


Arilidote 

50 

Remedy 

400 

Sledgehammer 

7500 


Platinum Shield 

5300 


Eye Drops 

50 

Chronos Tear 

fso 

Sljc-I luted Pole 

6800 


Golden Amu lei 

4500 

Phoenix Down 

250 

1000 Needles 

7000 

Thorned Mace 

6500 

1 

Magick Gloves 

3200 


Echo Herbs 

50 



s 

Mulllscate 

8000 

Nishijin Bell 

800 

Gold Needle 

100 






































































































































































































■HliMSTMMD MERCHANT 
IdinOLD UCOADGS. ALLEY OF LOWWHISPERS 


© 


WARES 

COST 

Steel Poleyns 

1000 

Fuzzy Miter 

1200 

Bowline Sash 

IOOO 

Winged Bools 

500 

Pheasant Netsuke 

4000 

Embroidered Tippel 

5000 


WARES 

COST 

Cameo Bell 

0000 

Rower Arm lei 

5200 

Opal Ring 

16000 

Sage's Ring 

22000 

Potion 

70 

Antidote 

50 


WARES 

COST 


WARES 

COST 

Eye Drops 

50 

- 

Hi-Pation 

210 

Phoenix Down 

250 


Bacchus's Wine 

120 

Echo Herds 

50 


Smelling Salts 

50 

Gold Needle 

too 


Remedy 

400 

Alarm Chock 

50 


| Chronos Tear_ 

50 

Handkerchief 

50 





UM1 SELLER 

ARCHADES. VINT'S ARMAMENTS 


WARES 

COST 

Dtamdnd Helm 

7000 

Diamond Armor 

7000 

Platinum Shield 

5300 

Officers Hal 

7000 

Barrel Coat 

7000 


WARES 

COST 

Gaia Hat 

7000 

Maduln Gear 

7000 

Sicel Mask 

aioo 

Mirror Mail 

aioo 

Dragon Shield 

SflOQ 


1, WEAPON SELLER 



^3 

mm ARCHADES,YINT’SARMAMENTS 


WARES 

COST 


WARES 

COST 

] Plalinurn Sword 

9000 


Kiku-idumonji 

10500 

| Rower Rod 

4500 


Claymore 

10500 

Hammerhead 

9500 


Chaos Mace 

6800 

Recmve Crossbow 

9500 


Bastard Sword 

11000 

|; Traitor's flow 

tOOOQ 


[ Cross Scale 

1 1000 ' 

] Halberd 

10000 


| Francisca 

11500 

1 Aldebaran 

toooo 


| Platinum Dagger 

11500 

j Gokuu Pole 

9000 


[ Tumulus 

12000 j 

| Kagentii 

10000 


1 J uteris Staff 

5700 







feDEMil ITECHN1CK P 


Trains 


WARES 

COST L 

Infuse 

2000 

Addle 

3500 

Bonscrusher 

700 

Spades ol Black 

5000 

Stamp 

4500 


IffllBSMCKEM V 
PROPRIETOR 

UllimW ARCHADES, 
CHAM 
MAGICKER! 

$ 

WARES 

COST | 

Aeroga 

6800 

Retlectga 

6800 

Stlencega 

6600 

Bllndga 

6600 

Graviga 

6600 


innmcii 

IIBU! ABCHADES, GRANCK'S REQUISITES 



WARES 

COST 

Potion 

70 

Antidote 

50 

Eye Drops 

50 

Phoenix Down 

250 


WARES 

COST 


Echo Herbs 

50 

r — - 

Gold Needle 

too 


Alarm Clock 

50 


Handkerchief 

50 



WARES 

COST 

- 

WARES 

COST 

HI-Potion 

210 

Dfironos Tear 

50 

Bacchus's Wine 

120 

X Potion 

630 

Smelling Sails 

50 


Remedy 

400 




m 






































































































































































UiUDfCE © 

WHBUFONUEIM 
P0BT.SU BREEZE 
UHE 


WARES 

COST 

Teleport Stone 

200 


mum 


imiRRlTHE NAM TENSA SAND 


WARES 

COST 

Capeila 

1400 

Cypress Pole 

2QM 

Rose Corsage 

mu 

Amber Armtot 

6600 

Sash 

500 

Argyie Armlet 

600 

Raise 

1900 

Cura 

1500 

Vox 

300 

Stone 

BOO 

Water 




¥ 


WARES 

COST 


WARES 

COST 

Immobile 

600 

- 

Dark 

500 

Disable 

600 


Potion 

70 

Break 

900 


Antidole 

50 

Rellecl 

300 


Eye Drops 

50 

Blind 

300 

■ 

Phoenix Down 

250 

Protect 

200 


Echo Herds 

50 

Poison 

500 


' Sold Needle 

100 

Shell 

300 


Alarm Clock 

50 

Sleep 

700 

■ 

Handkerchief 

50 

Dll 

600 


Hi-Pation 

210 

Silence 





IIMMTCTR1 

milliVTlE DREADNOUGHT LEVIATHAN 


WARES 

COST 


WARES 

COST 

Broadsword 

400 


Headguard 

300 

Dagger 

200 


Leather Breastplate 

300 

Shorlbow 

500 


Painty Hat 

300 

Altai r 

500 


Silken Shirt 

300 

Longsword 

700 


Bronze Helm 

700 

Mage Masher 

700 


Bronze Armor 

700 

Silvar Bow 

tooo 


Leather Shield 

600 

Iron Sword 

1200 

B 

Leather Headgear 

500 

Oak Stall 

400 

■ 

Bronze Chestplate 

500 

Javelin 

1400 


Topkapi Hal 

500 

Assassin^ Dagger 

1400 


! KUinrweave Shirt 

500 

Capella 

1400 


Ballet 

1000 

Oaken Pote 

1300 


Sca le Armor 

1000 

Aevis Killer 

1500 


Buckler 

1000 

ZwJII Blade 

1700 


Horned Hat 

700 

Cherry Stall 

300 

■ 

Ringmaii 






a 

- 

> 

WARES 

COST 


WARES 

COST 


Calot Hat 

700 

- 

Vox 

300 


Shepherd s Bolero 

700 


Sterna 

300 


Steel Gorget 

1500 


Water 

300 


Armguard 

soo 


Immobilize 

60D 


Tourmaline Ring 

300 


Disable 

600 

- 

Gauntlets 

1200 


Break 

900 

*7 

Battle Harness 

1000 


Reflect 

SOO 


Leather Garget 

1500 


Blind 

200 


Potion 

70 


| Protect 

200 


AntFdote 

50 


Porson 

"soo 


Eye Drops 

50 


Shell 

300 


Phoenix Down 

250 


Silence 

400 


Echo Herbs 

50 


Dark 

500 


Gold Needle 

too 



Alarm Clock 

50 



Handkerchief 





ElfiUMNE HAGICKERY 

nPIP JALFONHEIM POUT. GALLERfNA MARKETPLACE 





* 



WARES 

COST 


WARES 

COST 


WARES 

COST 


WARES 

COST 

— 


' Cnraga 

11700 


Holy 

11200 


Shock 

9400 


Sleepga 

7900 

- 


Dispelga 

3200 


firaga 

3200 


Scourge 

11200 


Shellga 

9900 



Arise 

9700 


Thundaga 

8200 


Flare 

11200 


Prpleetga 

9400 


1 

Esunaga 

14900 


Bflzzaga 

3200 

| 

Slowga 

10400 


Darkga 

9400 

m 


SHE 





































































































































































MUMPIN' 


WARES 

COST 

Cameo Bell 

3000 

Power Armlet 

5200 

OpafRing 

16000 

Potion 

70 

Antidote 

50 

Eye Drops 

50 

9 Ptioenix Down 

250 

1 Echo Herbs 

50 

f Gold Needle 

100 


EBINA MARKETPLACE 

© 

WARES 

COST ~ 

Alarm Clock 

50 

Handkerchief 

50 

HI-Potion 

210 

Bacchus's Wine 

120 

Smelling Salts 

50 

Remedy 

Am 

Chronos Tear 

50 

X-Potion 

630 

Vaccine 

200 



mm 

IBA1F0NHEIH POUT, BERUNTS ARMAMENTS 


I i 


WARES 

COST 

Chakra Band 

aioo 

Power Vest 

8100 

Hypnocrown 

8100 

Jade Gown 

8100 

Platinum Helm 

9300 

Platinum Armor 

9300 

Crystal Shield 

7200 

Thief s Cap 

9300 

Ninja Gear 

9300 

Gold Hairpin 

9300 


1 


ISWWENDOB OF GOODS 
nOKIMHPKON COAST, HDNTERS’ CAMP 


mm 

COST 

Burning Bow 

7590 

Obelisk 

7500 

Sledgehammer 

7500 

Six'fluted Pole 

6800 

Tftorned Mace 

6500 

Mulnscale 

8000 

Murasama 

8500 

Ortchalcum Dirk 

8500 

Fumarole 

8500 

Platinum Sword 

9000 

Power Rod 

4500 

Hammerhead 

9500 

Recurve Crossbow 

9500 

Traitor s Bow 

10000 

Halberd 

10DDO j 


HEIM PORT, BERUNY’S ARMAMENTS 




m 


WARES 

COST 

Aldebaran 

10000 

Gokuu Pole 

9000 

Kagenut 

10000 

Adamanl Hat 

5900 

Adamanl Vest 

5900 

Astrakhan Hal 

5900 

] Carmagnole 

5900 

| Diamond Helm 

7000 

| Diamond Armor 

7000 

| Platinum Shield 

5300 

01 beer's Hat 

7000 

1 Barrel Coat 

7000 

1 Gaia Hat 

7000 

| Madum Gear 

7000 

| Steal Mask 

aioo 


IlflilHMBIBOCH © 

HWIWBMBEIII PASSAGE. THE UGHTWORKS 


WARES 

COST 


WARES 

COST 

Diamond Sword 

12500 


Holy Unco 

14500 

Yoichi Bow 

12500 


Caliper 

14000 

Trident 

12500 


Oeaiiibrmger 

16000 

Yaker 

12600 


Grsataxe 

15500 

Zephyr Pole 

11200 


| Ame-no-Murakumo 

15000 ' 

Hunting Crossbow 

12500 | 


| Save Hie Queen 

15500 

Empyrean Rod 

6200 


| Zwill Crossblade 

15000 

Defender 

13000 | 


| Airfares 

16000 

Spica 

13000 


Ivory Pole 

13500 

Morning Star 

13500 


Peneirator Crossbow 

15500 

, Doom Mace 

11800 


Caldera 

16000 

Runchtade 

14500 


[ Cloud Stall 

6000 

i Perseus Bow 

14500 | 


mm 


* 


WARES 

COST 


WARES 

COST 

Gaia Gear 

9300 


Chaperon 

12400 

Giant's Helmet 

11000 


Minerva Buster 

12400 

Carabineer Mail 

11000 


Black Mask 

12400 

Gigas Hal 

10700 


White Robes 

13500 

Gigas Chestptate 

10700 


1 Aegis Shield 

9600 

CelebrantsMiter 

10700 


| Crown of Laurels 

14500 

1 Cleric's Robes 

10700 


| Rubber Suit 

14500 

[ Dragon Helm 

12500 


White Mask 

14500 

| Dragon Mail 

12500 


1 Black Robes 

13500 

1 Kaiser Shield 

8300 




Miino 

i* 

llfl B1LF0NHEIM 
POET, ODD'S 
TECHNICS 

WARES 

COST 

Expose 

3800 

j Revive 

10QQO 

^Witbe^^ 

3500 


© 


WARES 

COST 


WARES 

COST 

Mirror Mail 

0100 


Handkerchief 

50 

Dragon Shield 

6000 


Hi-Potion 

210 

Thiel's Cufls 

3000 


Bacchus's Wine 

120 

Gillie Bools 

700 


Smellmg Sails 

50 

- Quasimodo Bonis 

800 


1 Remedy 

400 ™ 

J Ruby Ring 

8500 


| Chronos Tear 

50 

1 Firefly 

5000 


1 Vanish 

4900 

5 Steel Puleyns 

1000 


Bio 

4900 

I Potion 

70 


| Dispel 

4500 

I Antidote 

50 


| Death 

5200 

I Eye Drops 

50 


| Vanish ga 

8700 

| Phoenix Down 

250 


| Darkra 

5800 

| Echo Herbs 

SO 


| Cleanse 

5600 

| Gold Needle 

10D 


| Reverse 

7500 

(Alarm Clock 

50 




WARES 

COST 

Golden Skullcap 

16000 

Glimmering Robes 

16000 


WARES 

COST 

Hermes Sandals 

20000 

Ardor 

15500 


■HUIBAKNAMY MERCHANT © 

IKiW I NECROHOL OF NABUDIS. HALL OF EFFULGENT LIGHT 


WARES 

COST 

Magepower Shishak 

15000 

Maximilian 

17000 

Demon Shield 

11200 

Ring of Renewal 

18000 


WARES 

COST 

Elder 

222 

Telekinesis 

7100 

Scathe 

18100 



SHE) 













































































































































































































































Foes are numerous in the world of Mice. To keep tabs on them, all of them are contained within this Bestiary. A Bestiary is included with 
the Clan Primer in the game, but this one is a bit more thorough. The following section indicates how to read the information. 


Enemy Name 

\Q / 

© 

Genus/Classification 


Ttie toe's moniker. Genus indicates Die animal family to which the monster belongs, while Classical ion 

determines Die type. Enemies must be ol the same Classification to create battle chains. 
Some monsters (particularly Elite Marks end Besses) defy classification, 


Enemy Number iff 


All lees in are assigned a number This 
matches the number in the Bestiary 
within Ihe game's Clan Primer. 



Elemental 


The elemental wheel sheets different monsters 
In dilfereni ways. Enemies can bo weak to a 
particular element, taking extra damage. Seme 
toes may have no notable weakness nr strength 
toward a particular element, thus taking normal 
damage Enemies can have a belt resist versus 
a particular elemental, always negating hall 
ihe damage. Elements can else have no effect, 
in practice a 100% resist, or total Immunity. 
Finally, an enemy may absorb certain 
elements, with polenlial damage converted 
into healing, Certain monsters can shift their 
elemental properties, making their strengths 
and weaknesses Impossible to pin down. 

Aft = Causes negative effect by healing monster 
HE = Immune to elfect 
W = Attacks i nil let mure damage 
Vj = Attacks inllic! hall damage 


Loot 


Monsters some limes drop loot when they are rfefeatod You con afso steal I rum them betore 
Ibeir demise, or poach them when their HP is critical. Monsters became more likely lo drop 
tool during battle chains, and you can enhance ihe ell sot ol steal by equipping the Thiel's 
Cults accessory. Stealing from some monsters (in particular. Rare Game I can be very difficult, 
sometimes taking literally dozens ol trios to got a successful 1 steal. The rewards are often 
worth the eflort. thought 


Statistics 


This represents a breakdown at a foe's traits, level represents the enemy's level range 
within a certain region, tola that depending en your progression within the storyline nr your 
location within a region, this can vary and affect aft other stats. Think of multiple entries in Ihe 
statistics section as monster version ta], monster version [bj, and so on. The same is true (or 
ihe tool section. 





































001-A - 008-A 


The Daimasca Sands 





001 - A 


Drop^ Cactus Fruit, Earih Slone. [b| Earth Magictle, Potion, [b] Hl-Polion, Virgo Gem 
Steal; Eanh Slone, |bj Earth Magicrte, Cadus Fruit. Broadsword. |h] Bundle of Needles 
Poach )tem:Caetus Fruit. Bundle of WeedlEs 




FlshScaie. Water Slone Water M^cite, [a][dj Light Woven Shirt, |b| Diamond 

.^'iown ° 

Hi-Potion _ 


1.1 cl traVefer's Veslmenl, 
i: Fish Scale, E; 


Shield. 

Steal:. w». v , 
Poach: fish Scale, 



/ ^ T pTrri\ T i T nTn 


!M3 

IMS 



22-26 i 33-65 0 

252-256 1 66-98 0 


Drop- Well Pelt, Wind Stone. Potion, Antidote 

Steal: Wind Stone. Wolf Pelt, [a] Pointy Hat, [b] Wizard* Hal 

Poach: Woll Pell. Eye Drops 




Drop: Small Feather, Fire Stone. Potion. Phoenix Down 
Steal: Small Feather. Potion, Phoenix Down 
Poach: Small Feather. Chromed Leathers 




Drop: Wind Magicile. Handkerchiei. Gianl Feather. Burning Bow 
Steal: Giant Feather, Large Feather, 120 gtl. Taurus Gam 
Poach: Giant Feather, Large Feather, Bundle of Feathers. 


Giza Plains 
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Drop: f ire Slone, Woll Pelt, Gotten Cap. Potion 
Steal: Fire Slone. Wall Pelt. Potion 
Poach: Pebble, Wolf Pell 



0 

[*T» 


* 0 


hi 


' 

- 

3j 

w 


i-J 

- Level | HP | MF 

1 srR - 1 "S' 1 

¥IF* | SPO, 

ATT. 1 
PW. 

i 3-5 : 160-220 GO-70 

11-13 i 4 14 11 

]g-U 



Drop: Braid Wool Wind Slone, Alarm Clock, Hi-Potion 
Steal: Braid Wool, Smelling Salts. Sirius 
Poach: Biaid Wool, Rite Wool 




Drop: Braid Wool. Water Magicite Teleport Slone, Aero Mote 
Steal: Water Magicite. 150 p, Golden Helm 
Poach: Braid Wool. Balance Mote 




Tortoise 



Drop: Tunis Shell. Water Stone, Phoenix Down, Water Magicite 
Steal: Water Slone, Aries Gem, Soldier's Cap 
Poach: Tunie Shell, Smelling Salts 



Drop: Moiling, Sterm Stone. Broadsword. Potion 
Steal: Moiling Slomn Stone, 30 gil 
Poach: Storm Slone. Molting. Iron Carapace 



QmssD'iMtllDa 


Drop: Aged Turtle Shed, Water Crystal, Teleport Slone, [al Aries Gem. [b] Gfticer's Hat 
Steal: IQOgil.Ja] Aged Turtle Shell, \h\ Aries Gem, |aj Officer's Hat 
Poach: Aged Turtle Shell. Ancient Turtle Shell 


F7T!Tri?nTr , 7T) 



Drop: Snake Skin, Wind Slone, Teleport Stone 
Steal: Snake Skin. Wind Slone, Leal her Breastplate 
Poach: Snake Skin, Tanned Hide 



_ 

Drop: Quality Hide. Earth Stone, Potion. Kotelsu 
Steal: Quality Hide. Teleport Stone. Gemini Gem 
Poach: Quality Hide, Tanned Giants kin 



rgrii 


Drop: Large Feather, Earth Stone, Polion. Headg Liard 
Steak Earth Stone, Large Fealhar, Echo Herbs 
Poach: Large Feather 













































































































































































008-B - 025 





The Garamsythe Waterway 




Drop: Waier Slone. Horn, Potion, Eve Drops 
Steal: Horn, 50 gil, [aj Lambent Hat, [b] Leather Helm 
Poach: Horn 



Drop: Mai boro Fruit. [a] Dark Crystal. [b| Dark Maglcilc Vanishga Mole Virgo Gem 
Steal - L>ark Magioile, [a] Malhoro Flower, lb] MaJbOro Fruit, [a| Virgo Gent, [b] Arlamanl Hal 
Poach: Malboro fruil. Pol rid Liquid 



Drop: Hal Pell. Fire Stone, Antidote, lealher Shield 
Steal: Ral Pell. FireStona, 1 gil, Potion, Libra Gem 
Poach: Hal Pell. Rai Tail 




Drop: Demon Eyeball la] Fire Stone. |b| Fire Magicite, fa] Bronze Armor, [b] Fire Crystal, Ea| 

Phoenix Down, ]h| Demon Feather 

Steal: Demon Eyeball. 10 gil, [aI Dark Mote. |b| Demon Feather 

Poach: Demon Eyeball, Demon Tail 
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Drop: Glass Jewel |a] 
Steal: Glass Jewel, Be! 
Pooch: [a| Glass Jewel, 


i] Dark Stone, fbl Dark MagicHe, Teiepon Slone, [a] Potion. |bj Sky Jewel 

Scho Herbs, |aj Silken Sinn, |b] Dark Magicite 

wel, [bl Dark Crystal. |a] Phoenix Down, [b] Sky Jewel _ 



* 


WT^I^TTTHTtM] 

jgEUl»x uHZ 


_ 


Level HP MP 


W - *1 - AS * 


IlfflLUJl'IHUlMfe*! 


027-A «J 


5830 999 I 25 I 28 I 38 I 30 I 45 


42 44 3 5583 4 675 0 


Drop: Water Magicite, Water Stone, keystone, Water Crystal 
Steal: Water Magicite. Feyslone. Water Crystal 




The Barheim Passage 


Drop: Wind Slone. Icl Eye Drops. Antidote, Bal Fang, Pollan, |c] Phoenix Down 
Steal: Bal Fang. [c| Wind Slone, Teleport Slone, Aim guard 
Pooch: Bal Fang 



Drop: Dark Stone, Foul Flesh, Antidote. [c] Dark Magicite. Buckler, [cj Festering Rest! 
Steat: Foul Flesh, [cl Dark Mnylcite. 2 gll 50 gll 
Poach: [ap] Foul Flesh, |a][b| Festering Flesh 





































































































































































































026 - 042 



Skeleton] 


Drop: Bone Fragment, Dark Stone. Antidote. Iron Helm, [til Echo Herbs 
Steal; Bone Fragment 20 git, Park Wole [b| Bronze Chestplate 
Poach: Bone Fragment Potion 



GHSEi^EEnftg 


Drop; Bn Drops, Iron Scraps. Slorm Stone, Mages Habit 
Steal: Iron Scraps. Storm Slone. Alarm Clock 



[Specterj 


Drop: [a| Glass Jewel, [PJ Dark Slone, (aj Dark Slone, |b| Dark Ma-grcite, [a| Oaken Pole, 
[bj Sky Jewel, Alarm Clock 

Steal; [;i| Dark Stone, lb) Dark Magicite. Glass Jewel, [a] Dark Mole, ]b] Sky Jewel 
Poach: [a| Gfass Jewel [b| Sky Jewel 




220-240 16-1 7 ft 12 21 


Drop: Bone Fragment. Dark Stone, [a] PoliOnJb||c3 Anhdole, |al Ecbo Herbs, tblfcj Iron Helm 
Steal: Bone Fragment, |a] Water Mole. |h]|c] 20 gil, fa] Bronze Chestpialc, [b][cj Dark Mole 
Poach; fa] Bone Fragment, |b]|cj Potion 



Drop: la] Bomb Ashes. Fire Slone, jbj Fire Magicite, [a] Edho Herbs, [a] Leader Goroel, lb] Bomb Shell 
Steal: Fire Stone, |bl Fire Magidle, Bomb Ashes, [al Gold Needle, ]b] Bacchus's Wine, fc] Bomb Fragment 
Poach: Bomb Ashes, [c] Pebble. Bomb Shell, |c] Pollan 





Blood-darkened Bor 
Anrienl Bone. |d][e| 
Steal: Dark Crystal 
darkened Bans* [cf J 

Idle) Ardent Bolie 


4232-4393 


5503-5823 ' 


i* 


m I ft 

r*T*i 

a 


L. 


i - [ . j 

■ ■ 

w 

AB 


The Lhusu Mines 
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_ : --— : -— 

Drop: Eanh Crystal, Feslenng Flash, Forbidden Flesh, Phoenix Down 
Steal: Foul Flesh. Eanh Crystal. SOD git 
Poach: Festering Flash, Forbidden Flash 



Pandora' 


048 


Drop: Storm Costal. Hi-Pohon. Iron Ore. faj Cancer Gem. [bj Aegis Shield 
Steal: [a] Iron die, [b] Sloriti Stone, [aj Cancer Gem, fb| Iron Ore [a) Aegis Shield 
Poach: Iron Ore, Wrath of I he Gods 




049 


Drop: Gath Crystal. Vaccine, Teleport Slone. Capricorn Gem 
Stoat: Dark Marjidte Dark Crystal. Bookol Orgain-Millc 



Drop: Forbidden Flesh, Fire Maoiclte, Fire Crystal, Gemini Gem 
Steal: Fire Magicile, Fire Crysial 540 gil 
Poach: Festering Flesh, Forbidden Flesh 



Drop: la] Iron Scraps, [b] Iron Ore, Earth Crysial. fa] Anlidote, fb] Teleport Stone. 
Ore. [bf Perseus Bow 

Steal: [a] Earth Magicile, [b] Earth Crystal, [a| 1 gil, |b| Iron Ore, [b] Holy Mote 
Poach: fa] Iron Scraps, Iron Ore 


m 




i l 4 



Drop: Blood-darkened Bone, Dark Crystal, felepoit Stone. Capricorn Gem 
Steal: 200 gil. Mi-Potion. Dragon Mail 




Danbania 




r*T* ■* 


M] 


. . . 

- 

EJ 

Level ] HP | mp STR. 

i v<t 

I SPO. 

ATT. 1 
PW. 


335-397 TS-21 15 31-34 19-35 i 22-25 ; 


MAG. 

RES. 


EXP 

LP 

fieri 


337 339 




Drop: Fish Scale. Water Stone. Echo Herbs. Water Mote 
Steal: Water Stone, Fish Scale. Bacchus's Wine 
Poach: Fish Scale. Argyle Armlet 











































































































































































043 - 059 




— 

Drop: Fire Crystal, Feyslone, Salamand Halcyon, Ether 
Steal: Fire Crystal, Feyslone, Salamand Halcyon 




053-B 


Drop: Earth Stone, Gold Needle, Yensa Scale, Dark Mate 
Steal: Yensa Scale, Pisces Gam. Barhuf 
Poach: Versa Scale, Versa Fin 


j DEF. 

MAC. 

RES. 

EVA. EXP 

LP 

CP 

GIL I 

!I 

Ill 


yi 

1 87-105- 

r - 

1 

0 J 



Drop: Fire Stone, Crooked Fang, Linen Cuirass, Hl-Patlgn 
Steal: Fire Stane, Teleport Stone. 300 gil 
Poach: Crooked Fang, Bacchus's Wine 



Drop: [aj Spiral incisor, [to] Fire Slone, [a] Fire Crystal, [b] Crooked Fang, fa] Remedy, 
[to] Linen Cuirass, jal Reflectga Mole, [to] Hi-Potian 

Steal; [aj Spiral Inctsor. |b] Fire Stone, [a] Leo Gem, |bj Teleport Slone, |e] Barrel Coat, 
[to] 300 gil 

Poach: [a] Spiral incisor, |b| Crooked Fang, [a] Leo Gem, |b| Bacchus's Wine 


The Tomb ofRaithwall 



Drop: Wind Slone. Amidols. Crooked Fang, Ja][b] Smelling Sails, Jcj Blood Sword 
Steal: Wind Slone. |a] Iron Sword, [to] Taurus Gem. [c] Smelling Salts, ]b] Blood Sword 
Poach: Smelling Salts. Bat Wing 



DGsaonm 


QGESGECHjflLlHEl 

II 


M 


- Level 

HP 

MP STR. 

MAG 

PW. 

VIT* | 

SP0. 

ATT I 
PW 1 

t 15-18 

: 1014-106,2 

450-462 1 20 I 

[ 15 ' 

24-2? 

17-20 

23-26 


11 —- 




j 


12 3-9 : 496-508 1 1 [99-138 0 

-- wf* r 


Drop: Fire Slone. Handkerchief. Small Feather, Hi-Pation 
Steal: Fire Stone. Gold Needle.. Taurus Gem 
Poach: Small Faalber. Mam Gauche 



Zombie] 


Drop: Dark Stone. Foul Flesh. 
Steal: Dark Stone Foui Flesh, 
Poach: Foul Flesh, Aero Mote 
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Drop: Bong Fragmenl Dark Slone, Alarm Clock, Golden StiiBld 
Steal: Dark Slone, Bone Fragment. 200 gll 
Pooch; Bone Frag men!. Broken Spear 



Drop: Fire Magicilc Chocobo Feallier. Gysafsl Greens, Taurus Gem 
Steal: Fire Manicile Taurus Gem, Feathered Cap 
Poach: Chocobo Feallier. Gysahl Greens 



* ! ' I fcl- Ml 

i-l-TM' 


■ 18-19 i isa-irn: m-m ; 21-22 \a 


Drop: Dark Stone, Glass Jewel, Aero Mote, Phoenix Down 
Steal: Dark Stone, Glass Jewel. Smelling Sails 
Poach: Glass Jewel. Chainmail 



. 

MAG. 

RES. 

EVA. 

EXP 

1 11 ' ) 

r 1 j 

7OJ-707 

HHHB 




BiacK<cnoco&o] 


Drop: Dark Magiclte. Chocobo Feather, Gysahl Greens 
Steal: Dark Magictte, Chocobo Feather 
Poach: Chocobo Feather, Gysahl Greens 



_ 

Drop: Solid Stone, Earth Stone, Eye Drags, Winged Helm 
Steal: Earth Stone. SO gll, Hi-Potron 
Poach: Solid Stone 



Drop: Chocobo Feather, Ice Magiclte, Gysahl Greens. Echo Herbs 
Stoat: Chocobo Feather, Taurus Gem. Adamani Vest 
Poach: Chocobo Feather. Gysahl Greens 



Ozmone Plain 



Chocobo 1 


QnD 


Drop: [a| Fire Stone. Chocobo Fealber, [b] Earth Magicrte. Gysahl Greens, 
jal Taurus Gem, |b| Antidote 

Steal: fa I Fire Stone, fb) Chocobo Feather. [a| Taurus Gem. |a] Feathered Cap, 
lb l Fuzzy Milcr 

Poach: Chocobo Feaitier, Gysahl Greens 




Dnmn 


Chocobo 


MesmenirJ 


065-E 


Drop: Chocobo Feather, Wind Magicde, Gysahl Greens 
Steal: Wind Maglcile, Smelling Salts, Taurus Gem 
Poach: Chocobo Feaitier, Gysahl Greens 


648-S52 

_ 


26 158 


Drop; Charger Barding, Storm Magicilc. Bronze Mace, Echo Herbs 
Steal; Charger Berding, Storm Magicrte, Aries Gem 
Poach: Charger Battling, DeslrlerMane 

























































































































































060 - 074 





_ 

Drop;.largeFeather WindMagicite, Rod.Remedy 
Steal: Wind Magicite, Urge Feather, Aero Mote 
Poach: Large Feather Giant Feather 



[24-25 


Drop: Tanned Hade. Dark Magici(.e r Oualiiy Hide. Serpent Rod 
Steal: Dark Magrcile. Alarm Clack, Arras Gem 
Poach: Tanned Hide. Hi-Poiion 



Drop: Earlli Magicite. Quality Hide. Warp Mole, Hi-Fotlon 
Steal: Earth Magicite, Gemini Gem, Heavy Coat 
Poach: Quality Hide. Tanned Gianiskm 


Goimore Jungle 



Drop: Coeurl Pelt, Storm Magicite, Warp Mole. Quality Pell 
Steal: Coeurl Pelt. Storm Magicite, Libra Gem 
Poach: Coeurl Pelt, Quality Pelt 



31-34 

28-31 

31-34 


Drop: Earth Magicite, lumber, Phoenix Down. Balance Mate 
Steal: Earth Magicile. Lumber. Aquarius Gem 
Poach: Lumber Bhu] 
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Drop: Wilier Magiciie, Yellow Liquid. Teleport Stone, Float Mole 
Siea1: Waier Magiciie. Yellow Liquid. 500 gil 
Poach: Yellow Liquid, FlamatonguB 


Drop: Tyranl Hide, Earth Magidtt, Hi-Fation, Float Mole 
Steal; Tyrant Hide, Earth Magidte, Leo Gem 
Poach: Tyranl Hide, Brigandme 


EMPirm 


1517 11-13 G 1775-194! 


Drop: Earth Magrcile, Alarm Clock. Tyranl Hide, War Hammer 
Steal: Earth Mayicile, 60 gil. Leo Gem 
Poach: Tyrant Hide, Tanned Tyranl Hid 


1380-3434 
■13 0 1073-1177 

24-26 20-29 0 


ratal, [b| Earth Magidte, |a]|c] Malboro Fruit, Smelling Salts. Remedy. 

[a]|d] Vaccine, lb) Maiboro Vina, jaj[c| Earth Crystal, |b| Elfin Bow 
i Fruit. |bj Pebble. |a]|c] Malbaro Flower, |b| Malborg Vine 


0 6089-6605 


?3-?4 1436-1494 GOO-ESQ 


Drop: Yellow Liquid, Storm Crystal, Silver Liquid. Sagittarius Gem 
Steal: Chronos Tear, 300 gil, X-Polion 
Poach: Silver Liquid, Unp untied Ether 


Drop: Demon Eyeball. Storm Magidte. Gill Measure, HI Potion 
Steal: Demon Eyeball. Storm Magidte. Warp Mole 
Poach: Demon Eyeball 


1630-1750 63 i 16-18 34*37 16 


Drop: Charger Barding, Storm Crystal, Gold Needle, Leo Gem 
Steal: Charger Barding, Bacchus's Wine, X-Potion 
Poach: Charger Barding, Holy Lance 


Drop: Malboro Vine, Earth Magiciie, Bacchus's Wine, Musk Slick 
Steal: Earth Magiciie, Malbom Vine. Virgo Gem 
Poach: Mai boro Vine. Foul Liquid 


64-65 35G1G-36096 


Drop: Dark Crysial Book of Orgain-Miile. Ivory Pole, X-Polion 
Steal: Book □! Orgain-MHIe, Capricorn Gem, Soul Powder 


Drop; Iron Scrags. Storm Magicile, Remedy. Rad Fang 
Steal: Storm Magidte, Iron Scraps, Cancer Gem 
Ft>ach: Iron Scraps. Charged Gizzard 


iTyranorox* 


Gargoyle 


iThunderlmg 
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1 : 149-234- 

T1 


_ 

._ 

_ 



a*, 


nil 

V 

O 

1 * I % 1 . 

\m 


LJ 

AB W 






- 

Mi 1 1* i * i 

w 



AB 

w - j .; - 

■ 


mm\ 

EXP 

T lP 
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14158- 

n 
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EXP 


CP GIL 1 

’ 30-34 12 0 [ 

744-922 


122-270; 0 1 


Level 

HP 

MP 

STR. 

MAC 

L>m 

I VIT. 
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ATT. 
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WAG. ] 
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EVA. | 
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075 - 093 




Drop: Wyrm Carapace. Ice Magicite, Teleport Slone. Hormlo 
Steal: Ice Stone. Wynn Carapace. Leo Gem 
Poach: Wyrm Carapace, Batflewyrm Carapace 



ffi-tOI 


Drop: Sky Jewel. Dark Crystal, Vaccine, Capricorn Gem 
Steal: Sky Jewel. HhPotion, Ufewlck 


Paramina Rift 




Drop: Ice Magicite. Anlidote. Wyrm Carapace, Smelling Salts 
Steal: Ice Slone. Red Fang, Lohengrin 
Poach: Wyrm Carapace, Ice Magicile 



Drop: Pninled Horn. Ibl Ham. Fire Magicile, lalfc] Fire Crystal. [b][c] Bine Fang 
Steal: Rre Magicile, [aftcl Pointed Horn, [bj Float Mole, [a|(c] Fire Crystal 
Poach: Pointed Horn, Taurus Gem 





Drop: la] Dark Magicite, |b| Dark Stone, Sturdy Bone, Teleport Stone, Burgcmet 
Steal: Sturdy Bone, |aj Dark Magicite. fb] Dark Stone, Capricorn Gam 
Poach: Sturdy Bona, Death's-Head 



Drop: Fire Magic ite, Gold Ngguit; idinmu uimnaniii, iypiiic roiiy 

Steel: IQ gil, Gemini Gem. Headband 
Poach: Tanned Gianlskin, Staven Harness 


PT > T vj:m ty?TT7nTr7 
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Drop: Siurdy Bone. Dark Magiclte, HhPttton. Remedy 
Steal; Stur-cty Bone, Capricorn Gem, Jujitsu Gi 
Poach: Sturdy Bone 


SMDHilEJiG 


•rzi 

1*1 

E 

*1 

w 

- M 

Id 

w 

AB 



Drop; Ice Crystal Fey stone, Leshach Halcyon, Ether 
Steal; ke Crystal, Fey&tone, Leshach Halcyon 



030 


Elemental 


NE W AB HE HE NE HE HE 


5 

HB30 

999 

! 25 

20 

24 

I a ; 


rr--n™n 
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DEF. 

MAG. 

RES. 

EVA, j 

EXP 

[lp 

CP 

GIL 

L. 42 

44 

3 1 

.5583 

A 

675 : 

LXJ 


Drop: Ice Maglcite. Ice Sterne, Feystane. Ice Crystal 
Steal: Ice Magicile. Feyslone. IceCrysial 




The Stilshrine of Miriam 



Redmaw 


Drop: Crooked Fang. Wind Manicite. Red Fang, Ice Shield 
Steal: Crooked Fang, TOO oil, mums Gem 
Poach: Crooked Fang, Remedy 




Drop: Earth MajjMe, Antidote, Festering Flesh, Gemini Gem 
Steal: Farth Magicite, Phoenix Gown. Gemini Gem 
Poach: Festering Flesh, [a] Viking Coat, fbj Gianl's Helmet 





Drop; Dark Crystal. Bookoi OrgaimMllle, Renewing Morion, Capncgm Gem 
Steak Dark Crystal, Book of Qrgain-Mitle, Capricorn Gem 

































































































































































Drop: Festering Flesh, Storm Ma guide, Enchanter's Habit. Hr-Poiio-rt 
Steal: Storm Magicile. Slue Fang, Capricorn Gem 
Poach: Fad Flesh, Festering Flesh 



CnThm 



Drop: Yellow Liquid. Handkerchief, Teleport Slone. Golden stafl 
Steat: fire Magicde. Yellow Liquid, Sagittarius Gem 
Poach: Yellow Liquid, Silver Liquid 
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Drop: Dark Magicite. Festering Resii. Teleport Slone. Final Mote 
Steal: Festering Flash, Smelling Sails, Paramma Crossbow 
Poach: Foul Flesh, Fevering Flesh 





Drop: Fire Maglctte. Smelling Salts. Quality Fell, Libra Gem 
Steal: Fire Magicite. Hi-Potion. Steel Poleyns 
Poach: Quality Pell. Throat Wolf Blood 





The Mosphoran Hlghwaste 



Worgen 


Drop: Fire Magicite, Smelling Sails. Quality Pell, Libra Gem 
Steal: Fire Magicite, Hi-Potion, Steel Poteyns 
Poach: Quality PeK, Throal Wpll Qloorl 



Humbaba 


Drop: Storm Magicite, Tanned Glantskln, Echo Herbs, Sledgehammer 
Steal: Storm Magicite. Teleport Slone, Gemini Gem 
Poach: Tanned Giants kin. fiieasliard Hide 



Drop: Tanned Hide. Wmtf Magicite, Gold Needle. Quality Hide 
Steal: Wind Magicite. 400 gil. Bone Helm 
Poach: Tanned Hide, Great Serpent’s Fang 



Drop: Ring Wyrm Scale. Wind Crystal, Koga Blade. Leo Gem 
Steal: Wind Crystal. 800 gil. Leo Gem 



Drop: Giant Feather, Wind Magicite, BEack Cowl. Bundle of Feathers 
Steal: Wind Magicite, Red Fang, Bundle of Feathers 
Poach: Giant Feather, Lye q) the Hawk 



























































































































































126 




OSEEmCWtE? 



• 

E 

s 

•FT*] 

PJ*I 



m 


__ 


27-2B 3518-363 t-33 1 43-3:3 13 42-44 

/'Mi 3^18-3638 -1U-2-13 32-34 12 43-45 1 14-46 


Drop: farmed Giantskin, Earth MaglciEe. Firefly, Gemini Gem 
Steal: Tanned Giantskin. White Fang, Gemini Gem 
Poach: Tanned Giantskin 





Drop: Malborg Fruit. Dark Magiclte. Thorned Mace, Virgo Gem 
Steal: Dark Magicite Maiboro Fruit, Virgo Gem 
Poach: Maiboro Fruit, Vanishes Mole 



The Salikawood 


PhonCoast 


Wv roll are 



Drop: Fine Wool. Water Magicite, Magoroktn Aries Gem 
Steal: Water MaQiCitft. Echo Herbs, Aries Gam 
Poach: Fine Wool. Stardust 
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Prop: Succulent Fruit. Water Magictte, vanishm Mote. Platinum Sword 
Steal: Water Magiclte, Succulenl Fruit, Virgo Gem 
Poach: Succulent Fruit. Virgo Gem 




Drop: ja) Wind Stone. |b| Wind Magicile. [a) Large Feather, [b] Bundle of Feathers. Teleport 
Stone, Aries Gem 

Steal: |a] Large Feather, [b| Bundle ot Feathers, [a] Echo Herbs, |b| 480 Gif, |a] 430 GiL 
[b] Muihscale 

Poach: [a| Large Feather. [b| Bundle of Feathers, la] Wind Magidte, jb| Bent Stall 





Drop: Bundle ol Feathers, Storm Magicile. White Fang. Taurus Gem 
Steal: Bundle ol Feathers, Gold Needle, Balance Mote 
Poach: Bundle of Feathers. Murasame 



CSEEGEl 




*1 

** 



- w ■ - - 

» | 

Ij 

r * J 


OFF, 


Turn 

nr* 

EVA. 

1 20 ; 

23-25 

5-9 



Drop: Water Magicile, Eye Drops, Ichlbon Scale. Prsces Gem 
Steal: Chronas Tear, Remedy, Steel Mask 
Poach: Ichthon Scale. Pisces Gem 


Tchila Uplands 



Drop: [al Coeurl Poll. Ib| Storm Crystal, la] Storm Magicrte. lb] Coenri Pall. 
Fa I Warp Mote, lb] Quality Pall, fa] Quality Pell, jb] Hr-Potion 
Steal: [aTGoflUrl Rett, |b] Storm Slone. |a] Storm Magicile. [b] Quality Pail 
[a| Libra Gem. |b| Embroidered Ttppet 
Poach: Coeurl Rett 

















































































































































































127 - 144 



SUaXl) 


Elemental 





The Sochen Cave Palate 



Drop: Dark Crystal. Spiral in-cisor, Fled Fang, [a|[d Vampyr Fang, [bj Demon Shield 
SteaT: Spiral Incisor, Teleport $lane|a|[c| Oemon Shield, |b| Vampyr Fang 





Zombie! 


Drop: Dark Magi cite Maggoty Ffesh. Hypnocrown. Capricorn Gam 
Steal: Maggoty Flesh. W Gil. Vanishga Mote 
Poach: Maggoty Rash. Capricorn Gem 



Drop: Bundle of Feathers, Fire Magicile. Teleport Stone, [a] Hammerhead, 
[h] Taurus Gem 

Steal: ^ire Magicile. Gold Needle, |aj Taurus Gem. [b] Hammerhead 
Poach: Bundle of Feathers, Taurus Gem 
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Drop: jcltthon Scale. Storm MagrcitetStorm Crystal fn Echos ol the Past Region). 
Power Rod, Pisces Gem 

Steal: Ichtbon Scale. Balance Mote. Pisces Gem 
Poach: Ichthon Scale, Dorsal Fin 


The Feywood 



Drop: Prime Pell. Fire Crystal, Francises. Libra Gem 
Steal: Fire Cryslai, Prime Pelt. Festering Flesh 
Poach: Prime Pell, Hell-Gates Flame 




57-59 


Drop: Ice Crystal, Chronos Tear, Prime Tanned Hide, Serpent Eye 
Steal: Anhdota, SO Gil. Aries Gem 
Poach: Prime Tanned Hide. Serpent Eye 



Drop: [al ft>J Earth Crystal. [a| -, |b| Screamraot, [a[ |b| Gold Needle, |a] [b] Virgo 
Gem 

Steal: [a] [bl Screamrool, |a] Gimble Stalk. [t>] Virgo Gem, fa| - , [b] Cross Scale 
Poach; | a] ■ |b] Scraamroot. |a] - lb] Gimble Slalk 



ummssh 


Drop: Prime Tanned Hide, Storm Crystal. Red Fang, Gemini Gem 
Steal: Storm Cryslai. Gemini Gam, Giant's Helmet 
Poach: Pome Tanned Hide, Behemoth Steak 







□ 

CP | GIL | 


Drop: |a| [b] Water Crystal, [aI % lb] Screamroot, [a| -, 

[b] Teleport Slone, |a] [b] Virgo Gem 

Poach: [a] [bj Scr earn root, fa] -. [b] Four-leal Clover 




ct3^ai0E£idas 



*1 * 

T1 


ft if 

‘ 1 ^ 

■ 

W 

[ Level | HP | MP | STR, VIT, 

«■ i a i 

43-44 7465-7795} 475-432 33-35 IB 

; 48-50 

T9 61-63 


28-31 


0 2629-2706 J_ ,356-516 0 


Drop; insect Husk, Dark Crystal, Rellectga Mote, Cancer Gem 
steal: Dark Crystal. Cancer Gem. Bowline Sash 
Poach: insect Husk. Sickle-Blade 
























































































































































































145 - 164 




The Ancient Cily of Giruvegan 




Drop: [a] - [fa] Fire Crystal. [a| fb] Screamrcjof. [a| |fa| Echo Herbs. |a[ 

[b| Virgo Gem 

Steal: [a] fb] Scneamrool, Fal Tomato Stalk. |b| Virgo Gem, [,i| [b| Jade Gown 
Poach: fa]-, lfa|Screamroot, [a]-. [b|Tomalo Stalk 





«rp 

0 

E 

* * 


ST 

1 » 1 » 

n Li 

W 

*1*" 


1 »l 


VIT* I SPD. SU 


Drop: Wmdslber Pinion, Wind Crystal. Mirror Mail, Aries Gem 
Steal: Wind Crystal, X-Pofion, Atjss Gem 
Poach: Wmdslicer Pinion, Mirror Scale 




Drop: Prime Tanner* Hide, Dark Crystal. X-PoTion, Leo Gem 
Steal: Prime Tanned Hide, Broken Greataxe, Carabineer Mail 




IsKuiwyrm 


Drop: Batllewyrm Carapace, Dark Crystal, Hi-Pottan, [a| Bastard Sword, 
lb] C harper Bard inn 

steal: Dark Crystal, [a| Charger Bardlng, Wynn Bone, [b] Bastard Sword 
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Drop: Dark Crystal, Echo Herbs forbidden Flesh. Capricorn Gem 
Steal: Remedy, X-Potipn, Kaiser Shield 



Drop: Dark Crystal, Bacchus's Wine, Sky Jewel, Capricorn Gem 
Steal: Sky Jewel, Teleport Stone, Hermes Sandals 
Poach: Sky Jewel, Ambrosia 




JGargoylg 


Drop: Dark Crystal. Demon Tall, Doom Mace. Scorpio Gem 
Steal: Demon Tail, Dark Crystal, X-Poilon 
Poach: Demon Tail. Scorpio Gem 


mrfrTiTnrernTTn 


Drop: Holy Crystal, Feystone. Otakon Halcyon, Ether 
Steal: Holy Crystal, Feystone, Oiakon Halcyon 




luhTiTlHlTj mIT| 


Drop: Bomb Shelf, Fire Crystal. Diamond Armlet, Scorpio Gem 
Steal: Bomb Shell, Red fang. Scorpio Gem 
Poach: Bomb Shell, Scorpio Gem 


The Ridorana Calaratl 



Drop: Charger Barding, Siorm Crystal. X-Potion, Cancer Gem 
Steal: Charger Barding. Vaccine. Zwlll Cros&btade 
Poach: Charger Banding; Cancer Gem 





174 


Drop: Earth Crystal, Bacchus’s Wine, MaJboro Flower, Virgo Gem 
Steal: Mai boro Flower. Virgo Gem, Chaperon 
Poach; Malboro Flower, Ketu Board 












































































































































































165 - 182 


The Pharos 




Drop: Dark Crystal. Vaccine, Solid Norn, Aries Gem 
Steal: Solid Horn, Teleport Stans. Aries Gem 
Poach: Solid Horn, Rubber Suit 









Wind Crys al Bacchus's Wrne, Beastlord Hide, [a] Golden Axe. |b] Gemini Gem 
Steal: Beastlord Hrde, Vaccine, fa] Garni nr Gem, b] Golden A*e 
Poach: Beastlord Hide, Gem ini Gem 




Gem |b 


3 1 Blood-darkened Bane. |bj Sturdy Bone, Dark Crystal, Crown of Laurels, Capricorn Gem 
3 j Blood-darkened Bone, Jb] Sturdy Bone, [3] X-Polion, Lb) Capricorn Gem, |a] Capricorn 
X-Polion 


CRrrgyTrni? 




\ W 


mrrrnTTTinmrri 


Sr 


Drop: Dark Crystal, Hi-Potion, Changer Barding, Hastega Mote 
steal: Charger Barding, X-Potion, Corpse Fly 
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Zertinan Caverns 



Drop: Water Stone, Horn. Teleport Store. Aries Gem 
Steal: Water Stone, Horn. Potion 
Poach: Horn, Frog Oil 



Grenade] 


Drop: Fire Crystal, Chronos Tear, 80ml) Shell. Soorpio Gem 
Steal: Fife Crystal. Scorpio Gem, Opal Ring 
Poach: Bomb Shell. Bomb Fragmenl 




Orop: Green Liquid. Wind Slone. Water Mote, Winged Helm 
Steal: Green Liquid, Wind Slone, Sagittarius Gem 
Poach: Pebble. Yellow Liquid 


































































































































































183 - 202-A 



Drop; Qaltlawymi Carapace. Storm Crystal, Cameo Seft, Lao Gem 
Steal: Battlewyrm Carapace. Tefeporl Stone, Leo Gem 
Poach: Battlewymn Carapace. Emperor Scale 





[sriamniiigl 


Drop: Dark Crystal, Foul flesh. White Far^g. Platinum Dagger 
Steat: Foul Flesh. Dark Crystal, Bloodstained Necklace 



Drop: Demon's Tail, foe Crystal. Phoenix Down, Gaia Hal 
Steal; Ice Stone. Scorpio Gem, Vanishga Mote 
Poach: Demon's Tail. Demon's Sigh 






The NabreusDeadlands 
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Emerald it an 





Leamonde 






IF p7>7U|*|*|& aTmU 


HE HE HE HE NE HE W AB | 

| Level HP 

MP STR. **“■ ViT. 5PD. JJJ 1 

^4^^ 48042 

m | ftp l j 4g | 25 | 


48 52 


Drop: Dark Crysial. Feystone, Leamonde Halcyon, Ether 
Steal: Dark Crysial, Feyslone, L&amondfl Halcyon 



r^TTTf!t^ 



■' 26-29 0 914-1056 1 113-305 0 

3.9-51 26-35 0 3Q47'3563 1 375-963 0 


Drop: Dark Crysial, Silver Liquid. Teleport Stonejaj Holy Mote, [blMmerva Busker 
Steal: Echo Herbs. Sagittarius Gem, (a| Minerva Bustler, [bl Holy Mate 


The Necrohol ot Nabudis 





Elvoret 


Drop! Demon Eyeball. Earth Crysial, Vaccine, Max&millten 
Steal: Demon Eyeball. 500 Gil, Rellectga Mole 
Poach: Demon Eyeball, Demon Drink 




Warlock 


JMd 


Drop: Dark Crystal. Forbidden Flesh, Alarm Clock. Capricorn Gem 
Steal: Daik Crystal. 20D Gil. Capricorn Gem 
Poach: Maggoly Flesh, Forbidden Flesh 











































































































































































202-B - 221 





I‘LESSEE 


► Dairnasca Westersand, Galina Downs 





Rewards: 500 gif, 
Hsadguard, Teleport Slone 
Sleal: Pebble. Potion, 

Wall Pell 



Rewards: ;}iOD gil. Grant's 
Helmet, Myttiril 
SleaI : Fire Slone, Iron 
Ore, Fire Crystal 


-iE333£ia 




Braegh" 


Rewards: tTDOgll, 
Obelisk. HhEther 
Steal; Slorm Magicite, 
Storm Crystal. Grimoire 
Aidhed 





Rewards: 600 grl, Rose 
Corsage. Balaclava 
Steal: Antidote, Termed 
Hide, Aries Gam 



Vyraal 


Halberd, Crystal Shield 
Steal; Spiral Incisor. 
Charger Bardrng. Leo Gem 



329 







































































































































































I Pea t hscy trie] 


Rewards; 2flOO gil, Hi- 
Ether *2. Soul of Thamasa 
Steal: Book of Orgain- 
Mi lie. Book of Orgain, 
Capricorn Gem 










































































































































222 - 241 





Uiabolosl 


233 


_ _ 

Rewards: 2 BOO nil. 
Demon's Shield. Mace 
or Zeus 

Steal: Fire Crystal, Demon's 
SiQti. Scorpio Gem _ 





Piscodaemon] 


Rewards: 3000 gil, Dark 
Shot. Scalhe Mote 
Steal: Potion, Reflectga 
Mole. White Robe 



I \'t i rr[TTiKi7 : j ? 


Rewards: 2200 oil, 
Carmagnole 

Sleal; Pebble, Float Mote, 
Vanishga Mote 



Rewards: 1500 gil. 
Recurve Crossbow, 
Teleport Stone x2 
SI Mi: Pebble, Quality 
Pelt. Prime Pelt 


..i v, iBlOlQ? 



Rewards: 7000 gil. 
Assassin's Arrows. 
Teleport Stone 
Sleal: Pebble, Hi-Potion. 
Ring Wynn Scale 
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Bloodwing: 


Rewards 2400 oil. Stun 
Bombs, Vampyre fang 
Sleal: Pebble, Bai Fang, 
Spiral Incisor 




Py I raster 


Rewards SOOO gil, Grand 
Mace. Scathe Mote x2 
Sisal: Tyrant Hide, Tyrant 
Bone, Hastega Mole 



Elite Marks 



Chickatricel 


Rewards: lOQOgil, 
Jackboots, Rainbow Egg 
Steal: Potion, Small 
Feather, Large Feather 



kciuckatrice] 


Rewards: ?7? 

Steal: Small Feather, Wind 
Stone. Taurus Gem 



Rewards: 1200 git, 
Hl-Potion *2. Heavy Coat 
Steel: Potion. Turtle Shell. 
Aged Turtle Shell 




PGM. IrillC 

Steal: Pol ion. Charger 
Bardlng. Cancer Gem 



► Thu SalhLawoori. Sun ■dappled Path 


Rewards: 5200 giI, Stink 
Bomb, Pul rid Liquid 
Steal: Dark Crystal, Foul 
Liquid. Putrid Liquid 
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242 - 260 



123103 


123103 


| m 

r\ 

1 v j 

: »| 

pn 
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Luj 

I vt 

% 

M 

I j 

M 



Steal: Ancient Turtle She It 
Aries Gem, Scarfallte 




Encounter. 



Steal: St l-Ht-Pofion. 
3000 git; St 2-Hi-Pollon. 
WDG gil: St-3-GerrJI Helm, 
St4-Gen|i Armor 
Rewards: 10000 oil, 
Masamuna 






Slea I: Yensa Scale, Pisces 
Gem. Yensa Fin 
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iYiazmat 


_[2 

Rewards: 30000 gil, 
Gadslayer's Badge 
Steal: Holystone, Holy 
Magi cue. Holy Crystal 











Ffldrammel ecu 


Steal: Pel)We. Capricorn 
Gem, High Arcana 
































































































































261 - 279-B 




Sleal: Stfpefflaiius, Hiatt 
Arcana Megalixir 


tmThm 
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Z79-C • 294 






Steal: Dark Stone. Dark 
Magiclte. Dark Crystal 


Rare Game 


Steal: Bomb Snell. Fire 
Crystal, Bomb Fragment 


Drop: Hunt Tropliy 
Steal: Scartslite 


Drop: Bat Fang, Golden 
Armor 

Steal: Bat Winy 
Poach: Pebble. Taurus 
Gem 
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3B-39 J 19.194-193141 585-599 133-35 1 19 1 69-71 \ 23-25 I 57-59 


1790-1961 


r Anu 

Sochen Dave Palace, Mirror nr itie Soul 


AUysteel 


□ 

D 

□ 

□B 

□ 

□ 

LI 

m 

ehj 

EJ 






Drop: Solid Slone. 
Betelgeuse 
Steal: Lamia s Tiara 
Poach; Pebble, Oualiry 
Stone 


’Wary Wolf 



Drop 

Armlet 
Steal: Prime Pell 
Poacb; Pebble. Hell-Gale's 
Flame 
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235 - 314 




16-17 14153-41731 117-122 


Drop: Wolf PelL Prime Pelt 
Steal: Gladtus 
Poach: Pebble. Libra Gem 


r * 


r* 

#1 

l 



m 

[as 




! w ] 
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- 


OFIOD 









Megabomb 


► Nnm YmtrSandsea . 
Balloon 


Drop: Bomb Ashes, Bomb 
Shell 

Steal: Sornb Fiaament 
Poach: Pebble. Scorpio 
Gem 
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EKillbug 
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315 - 334 






TOektibet 


Drop: Small Feather. 
Wizards Hat 
Sisal: Rainbow Egg 
Poach: Pebble. Small 
Feather 




□rap; Crooked Fang, 
Wyvern Fang 
Sleal: wy^ern Wing 
Poach: Pebble, Ashura 





Drop: Book o! Ordain. 
Flame Stalf 

Steal; Book ol Ordain- 
Mille 

Poach; Pebble. Capricorn 
Gem 


341 


Bestiary 







































































































































Drop: Glass Jewel. 
Guno nir 
Steal;: Litewick 





Drop Demon Eyeball. 
Oanluro 

Steal: Scorpio Gem 
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335 - 354 



Drop: Snake Skin, Prime 
Tanned Hide 
Steal: Arise Gem 
Poach: Pebble. Serpent 
Eye 



Drop: Bone Fragment, 
Diamond Helm 
Si eat: Death's Head 
Poach: Pebble, Blood- 
darkened Bone 



Fideliant 


Drop: Bone Fragment, 
Heavy Lance 
Steal: Capricorn Gem 
Poach: Pebble. Broken 
Spear 



sacznri 

Steal: Great Serpents 
Fang 

Poach: Pebble. Prime 
Tanned Hide 
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52-53 i 342179 999 1 43 | 5Q I 6? I 27 | 


Ml_i—i_|_ 

EVA EXP I LP I CP I fit, 




Drop: Pebble, Eiteir 
Steal: Eight-fluted Ptfe 




Drop: Large Feather 

WindsHcar Pinion 
Steal: Shielded Armor 
Poach: Pebble. While 
license 



* .. 

■+* 

m 


TSkullash 

► Phon Gnash Cape Hat an 
Aevls 



■ » 



H 




■ 

w 

Aft 

□ 

□ 
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Level HP MP £T«. VIT. $P0, 


363 


Drop: Hunt Trophy 
Stoat: Charger Bard mg 


sFjoj 


LP 

CP 

GH 

H 

j 2395- | 
^ .351,5 ; 

a 
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355 - 373-B 





Drop: Hunt Trophy 
Steal: Mcirama&a 




Humanoids 




Drop: Dagger, Echo 
Herbs, Ice Crystal 
Sleal: flO gil, Gold Needte, 
Water Mole 
Poach: Pebble 
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(UnmmJu&iEei 


0 rap r Earth Stone, 

X-Potion. Potion, tjarttl 
Magicite 

Steal; Pebble, Echo 
Herbs. Yensa Fin 
Poach: Pebble 






Drop: Earth Slone, 

Phoenix Down, Earth 
Wagicile 

Steal; Potion. Echo Herbs, 
Yensa Fin 
Poach; Pebble 



Drop; Earth Stone, 
Phoenix Down, Earth 
Magfcite 

Steal: Pebble. Potion. 
Yensa Flo 
Poach: Pebble 


[TtTrfiHTtyfrTTlg 5 ^ 




Drop: Storm Mag idle. 
Storm Crystal. Diamond 
Armor, Hl-Polion, Teleport 
Stone. Vanishga Mole. 
Yakei. Hasiega Mole 
Steal: Antidote. Smelling 
Salts. Remedy. Alarm 
Clock. Hl-Potlon, Knol 
of Rost, flefleclga Mote, 

X-Potion 
Poach: Pebble 




















































































































































8965-9205 999 

I iipu 


' 36-39 .'.18-20 


7- 8 J 2793-3063 

8- 9 3596-3871 


■347-529^47-527 

'3B0-S63;297-307 


Drop: Siorm Crystal, 
Hf-Potlon, X’Potion. Yakei. 
Haslega Mute 
Steal: SmBlSing Salts, 
Remedy, Hi-Potion, 
X-Potion, Knot of Rust, 
fteflectga Mote 
Poach: Pebble 


115-148 


Drop: Potion, 
Hi-Pollon. Phoenix 
Down, X-Potion 
Steal: Potion, 
Hi-Foiion. 100 gil. 
150 gil, 180 gil, 300 
Oil Phoenix Down, 
X-Potion 


562-570 

674-582 


120-123 14 15 

132-135 16-17 


480-520 


4143 20-22 


36694149 


4344 8965-9205 999 


7-8 _ 2793-3068 


347-529:14&-158] 


Drop: Storm Crystal, 
Hi-Poliorv Yakei 
Steal: Smelling Salts, 
Ht-Poilon, Reflectga Mole 
Pd a Eh: Pebble 


■'710 32-3 B 13-22 53-57 20-24 


2500-3050 


m -661 120*140 


Crop: Fire Crystal. 
X-Potlon, Feystona 
Sleal: Eyedrops. 80 gil. 
Trident 

Poach: Pebble 


Drop: Potion. Phoenix Down » 


Steat: Potion, Phoenix 
Down. 150 gil 
Poach: Pehble 


Baknamyj 


imperial 


Marksman 1 
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8 

2-3 

2^4 

0 0 

0-3 

J 2-3 

12 

0 

0 

0 1 0 

O 

1 3 

5 . 

5 

65-85 

1 27-34 

a-i i ■ 

1 6 
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2 

0 

HT 76 

6 

\ 6 

7 
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2 76 

6 

j 6 
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0 

2 76 , 

s 

6 

7 
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0 

2 76 

6 

6 

6 

3 

137-157 

1 42-49 
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J A 

8 

3 

15M71 

1 46-53 

8 11 
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7 

3 
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1 53 

9 

10 

A 

3 

333 

1. ■ «3 

; 17 

1 fi 

6 

3 

137 

i «_1 

rrl 

. 20-21 

22-23 

5-6 

1164-1439 

1 168-350 

84-94 

26-28 

30-32 

7-9 

11374687 

1 231-595 133-153 


| #1>T 

TTt 


% 

L:»n 

1*1- 

—I.:. 

w 


U 


j Level 

HP 

MP STR, 

"MAG 

PW. 

m, spa. | J™ 






>» 1*1* 


Ai* 


Steal: Potion, 1 0 gil. 
Phoenix Down 



Hoplite 


_ 

Drop: Potion. Hi-Potion, 
Phoenix Down 
Steal: Potion, Hi-Potion. 
150 gil, 180 gil, Phoenix 
Down 

Poach: Pebble 
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46-64 


9-13 


OB 


1281-1831 1 135-549 


88-1 
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Imperial 


Dim Phoenix Down. 

Hi’Patron. Reflecla Mole 
Steal: Polion. Hi-Potion. 
Elhar 

Poach: Pebble 



Steal: Polion, Dark Mote. 
Jackboots 





QniPsJM) 


Gunner, 


Drop: Potion. Phoenix 
Down, Hl-PoSion. X-Pohon 
Steal: 100 gil 150 gil. 

300 gil. 500 gil Potion, 
HhPoLlotl. X-Potion, 
Phoenix Down 
Poach: Pebble 


i 164 
: 1363-1638 


50 6 

MM 1 m } 



Drop: Pohon. HhPotion, 
Phoenix Down. X-Potion 
Sisal: tOOnil. ISOgil. 
300 gil, 500 gil, Pohon, 
HhPotion, X’Policm. 
Phoenix Dawn 
Poach: Psbble 
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378-E - Undying 
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Encounter)' 


EtnGdn? QE® 23 


Steal: HWPafoi. Ketu 
Board, Magepawer 
Smshak 
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WATCH OUR OFFICIAL VIDEOS 



TO DEFEAT DELIAS, MATEUS AND ZALERA 

FREE AND EASY TO ACCESS VIA: 

WWW.BRADYGAMES.COM/FFXII 


This interactive license board gives you: 

* Information on the items, spells and abilities 
you gain with the license 

• Where to get these items and their costs 
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The looming war between Ivalice’s two great empires—Archadia in the east, Rozarria in the west^threatens to 
destroy the smaller kingdoms caught in their midst. A treaty meant to stem war's advance lies in tatters, forgotten. 

Enter Vaan, who despises the Archadian Empire for their occupation of his homeland. He, along with the sole 
surviving heir to the Dalmascan throne, Princess Ashe, will embark on a journey through Ivalice to uncover the 
mysteries behind the Empires invasion* 

The fate of the world depends upon the choices they make* 


f 



Learn how to unlock every side quest, including all of the hunts and the fishing mini-game. 
Detailed tactics for each one ensure you get the most out of Hie game. 


Illustrated license board reveals all there is to know. The perfect reference as you plan your 
characters’ advancement! 



Comprehensive list of every Esper in the game, including Zodiark and Ultima. Learn where 
to find fhem and how to best utilize them in fights. 



SQUARE ENIX 
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Game-tested strategies and tips leave no stone unturned. Maps ot each area 
reveal all the important objectives and items. Unstoppable boss tactics to 
decimate every foe. 



Full list of every magick and technick. Use them to your advantage to 
devastate your foes. 


Statistical breakdown of the game's weapons, armor, and accessories. 
Plus, every item is listed. 


Discover the game's most devastating weapons and powerful hidden bosses. 
Plus much more! 



$19.99 USA/$24.99 CAN 


FOR SALE IN USA AND CANADA 
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